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FLYING LESSON TO BE WON
FIVE BOND BOOKS AND FILMS TO BE WON
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xperience some real excitement and action. Gunship, F-15  you'll need to master your vehicle's authentic control, informa
Strike Eagle and Silent Service are outstanding combat  tion and weapon system.
simulations which take full advantage of vour Atari’s
capabilities. Dauntin]‘.{ missions constantly test your intelligence, skil
and split-second decision making. So, if you want to enjor
Incrcdib!e realism, coupled with unmatched depth and the thrilling action of these all-time classics send off lhc arde
playability, have won these titles numerous awards and formtoday.
accolades. All three put you in dangerous and challenging
environments, presenting vou with the rare opportunity to
accomplish the same goals and feats asactual fighter pilotsand A
submariners.
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hether vou're flying the worlds most advanced attack
helicopter in Gunship, piloting the high performance SIMULATION

F-15 fighter plane, or controlling a World War Il submarine,



SEEN ANY REAL ACTION?
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Software Title Disk Cassette Computer Quantity Amount
*TOTAL INC £1.00 P&P (UK only)
Name (Block Caps) Address
Postcode Day:ti me Tel:
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Cheqgues made payable to MicroProse Software Ltd.
MicroProse Software Ltd., 2 Market Place, Tetbury, Glos GL8 8DA. Tel: 0666 54326 *Overseas £2.00 P&P
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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.

£9.95

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



Action News - among this months various happenings: Cascade announce Ring

Wars, Greg scores half a mill' in Gunship, Grandslam launch Chubby Gristle, CRL
reveal their new software label 'Actual Screen Shots', Entertainment International
are 'Better Dead than Alien' and Martin Moth visits Microdeal.
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In STA's regular arcade column
'Case for Conversion', Dennis

Hemmings and Mark Smith, review

Dead Angle and Haunted Castle -

from Konami.

S0

There are many different areas that
the computer entertainment indus-
try has to incorporate in order to get
the end product, be it a game, joys-
tick or computer, to the consumer.
One of these is PR, or Public Rela-
tions. Martin sidetracks from the
mainstream of computing to visit
Headlines PR, one of the main

PR companies dealing with the
computer entertainment industry.

47

##% COVER FEATURE *%%

In this months ST Ac-
tion Megatest, Jason
Spiller test-flies seven
Flight simulators to
find out which of them
earns their wings. 29

The highly successful 'Giving
the game Away' this month
includes tips on: Crystal Castles,
Karate Kid ll, International Karate,

Goldrunner, Carrier Command,
Xenon, Oids and BMX Sim.

36

*** Your VIEws ***

The all-new STA letters page in-
cluding: posters please, Bubble
Bobble and Wizball review re-
quest, Out Run - a good conver-
sion, game maps, 'Best' Comput-
ing Magazine, Games program-
ming course, Long-Term adven-
ture reviews, and 'Just what we

want'
16
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Oids, comes Sundog."

"The computer genius, Elvin At-
ombender is back! Epyx Software,
along with U.5. Gold, proudly
present the long-overdue follow-
up to the award winning Impos-

sible Mission."
53

"The visual effects created by tele-
vision's boundless optical tech-
nology has brought adventuring to
life in a popular television pro-
gramme called Knightmare.
But have Activision managed to
convert the game onto a medium
which is limited by comparison?"

58

"Those endearing prehistoric
characters, the Flintstones and

Rubbles, have kept T.V. fans
amused for two decades and in
response to their current popular-
ity, Grandslamsn have based an
arcade game about them. But do
cartoon characters lose their ap-
peal in the translation?"

57

"From FTL, the team which
brought you Dungeon Master and

60




"There are encugh Commando-
style and Ramboesque combat
games available for the ST to storm
MNavarone, so how do Microdeal
justify their latest release, Leath-

erneck, as an addition to this
prolific theme?" 62

"Protected by his Vibranian
Adamantium alloy shield and an
expensive copyright, the character
of Captain America has man-

aged to aveoid being turned into
pixels - until now!"

64

"In my opinion, games that are
based on movies rarely live up to
expectations. But do Gremilin
Graphics ‘have the power’ to dis-
prove my scepticism with this, the
official Masters of the Uni-

verse game?"
66

"When was the last time a com-
puter game made you laugh? As
if we needed to be reminded, so-
called entertainment software in-
variably demonstrates what a
vioclent world we live in. There-
fore, it was a refreshing change to
review Stir Crazy, a game that

is abundant in laughs and devoid
of gratuitous violence."

"If you have any money left in your
pocket, prepare to spend it.

Shadowgate has arrived! The last
thing you remember is standing
before Wizard Lakmir as he ges-
tured wildly and chanted in an ar-

chaic tongue. Now you find your-
self standing before the gate to
Castle Shadowgate, wherein

lies your quest."
76
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"Please fasten your seat belts and
extinguish your cigarettes. The
aircraft’'s instruments have begun
to spin wildly, the radio is out and
it appears we have just entered the

Bermuda Project."
70

"U.S. Gold gave their pro-
gramming team the
daunting task of convert-
ing the ultimate arcade
game, Out Run, into the
ultimate home-computer
game. After nine months
development time, have
they succeeded ?" 72
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"Imagine pressing a button on
your steering wheel and blasting
anything that gets in your way on
the motorway! But until then, Mel-
bourne House present Road

Wars an arcade game which al-

lows traffic-weary motorway driv-
ers to expel their pent-up aggres-

sion!” 7 B

Starquake "The current trend in

the market is for arcade conver-
sions with stunning sound and
graphics - there is even a tendency
towards more intellectual sub-
jects! But, according to Mandarin
Software, there is still a place for
simple and vacuous arcade enter-
tainment. Is alien blasting a thing

of the past?"
79

"Just when you thought every-
body had forgotten about the
ancient Goldrunner, his long lost
descendant has appeared to save
us once again Goldrunner 2 "

80

"XOR is a most deceptive game;
if you enjoy super-fast shoot'em-
ups, then I'm afraid that XOR won't
be your cup of tea." 32

---STA 3 STA ---

"Yet another double-disk, vertical-
scrolling shoot'em-up? Will Ex-
ocet's first ST release be a hit or
will we file it under Waste?"

84

Stock Market “Hurricane Annie

hits the south coast of England!,
Telephone lines are down, houses
ruined...”, Sell BT shares quickly
and try investing in British Steel,
there's no time to losel

86

WHAT, MORE?

North Star

ST Wars

Trantor

Rolling Thunder
Subscriptions
Competition Results
Mirrorsoft Comp
Domark Comp
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ACTION
NEWS

Cascade are soon to be releasing Ring Wars. Although a multi-format release, from
what I've seen of the screen shots, the ST owners are, by far and away, getting the
best deal when it comes down to graphics. Featuring 3D solid graphics, the game
is set in space where you are in charge of a squadron engaged in multiple-bogey
combat, with your mission being to stop the Ring Worlds who are currently
advancing towards your Solar System. The game promises to be action-packed, so
watch out for the review.
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CONGRESSIONAL MEDAL

HoONOUR AWARDED IN
GUNSHIP

For services to his country above and
beyond the call of duty, added to the fact
that he scored more than 5000 points on
a single mission, flying at ultimate level
in Western Europe, Rainer Gellert, of
East London, has gained the CGM in
Gunship, MicroProse’ excellent helicop-
ter combat simulator. He joins a handful
of games players who have won this
award.

However, he did not have the

benefit of our exclusive pokes for Gun-
ship, which will undoubtedly enable
many more players to gain incredibly
high scores, albeit not quite above-
board. Also, far be it for me to brag about
our games playing prowess, but Greg,
our Art Editor, managed to score
655,008 points on a SINGLE mission!
Greg was naturally quite pleased at this
score, it being roughly twenty times
higher than any other top score on the
game disk!

A Pic of Greg "Qops sorry chaps!!!!!" Percival

However, under extreme interro-
gation (we offered him a pint at the local!
Ed.) he let it slip that all he had done was
take off, blow up a couple of friendly
tanks, turn around, shoot up his own
base and then crash land the Apache.
Not surprisingly, he was confined to
spud-peeling for a week and blew any
chance that he might have had for pro-
motion. However, due to a minor bug in
the program, his points score for the
mission went through the roof. C'est la
guerre!
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Kevin Toms, inventor of the world’s best selling ’ ,

Aoy ¥ football game says, #4If beats my best seller
e — hands down??

T e

New improved features include:- Spectacular
Y graphics and tactics with unlimited action, more
fun and excitement.

The press says f6lt’s fantastic — another all
fime great.”’
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The computer panel says #We were [
looking for improvementson | = T
Football Manager to be assured i
of a good game. We were
surprised - it’s outstanding!
It’s gold class!??
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CBM 64/128 Cassette — £9.99
CBM 64/128 Disk —-5£14.99
Spectrum Cassette — £9.99
Spectrum +3Disk —%£14.99
Amstrad Cassette - £9.99 e
Amstrad Disk —£14.99
Amiga Disk —-5£19.99
Atari St Disk —-£19.99
IBM PC Disk —-£19.99

‘‘Football Manager 2
is not just an
improvement on
Football Manager—

it’s the next
generation!
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| visited Argonaut Software the other day to find out how,
amongst other projects, Starglider Il was getting along. The
office looked as though it was a shrine to organized chaos.
Machines, both fully clothed and in partial states of undress /

disassembly, and monitors were literally falling over each
other on desks. However, the eight people in Argonaut were
beavering away, putting the finishing touches to Starglider II.
They had delivered a disk in the first week of May to Rainbird
for playtesting and so the product should just about be ready
by the time this mag hits the streets.

With Starglider ll, one of the unique features is the dual
format disk. This, unlike other dual format systems (as they
were at pains to point out to me), works around the fact that
there are not two separate programs on the one disk, but that
there is one common program that can run on either the ST or
Amiga. The idea is that, on booting up, you tell the program
which computer you are running and the computer then runs
the standard program and calls any code routines specific to
that machine as and when they are needed. This means that
much more data can be stored on one disk and the same high-
score table is used for both formats. .

One other program they are working on, albeit at a very
early stage, is a flight simulator to beat all flight sims. At the
moment I'm not at liberty to say too much about the game

other than details of what they are working on. With a working
title of Hawk, it is already looking graphically superior to any
other flight sim that | have seen, and that is only a working
demo! | chatted with the guys at some length about making it
as realistic as possible with regard to g-forces, energy levels
and such like, but what really concerned Paul was the fact that
he was trying to work out an algorithm for the angle of attack
of the aircraft and could not find a definitive answer anywhere.
Angle of attack is very.necessary to simulate realistic flight as
it allows the aircraft to ‘round out’, or ‘flare’ on landing, and
give more accurate stall features. Maybe a helpful reader
could come to the rescue with the required algorithm? If so,
write to me at the usual Chichester address and I'll forward the
info on. Right, that's enough pleas for help, so on with the
story...

The game will feature not only filled vector-graphics,
but also full screen (no borders) out-of-the-cockpit view,
mountainous terrain with the possibility of bombing runs down
valleys, spotter-plane view of your aircraft (a la Flight Sim Il)
with full 3D control as to where the spotter plane flies in relation
to your own plane AND the possible linking of STs via the MIDI
port, thus enabling multi-user dogfights to take place!

Any further information is classified, I'm afraid, but I'll
inform you of further details as and when [ am able.

Bos WINNER

As promised, here are more details on
Bob Winner, from Loriciels. The game
itself revolves around the central char-
acter, android MNo. 0, Bob Winner. Set in
London, Paris and New York, the graphic
adventure has you seeking out and
destroying an assassin before you can
progress in your search for the secret
temple where the ‘Ultimate Secret’ can
be found. Obstacles hinder your prog-
ress and you must utilise all your street-
fighting skills in order to overcome

them. The game should be out very
shortly, unfortunately too late for review
this month. However, look out for it in the
latecomers section, where | give quick

summaries of games that arrive too late
for inclusion in the normal review sec-
tion.

Also, Super Ski, the game that
they are trying to get endorsed by Eddie
‘the Eagle’ Edwards, is almost complete
and should be ready in time for a review
next issue. Just to whet your appetite,
here's a shot of the game. Justintime for
summer!

RISKY BUSINESS

A very quick news piece, here. Virgin
Games are, in all probability, going to
release Risk!, the computerised version
of the best-selling board game, just be-
fore Christmas. Mow don't say | didn't
give you enough warning!

---STA & STA ---

(RISTLEBURGER

Grand Slam are working on Chubby
Gristles, a platformm game that is bound
to be graphically and sonically very
good. However, let's hope that there is
more gameplay than in their last ST
release, Flintstones. And | wish some-
one would do something with that name
- sounds like a fat lump of bacon rind!
(Hope you're not eating breakfast as you

read this. Ed.)

STOS - Basic

An update on Stos, the Basic language
from Jawx International via Mandarin
Software that was featured in our news
pages last month. Priced at around £30,
it has more than 320 commands and up
to 16 different sprites can be animated
along with the addition of three-voice
music. Stos is deliberately geared to-
wards the writing of entertainment soft-
ware, i.e, games, and features com-
mands that enable the games writer to
create a scrolling background, flip,
zoom or reduce the screen.



(1] SPY VS SPY TRILOGY
What the reviewers say:
Spy Vs Spy Vol 1 —voted the best
two player game ever designed.
Vol 2 The Island Caper — winner
of several awards including
game of the year.
Vol 3 Arctic Antics — A must for fans
of the original Spy Vs Spy games.

Spectrum 48K/Amstrad CPC/
Commodore 64/128 cassette: £9.95
Amstrad CPC/Commodore

64/128 disk: £14.95

(2] SUPERSTAR ICE HOCKEY
Voted the best sports simulation
of 1987 — Happy Computer

Commodore 64/128 cass £9.95 disk £14.95
Amiga £24.95  Atari 5T £24.95

IBM-PC +Compatibles £24.95

IBM-PC 3% inch £24.95

L

A fully animated realtime tennis simulation.
Play the US Open, Wimbledon etc.

£24.95 Amiga only.

Available from all good computer stores
or mail order from Databyte,
Please make cheques and postal orders
payable to Databyte. All prices
include VAT, postage and packing.

ﬁ\_
15, Wolsey Mews,

Kentish Town,
London, N.W.5. 2DX

Telephone 01-482 1755
FAX 01-267 1828

w1

i INDOOR SPORTS

Highly acclaimed sports simulation — received
rave reviews. A must for sports fans. Air
Hockey, Darts, Bowling and Ping Pong.

Note: C64 version does not include ping pong.

Spectrum/Amstrad CPC/Commodore 64/128/
Atari XL/XE cass £9.95

Amstrad CPC/Commodore 64/128/

Atari XL/XE disk £14.95

Amiga £24.95  Atari ST £24.95

IBM-PC +Compatibles £24.95

IBM-PC 3% inch £24.95

- [4] TASKIN

“It really has to be played to
be believed, I'm hooked” - Commodore User
Commodore 64/128 Cass £9.95 disk £14.95

| [5] STWARS

“If you liked Starglider you'll love this game —
it plays better and it's much more fun to
play, overall its a much better game”

Atari ST £24.95
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PANDORA’S BOX

One from Firebird that is due for release
in May is Pandora. Mentioned in previ-
ous issues, | can now reveal more infor-
mation. You take over the role of Interga-
lactic Salvage Dealer and have just been
beamed aboard Pandora, a spaceship
that has been used by top scientists
since the 20th century to collect alien

u;ﬂ!}__nié_
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|

artefacts. It is now the 22nd century and
Pandora has just returned to the Earth’s
orbit.

You are faced with many prob-
lems, such as, establishing the intent of
the ship’s 7th generation computer and
gaining the trust of the surviving crew
members. Having to fight your way
through the ship is not good sense, so

perhaps an untimely death of some
untrustworthy character such as the
bank manager could instantly gain you
quite a few friends. Character interaction
plays a large part in this space venture.
Try gaining access to the ship’'s com-
puter in order to extract valuable infor-
mation or vital clues that will help solve
some of the complex puzzles that can
entrap the unwary.

Written by PSI Software Design-
ers, Pandora will be available for £19.95

Falcon, the F16 flight simulator, is being
converted to the ST and could work out
to be very good indeed. | have played the
IBM version and the graphics, flight
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CRL are working on a couple of new games that will see the light of day under a new
label of Actual Screen Shots. The theory behind this title is that the games produced
for this label will have graphics good enough to use as cover artwork, thus, what you
see on the packaging are ‘Actual Screen Shots’. Simple, eh? Anyway, to kick off the
new label, the guys working in the Zen Room are currently developing an ‘interactive
cartoon’ based loosely around the Asterix set of stories, by the name of ‘I, Ludicrus’.
You play the part of Ludicrus and the optional two-player mode allows your
opponent the choice of one of the four characters as depicted in the screen shot.

Ludicrus works in the armoury, polishing weapons and such like, and is the
brunt of many a joke. However, one night you visit the Gladiator Arms and have a
drink too many and start saying and doing the wrong things. Someone then informs
Caesar and you end up being dragged to the arena in order to prove capable of what
you were bragging you could do in the pub. This is where you come in and the aim
of the game is to fight your way through various levels of combat in the arena to win
your freedom. If you lose at any of the levels, you get thrown to the lions and have
to fight your way out of there before you continue on your way.

Overall, there are eighteen moves that are available to you via the joystick.
Just moving the joystick will give you defensive moves, but with the fire button
depressed you can make attacking moves. The defensive moves bring the shield in
to use, thus you can block an opponent’s thrust with your shield and then counter
attack with your sword. The graphics, as can be seen from the shots, are pretty
impressive and the animation of the characters is first class. One to look out for, as
they say, and I'll bring you more news on the game later.

Another game underdevelopment is Attack on London, or London's Burning.
The reason for two names is that the guys at CRL are still fighting it out amongst
themselves as to what the final version will be called. Including 3D filled vector
graphics and many of the famous sights of London, it is a form of blast-'em-up with
a difference, although how the game will finally play is anybody’s guess at the
moment.

road to get help but find the place full of
black magic. You must deal with all that
is thrown your way in order to escape.

characteristics and gameplay are very
good. Hopefully, all of these should
improve in the ST version, especially the
graphics. Look out for this game around
Autumn.

Uninvited draws its inspiration
from the Hammer Horror-type films so
often seen on late night TV. The action
starts with the rather archaic ‘car
crashes on lonely road’ plot. When you
come to, you find that your brother, a
passenger in your car, is missing. You
walk to the mansion at the side of the

--- STA 8 STA ---



Featuring ‘classy graphics, digitized
sound effects, sophisticated animation
and a complex and challenging plot’ the
game will be available for the ST on 19
May. Unfortunately, the only screen
shots | could obtain are those of the Mac
version. However, the game won't

change that much, apart from the addi-

- EMPIRE STRIKES - MORE INFO

The fight against Darth Vader and the mighty Empire is on again. You are
placed in command of Luke Skywalker's snowspeeder and Han Solo's
Millenium Falcon with your mission being to reach the safety of the huge
asteroid. To do this you must first reach the rebel base on Hoth and escape
to the skies.

tion of colour, so at least it gives you an
idea of what the game is about.

VIXEN LAUNCH

There are four levels to complete on your path to the huge asteroid.
The first requires you to destroy probots sent by Vader to take pictures of
the rebel’'s power generator. The second level is spent destroying Imperial

On a very hot day a few weeks ago, |
attended the press launch of Martech's
Vixen. Held at the Intercontinental Hotel
just off Park Lane, we were shown the
game, which was just about finished,
and treated to lunch. Also in attendance
and much better dressed to cope with
the extremely hot temperatures caused
by a breakdown in the air-conditioning
system, was Corrinne Russell. That, |
thought, was an extremely polite way of
saying that, apart from a whip and a
smile, Miss Russell was wearing very
little else except a designer leopard-skin
bikini. Most of the journalists were per-
suaded at one time or another to have
their photograph taken and so, in order
not to disappoint any avid readers, |
somewhat reluctantly agreed. (Very
funny! Ed.)

Back to the game. It should be on
its way through the postal system to us
at the moment, so look out for it in our
latecomers section and a full review in
the next issue.

walkers in Luke’s snowspeeder. The penultimate level sees Han Solo in his
Millenium Falcon attacking a veritable swarm of Tie Fighters. Finally, you
hit a turbulent asteroid field and have to dodge asteroids as well as fend off
enemy attacks.

Programmed by the same Vektor Grafix team responsible for Star
Wars, the game promises to be one of the hot arcade-type games released
this summer. Expect to see the game around in late July.

BETTER DEAD THAN ALIEN

This year’s prize for the most original and tacky press release
undoubtedly goes to Entertainment International for their
game, Better Dead than Alien. With quotes for their shoot-
'em-up ranging from, ‘the ugliest life-forms that you'll be lucky
never to see’ to ‘a package that cries out “let me get at those
vile beings”, the pre-release hype must surely be one of the
most original ever produced, and the game obviously has a lot
to live up to if it is to survive on its own out in the big, bad world.

Okay, so I've heard the infamous US battlecry, ‘Better
dead than Red’, but this? Oh, well. Back to the story. You play
the part of Brad Zoom (is that real?) and it is your task to ‘save
civilization as we know it’ by using your ‘super zapper!" (This
could end up being censored if I'm not careful!)

Scatter shots, super-bolts, double firepower and multi-
player mode all feature in the game, along with graphics that
are ‘out of this solar system’. The game is the first from a new
publishing venture, Electra, that consists of SPA (production),
Entertainment International (delivery) and two guys from
Oxford Digital (programming). Available in May, the game
has got to be worth seeing purely on the strength of the press
release. I'll let the guys from Electra have the last word. Oxford
Digital: "This game is our first shoot-'em-up, It started as a
spoof but the aliens just took over’. SPA: ‘This is the slimiest
product | have ever handled’. Entertainment International:
‘Just watch this mother move’.

| guess that just about sums it up...

.
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Rainbird have said that Virus for the ST will be ready towards
the end of May. They have also announced a 3D filled-vector
space blaster called Whirly Gig. Further details to follow.

Ocean are likely to be releasing a compilation disk for
the ST in the near future. No details at present as to what will
be on the disk, but I'll keep you posted on any developments.
They are expecting Platoon to be ready mid May, with Army
Moves following close on its heels at the end of May. Target
Renegade is another new one for the ST that should see the
light of day around the end of June. More details next month.

Gremlin Graphics are working on Alternative World
Games, Alternative Olympics and Gary Lineker Super Skills.
Mo dates as yet, but as soon as | hear anything...

Elite Systems are working on Space Harrier and Paper
Boy. Both of these should be ready around the end of May but,
as yet, no details are available other than they are accurate
conversions of the arcade versions.

Microdeal are working on Jug and Fright Night for
release at the Personal Computer Show in September. Slightly
nearer, Tetraquest looks a good game to get into. This is a
grid-based arcade game that should be out by the time you

More ActioN FRoM THE ST GAMES WORLD

read this.
Activision are releasing Mindfighter this week and are
also working on the conversion to the popular arcade bike-

racing game, Super Hang-On. Further details next month as
there is a press announcement at the Cafe Royal just after this
mag goes to print. I'll also be visiting their Southampton offices
to see the latest developments.

U.S. Gold are working on a game involving that master
of comedy, Charlie Chaplin. More details to follow, but for now,
here’s a picture of Danielle, U.S. Gold’'s marketing assistant
clowning around with Richard (call me Charlie) Tidsall, the
marketing manager,

---STA 10 STA ---
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 “SOFTWAR HOﬁSE OF THE YE -

i FFAP

“SOFTWARE HOUSE OF THE YEAR” b
G CRASH e
 “SOFTWARE HOUSE OF THE YEAR”
~ YOUR SINCLAIR | |
“SOFTWARE HOUSE OF THE YEAR” 3
. —SINCLAIR USER | 1

AN INVITATION TO JOIN THE BEST

You could be part of the team that creates the blockbusters.

W could be part of the program development force which has won *
commendations and acclaim from the computer industry.

mm could be the name featured and revered as creator in the national reviews.

Yow could earn the respect and security that goes with being part of OCEAN —
The Brand Name in Enterfainment Software

Wake your mark WOW - If you're accomplished in coding for Z-80, 6502, 68000, or 8086
microprocessors, or have experience in the field of computer grc:lph:cs /c:lnrmcmon then write
to us and we wm qmckiy darrange an inferview.

Wirite at once in confidence to:
Gary Bracey
Software Development

- Ocean Software Limited

_ : - 6 Central Street

P R A e I T e T T e e TN A A MﬂﬂChEﬂEr M2 SNS

That s the invitatiow...

I's up to you to rise to the
challenge ... and if you fit the
Dill — the rewards will speak
for themselves.




IN THE NEXT UNBELIEVABLY AWESOME ISSUE

oF ST AcCTION

e Features: Sierra Adventures, (sorry we couldn’t make it for this issue)

Domark - More than just bow-ties
Atari’s Oldies - including: Battlezone, Joust, Star Raiders and Missile Command |

e Games Reviewed: .

Gauntlet II, Beyond the Ice Palace, Pandora, Telra Quest, Quadralien, Vixen, L
Platoon, Killdozer, Thundercats, Virus, Legend of the Sword, Mindfighter, Gninu;'ted F
and many, many more. %

eHints, Tips ‘n Cheats: 1
Out Run, Leatherneck, Pink Panther, Foundations Waste, Captain Blood, Carrier |
Command, Ninja Mission, Bubble Bobble, Dungeon Master and much, much more.

e [ssue four on sale: 12th July

=

e - =

Revenge of the Mutant Camels Il, from Icon Design, is a
sideways-scrolling shoot-'em-up that somewhere along the
line has lost its Minterisms. Flying tea-cups and the usual odds
and ends abound. Mixed reception for this one, so read the
| review.
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'T?Eraa ?ﬂﬂ s;; Emﬂﬁa 'Tj TEt!‘a Quest, frm:n Microdeal, is a very original idea Faken tc:f its |
4 = J‘ = logical conclusion and developed into a very interesting |
|

game. Pilot your space vehicle along tracks, collecting bo-
BEyonD THE ICE PALACE

nuses and destroying baddies. Set up blocks along the tracks
so that diversions are necessary. As is usual from Microdeal,

This game, from Elite, is basically Ghosts and Goblins re-

written for the ST. So far, reviewer's opinions are mixed, with

the action is thick and fast, with plenty of gameplay.
some raving about it and others less than enthusiastic. A
sideways-scrolling, jump-over-the-baddies-and-kill-them
type of game.

“H‘\ (| P\F“

b . e

-

2 The game that has had more publicity than the launch of the

'I n ﬂr 1k I' 1l “\ .- | first Apollo mission finally sees the light of day. Control

‘ BN g _‘ ‘- V’ Corinne through the jungle, whipping the enemies to death (or

S o i - 1 - ' A is that ‘into a frenzy’?). Collect bonuses along the way and
ALy B, PR - © TR B R R e change from woman to Vixen, and vice versa.
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ST AcrtioN PrRoFILE: MICRODEAL

It was early this month that | made the long
trek down to Cornwall to see Microdeal, who
have their premises in St. Austell. Microdeal
are as well-known for offering quality, low-
cost utilities as they are for publishing very
playable games. | thought I'd pop down and
take a look at what gnes on behind the

Er ol

=

Microdeal’s first 16-bit release was Lands of
Havoc, a conversion from the QL which,
according to John, was ‘a big adventure with
grotty graphics’.

From there they have moved from
strength to strength and now sell direct to
over 40 distributors worldwide. The most

“John Syme -anaging Director of Microdeal

sCenes.

| was met by John Symes, the driving
force behind the company. | started by ask-
ing about the history of Microdeal and found
that, like many people in this business, John
bought a ZX80 when it came out and started
to play around with it. That was in 1980 and,
soon after, he visited the US and went along
to Tandy. There he bought a Tandy computer
and brought it home. One of the main rea-
sons for this was the exhorbitant cost of the
machine over this side of the pond. In Amer-

Goldrunner |l

ica the machine cost around $20, whilst in
the UK it was roughly £49.

Another product that John saw whilst
over there was a magazine on tape, called C-
Load. John liked it immensely and thought it
could sell well here. He ordered 50 and sold
out almost immediately. He then became the
UK importer for C-Load and also started to
sell colour Tandy computers. By this time he
had got to know quite a few programmers
and with these he formed a loose working
relationship. With the release of the Dragon
in the UK, he set to work with the program-
mers to convert Tandy games to the Dragon
and then, on its release, the QL.

The progression to 16-bit machines
was with the ST and John makes the proud
claim that he picked up the first ever ST
development kit from Atari in July 1985.

profitable markets are in Germany and in the
U.S., where they have another office, this
time under the name of Michtron. Michtron
normally deals with the business and utilities
side of things, leaving the Microdeal label for
the entertainment side.

That particular morning, the first
copies of Goldrunner Il and Leatherneck
were being packaged and so | was the first
journalist to see the finished copies. | played
both games in the office and liked both
games, with Leatherneck taking the edge
initially. Goldrunner Il is one of those games
that, at first, has you playing the game and
saying ‘nice, but...". However, once the game
is played properly, the game’s qualities shine
through and it really is good.

Microdeal have an in-house disk-
copying facility, named Top Copy, and this
service is also available cornmercially. This

---STA 14 STA ---

enables them to get a finished game from the
programmers and, if necessary, copy disks
over the weekend for deadlines. | arrived two
days before the Atari User Show started and
the disk copying had been going on round the
clock in order to reproduce enough units of
the above-mentioned games for the show.
As for computers in the office, a Vax
1173 was bought a couple of years ago to
deal with the stock control. This has now
been linked to six 1040 STs that are used as
terminals. The STs all run under Microdeal's
220ST emulator and, from what I've seen,
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the whole lot works well and they report no
problems at all. Another good point of using
STsis that they can be used in their own right
and run ST software as well, thus opening up
a completely different range of utilities, etc.

John is now expanding the accessory
side with disk wallets (very useful if, like me,
you have to travel anywhere with disks),
mouse mats, mouse brackets for parking
your mouse at night (very Yuppie-ish!), and
a disk stacker, similar to the CD-style of
container, that will take 80 3.5" disks.

| came away from Microdeal very
impressed with the operation - they are a
small company doing a large job effectively

and efficiently.
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Got an ST??? Then, -

whatever you do, don’t miss® >

out on the latest great releases » <
from U.S. Gold — all designed to
make the most of the graphfcs
capabilities and superb’animation on
your Atari ST.Dont waste a moment —
Get your kicks now!
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Screeffshots taken from various
16 bit versions.




Last month we put in a plea for letters. It’s a little
early to have had any response from that, but
many of you have written in without prompting
and here is a selection of your comments con-
cerning issue 1 of ST Action:

Posters Please

Thank you for an excellent magazine, it's ex-
actly whatI've been waiting for. One suggestion:

why not put a double-page poster in the centre
Jages?

“"Andy Grossett,
Guisborough, Cleveland.

Bubble Bobble and Wizball -
review please

I would like to congratulate you on your new
magazine. Itis a great success in this household.

However, there is a let-down, in that Steve
(Merrett) said that he would review Bubble
Bobble and others, such as Wizball, but there
were no hints or tips on Bubble Bobble.

Please, Steve and others, please, please
next month, not just in the Hints and Tips, review
it please. No more let-downs.

Your magazine has inspired me to buy an
Atari ST 520 upgrade 1 Mega disk drive. Please
reply by reviewing Bubble Bobble.

Ashley Griffin (aged 15),
Bracknell, Berks.

Sorry the tips went astray - we'll fix that ASAP.
Bubble Bobble and Wizball are relatively ‘old’
games now - we reviewed them in our sister
magazine (ST World) several months ago. The
STA Megatests do go back on old ground - but do
you all really want full reviews of older games?
If so than get writing! And if not then you had
better write anyway!

Out Run - A Good Conversion?

| am a relatively new reader to your mag as |
have just recently purchased an ST. | would
thankfully accept any information you could
send me on the game ‘Out Run’ asl am confused
on whether to buy the game or not. Certain
Spectrum and Amstrad owners have told me

o

-

| am writing to you after reading the first issue of
your ST Action magazine, which | thoroughly

The Letters Desk,
ST Action,

10 Theatre Lane,
Chichester,
West Susseéx,

pPO19 1SR

that their conversions weren’t up to a high

standard, yet the arcade and ST screen shots
look outstanding.

Mark Purslow,
Marple, Cheshire.

OutRun isoneofthe meanest arcade games oul
and the fact is it just isn’t that easy to transfer it
to humble home micros. The good news s that
the ST conversion is excellent and far betterthan
any of the others. See the double-page revieuw
this issue for the full low-down. Remember, if
you're ever unsure whether to buy a game, just
sit back and wait for our reviewers to pull it
apart, byte by byte, and pixel for pixel - the idea
is that you never waste your hard-earned cash
on duff software.

Maps like ours?

My brother and | are sending you the first section
of Ikari Warriors. We hope it's the sort of thing
you're looking for and print it in your tips section
helping other ST owners who've bought the
game. Loved the first issue, especially the Out

Run and Gauntlet Il screen shots and info (very
interesting).

Paul & Barry Monger,
Hayes, Middlesex.

This type of map is just what we're looking for.
What we would like to know is: which levels are
you all most keen to see mapped in games? The
very first levels or further on? Also, please write
in if you want specific games mapped or tips or
cheals produced for them. Those who shout
loudest will be answered first!

Readers Letters Page
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Computers

NOW
TAKEN

Castle House,

11 Newcastle Street,

Burslem,
Stoke-on-Trent,
ST6 3QB

Tel: 0782 575043

SALE SALE SALE SALE SALE SALE SALE SALE SALE SALE

Atari ST Software

Pink Panther................. £12.95
FIINISIONeS & £12.95
Get Dexter 2................. £13.95
P (] u,) | WA O et et g £12.95
A fel- H 51 [ 1o [ Bmm—— £6.95

Star Trek ....oveevveeeenn £11.95
LN s icuiiaininiininges £15.95
SIAVAON . ccmensmniicesse £12.95

Bermuda Project
Impossible Mission Il ....£12.95

Jumpdet.......cccooeveeneeee £9.95

AMATON s £7.95

World Games ............... £11.95
Blaek-Lamp: i £12.95
Bubble Bobble .............. £12.95
Tanglewood................. £12.95
MWarHawl ... £6.95

)] [=] =110 ] (R — £15.95
Screaming Wings ......... £10.25
BUGaY BOY ..ocoiieismuensi £10.50
EERS. ... chcmconnionnad £12.95
SUpersprint...cc.asion £10.25
ST 0 |1 R — £9.95

StarWars s £12.95
Rampage..........cccmeueee. £10.50
Road Runner ................ £15.95
5] e | L8 e 1205
Phantasie lll ................. £15.95
Impact o aTs g £10.25
Degas Elite.................... £16.95
CEteh 23 . e e £16.95

Barbarian (Palace)
Barbarian (Psygnosis) ..£15.95
Chessmaster 2000 ....... £16.95
Defender of the Crown .£19.95

e VU il £19.95
Deathstrike ................... £6.95
Colonial Conguest ........£19.95
Chopper X ....ccuimm £6.95
BUreauCracy ....c.coesssssses AR L
Trivial Pursuit ............... £13.95

GAUNTLET ll

RRP OUR
£19.95 PRICE£12.95

CARRIER

COMMAND
OUR PRICE £15.95

NS s e £12.95
Pink Panther ................. £12.95
PANEON B e i £12.95
Extensor .......ccccooveeeeee. £6.95
Rolling Thunder ............ £12.95
Gauntlel Il ..o £12.95
Vampire Empire ........... £12.95
Gaunlel ..o anvia s £12.95
CUNSHID ....cosesiossnnstmmenns £15.95
LEGEND OF THE
SWORD
ONLY £15.95
Road WarS .....ccconmveanian: £12.95
Micro League Wrestling £12.95
RRIZRINY ot £15.95
Rampage .........cccceeeeenes £10.50
Marble Madness........... £14.95
SPY V SPY e £9.95
Super Cycle.................. £8.95

Little Computer People .£12.95

FOUNDATIONS

WASTE
OUR PRICE £11.95

Mind Forever Voyaging £8.95
Hollywood Hi-jinx .......... £9.50
Planetfall ..........ccccccees £9.50
7] 3 [1L] et e PR £9.50
]y o e NS T R R £9.50
Zollellciiss it £9.50
Zore W vnanmnmaiiind £9.50
Moonmist ... £9.50
WHNESS wiivaiiin i £9.50
=T8] (H ] (1] G M £9.50
11 b0 | T G EE et £12.95
Legend of the Sword ....£15.95
Time and Magik ............ £12.95
Verminator..........ccoeeeue. £15.95
4T [N R £12.95
Crash Garrett ............... £12.95
War Game Con. Set .....£15.95
Slap Fight .........cccoeee.e. £11.95
Sen Stalker..... i £9.50
Wishbringer .................. £9.50
BEYOND THE ICE
PALACE
OUR PRICE£12.95

DUNGEON
MASTER

OUR
PRICE£15.95

RRP
£24.95

CAPTAIN BLOOD

RRP OUR
£24.95 PRICE£E15.95

Karate Kid 2 ................. £9.95
ACBOBITIV fi s i i £6.95
Wandearer ..........cccoemiine £6.95
Return to Genesis ........ £12.95
Ikari Warriors .........c.cue.. £10.95
TamiBel. et . £6.95
Clever and Smart ......... £6.95
Space Harrier ............... £10.50
Hunt for Red October ...£15.95
F15 Strike Eagle........... £15.95
TetriS ooveeeeeeererceerinanens £13.95
Sub Battle Sim ............. £15.95
Ninja Mission ................ £6.95
Bands Tal® .....ccviviinavivion £16.95
Mortville Manor............. £15.95
UNINVITED
on offer at £15.95
Terrorpods..........covveee... £15.95
Silent Service ............... £15.95
FHOGEIL oonvisiamri
Indiana Jones ...............
Blue War ........coninuiiiie

Mercenary Comp
Sentinel
Solomons Key .............. :

Strike Force Harrier ...... £15.95

15 1 R e o £12.95
Timebandit ................... £20.00
ERAL AN o cnisum i s £12.95
Test Drive .....coocuvvvvnnn. £16.95
UMS £15.95

BEYOND

ZORK
SPECIAL OFFER £15.95

Road War 2000 ............ £15.95
Road War Europa ........ £15.95

OUTRUN
£12.95
ANNULS OF ROME
£9.95

GST
GST C Compiler ........... £16.95
Macro Assembler ......... £16.95
Special Offer

Data Manager / Swift Calc
limited offer for both £59.95

Just arrived / save £60.00

Timeworks Desktop publisher
and Word Writer rrp £179.95
our price £110.95

Cyber Studio (Cad 2.0) £64.95
3D Developers Disk .....£23.95
Human Forms
Future Designs ............. £23.95
Gist (Sound Editor)........ £25.95
Col R (Sprite Editor) .....£17.95

NOW IN STOCK

Sterotek 3D glasses
save £25 only £124.95

Mark Williams C ........... £89.95
Calligrapher .................. £54.95
Easy Draw 2 ................. £54.95
Fleet Street Publisher...£84.95
Art Director ...........cereeee. £32.95

ST ADVENTURE
CREATOR

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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enjoyed, although I do have one complaint. | was
extremely disappointed to learn that you did not
include a readers’ letter page - so please let’s

have one or two pages to air our views.

V D Kirby,
Baguley, Manchester.

Your wish...
L ‘Best’ Computing Magazine?

god, at last someone’s produced a clean,

~ simple magazine which treats its readership as

adults, and doesn’t see the need for juvenile
comic strips, little stick-men running about in
the page borders or illustrations taking up re-
viewing space. Not only is ST Action a joy to
look at, but it's also a great read, with full-page
multi-reviewer reviews, (it’s always nice to have
more than one persons opinion on a piece of
software) plenty of screen shots (all in colour)
and, best of all, a good old-fashioned percent-
age rating system! The final bit of icing on the
cake is the adventure section! There isn’t onel [t
seems that you've incorporated the adventures
into the main body of reviews, And quite right
tool In fact, ST Action appears to be the best
computer publication on the market, which is a
pity really, as | own an Amigal!

P.S. I'll be buying ST Action for the next
couple of months, just in case you print this!

Yours TK
(No address given)

Now that'’s the type of letter | like to receive. TK
obviously thinks on similar lines to us at STA.
We spent many a long hour slaving over a hot
keyb... at the pub thinking about how, exactly,
ST Action should look and read and we decided
that discerning ST owners wanted something a
little better, a little classier and a little less
amaleure - so here it is. Shame you’ve bought
the wrong computer, TK!

Contact Addresses

lam sorry to trouble you, but | am having trouble
with a copy of Backlash from Novagen on my
Atari ST. | have had the disk exchanged by the
mail order company | bought it from who con-

[ am writing to congratulate your game review-
ers on their honesty and objectivity in the first
issue of ST Action. It would have been too easy
to proclaim everything great in an attempt at

sidered it to be an error on the disk, but the new
copy is still playing up.

[would like to write to Novagen & ask their
opinion, but cannot find out their address & their
phone number is ex-directory. After reading
your article in ST Action about them, | was

wondering if you could let me have their ad-
dress.

D Golledge,
Bracknell, Berks.

We have passed on Novagen’s details to Mr
Golledge, but his letter gave us an idea. How
would you like to see a regular page full of
names, addresses and telephone numbers of

software houses, software dealers, shops, repair
companies etc?

Games Programming Course

I have just purchased an Atari 220STFM, and I
would like to start programming games. | have
had some experience in programming games
but not on the ST. | wondered if you could tell me
which basic to use and where to start. | would be
very grateful if you could help me.

Jason Aldridge,
Reading, Berks.

Onedistinct possibility would be a regular ‘how
o program games’ section which could give
details of techniqgues, principles, design and

nitty-gritty programming - more feedback from
you can make all this a reality!

Long Term
Adventure Reviews




establishing good relationships. What did annoy
ME was your treatment of Ultima 1V. [ felt you
undermined the whole concept of the quest. [t
was not intended to be finished in one or two
sittings. | have been questing for some time on
my 64. Simon, my Avatar elect has reached
level 6, the Abyss. Sol can anticipate regonition
from Lord British in the near future.

I recently upgraded to the ST in prefer-
ence to the Amiga and because Dungeon Mas-
ter came on the scene. | am currently down to
ievel 3. Interactive adventure games should be
viewed from a different perspective. They tan-

~ notbejudged over the short-term interest value.,

is may apply to the shoot’em-up market
where there is a wide range of software offering
games of similar content. My son, who inherited
my 64, is delighted but| have to book in advance
to use the ST.. There IS, in my opinion, no
comparison between the machines, the 16-bitis
here to stay.
| agree that Jeff Minter is an average
programmer so | hope the mag utilises the
vacuum with something more stimulating. The
‘best joystick’ theme has been well aired by a
host of mags.

| think that people (myself included)

expected too much from your first edition. Like
the adventure game, it needs time to develop its

own cultural following and I intend to be one of
those followers.

Graphics: 90%
Sound: N/A
Addictiveness: 99%
Originality: Trying
Overall: 95%

James Doyle,
Prestwick, Scotland.

['think maybe your marking system rates a little
high. But thanks for the comments and support!

Just What We Wﬂﬂt!

I must congratulate you all for producing an
excellent mag. I'm sure | speak for a lot of ST
users in saying ‘it is what we’ve all been waiting
for'. Everything is on the ST and it's nearly all
games. There are a few points which could be
added to the mag to make it better still:

1) A high score chart

2) A top 10 games chart

3) Even more tips + pokes

4) Features on software houses
5) More reviews

6) A page where you can tell us what is happen-
ing next month and when.

Other than those points (most of which I'm sure,
will be added) the mag is great.

Also, why not have a monthly column
where you teach people how to write programs
and small games. People are dying to learn ST
basic and machine code so why not try to teach
as?

Excellent mag, keep up the good work.

Jason Allen,
Birkenhead,
Merseyside.

More hints, tips and pokes are already the order
of the day; features on software houses are now

a regular item: more reviews - almost twice as
many as issue one; what’s in next month’is also

actioned. Points 1 and 2? What do the rest of you
think?
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In this months ST Action Megatest, Jason Spiller test-flies seven flight
simulators fo find out which of them earns their wings.

Aviation pioneers had no option but to defy gravity in
order to test there flimsy canvas and wooden aircraft and,
in two world wars, inexperienced airforce recruits risked
their lives in what can only be described as crude proto-
types. In fact, until quite recently, testing both the aircraft
and the pilot’'s aptitude was a matter of
life or death. Today, of course, prelimi-
nary pilot training for both military and
commercial aircraft is computer-simu-
lated, which makes training more ac-
cessible, cost effective and safer. These
realistic and thorough simulations can
adapt to test the aptitude of a novice or
place an experienced pilot in any num-
ber of hazardous situations. In order to
give a completely realistic interpretation of
flight, massive mainframe computers can
simulate combat training for military pilots
or communication with air-traffic control in
a commercial environment. The realism of
the three-dimensional graphics is en-
hanced by hydraulics which react and
move in accordance with the controls.

Aircraft simulation was an obvious subject for home-
computer entertainment, but
converting something which
required a mainframe onto the
humble eight-bit computer
was a seemingly impossible
task and, as a result, early
simulations were poor. The
instrumentation was easy to
emulate and the joystick an
excellent substitute for the control-column, but it was
smooth scrolling that proved to be unattainable. A number
of techniques were employed to enhance the effect of

movement and speed. Vector-graphics was an obvious
solution but wire-frame graphics simply failed to present a
realistic impression of flight. However, with the experience
of a Major from the U.S.A.F. and a wealth of programming
talent, Microprose developed an aircraft simulation for the
Commodore 64, With solid, three-dimensional graphics and
relatively smooth scrolling, F15 Strike Eagle (which fea-
tures in this super test) was the inspiration that made aircraft
simulation a major genre in the software market.

The aircraft simula-
tions available for the ST
range from pure simulation
to arcade entertainment,

and the purpose of |, ,
this supertest is to §

evaluate each one,
gauge the simula-
tion-to-arcade en-
tertainment ratio
and indicate any
unique features.




Jump Jet

Anco's Jump Jet only just qualifies as an aircraft simulation in this
supertest. Originally, this eight-bit conversion was designed to
appeal to a predominately game-playing public and, in accor-
dance to their requirements, emphasis was placed on arcade
entertainment rather than faithful simulation. Initially, the game-

Strike Force Harrier

Strike Force Harrier comprises a thorough and unforgiving flight
and combat simulation and, at its simplest level, you can fly
straight into a combat situation against an abundance of enemy
aircraft. For security reasons, it is claimed, the controls and
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screen displays an out-of-cockpit, overhead view of the Jump Jet,
which is positioned on an aircraft carrier. With easy-to-read icons
and a few key commands to alter the flaps, raise the undercarriage
and regulate the vertical thrust, a much simplified take-off proce-
dure leads to a second out-of-cockpit view which shows the side of
the aircraft carrier and the Jump Jet hovering above. Then, at 200
feet, this is finally replaced by the view from the cockpit. The
instrumentation panel remains on screen throughout the entire
take-off sequence,.

The joystick is an excellent substitute for the control-
column in a military jet and so it is with some puzzlement that Anco
have incorporated the controls within the mouse. Pushing the
mouse forwards and backwards causes the aircraft to descend and
ascend which registers on the Pitch and Roll display and Altimeter,
while shifting the mouse to the left and right causes the jet to bank
uncontrollably in the corresponding direction. Naturally, the
mouse-ball is linear and not fixed, which makes controlling the
angle of the bank quite impossible. Jump Jet contains five levels
of difficulty which are indicated by progressive R.A.F. ranks.
Choosing Flight Lieutenant allows you to make nine mistakes,
whereas the higher ranks allow fewer warnings.

Each mission is flown over sea, which is not exactly
conducive to interesting and varied flight. In fact, with the excep-
tion of a few clouds and the occasional enemy aircraft, you
encounter very little during the game. Although the enemy aircraft
are made up of solid graphics and come into view at five miles, you
have no choice but to engage the intruders and press the ‘M’ key
to activate the weaponry sights. The gun-sight is fixed and so you
must manoeuvre the aircraft until the enemy are within the sights.
Then, tapping the ‘L’ key locks on to the target and pressing the
right-hand mouse button launches a missile. If you score a direct
hit, the aircraft explodes into a dramatic fireball. Finally, you must
relocate the aircraft-carrier on the radar and return to base.

Jump Jet is an over-simplified simulation, which can be
played with the minimum of reference to the instruction manual.
The mouse controls are unrealistic for a military jet and the joystick
controls would undoubtedly have improved the game-play. As
described Jump Jet leans more towards arcade entertainment and
consequently should not be misinterpreted as a realistic aircraft
simulation.

instrumentation are not an exact replication of the Harrier, al-
though | cannot imagine the leaders of the Soviet military forces
crowding around an ST at the Kremlin. In contrast to the all-action
Combat mode, selecting Practice encompasses take-off proce-
dure, navigation, combat and landing. There are three levels of
difficulty determined by a decrease in the aircraft’s tolerance to
error and increase enemy presence.

As described, the instrumentation is not accurate, but it
contains a full complement of conventional equipment which has
been given a modern, bordering on futuristic, interpretation. Se-
lecting ‘Combat’ places you above the clouds at 10,000 feet in a
confrontation with a squadron of enemy jets. A so-called Friend or
Foe Tracking System traces your progress and pinpoints moun-
tains, ground installation and SAM missile bases on the ground and
enemy aircraft above the clouds. The FOFTRAC pinpoints enemy
presence within an area of eighty square miles, but an Attack Radar
acts as a late-warning system, showing close enemy position and
pursuing missiles.

You have the choice of conventional or vertical take-off,
both of which have been given a simplified interpretation. Once
airborne, easing back on the joystick increases your altitude and
at ten thousand feet you cut through a thick blanket of cloud. The
joystick affords responsive and accurate control, but if you choose
a high-ranking level of difficulty, the aircraft demands fewer errors.
At this altitude you are exposed to attack from enemy aircraft and
SAM missiles, while below cloud cover, radar-controlled anti-
aircraft artillery maintain a constant and accurate barrage of fire.
Above or below the clouds, the scrolling is remarkably smooth and
the lower your altitude, the more ground detail is visible. Military
manoeuvres, ground bases and terrain undulation are clearly
visible,

Strike Force Harrier encompasses simulation and combat
in separate options. The scrolling is smooth, ground detail is good
and the joystick controls are responsive. Although the cockpit
instrumentation is a futuristic interpretation of conventional equip-
ment, it is quite plausible. The accompanying flight manual is in
booklet form and takes you through the various take-off and flight
procedures step by step, with an additional five pages which
explain various defensive and offensive flight manoeuvres to help
you during the mission. In short, Strike Force Harrier is the best
military jet simulation available for the ST,
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Spitfire 40

Appropriately, we begin this supertest with a simulation of the
oldest aircraft available for the ST. Spitfire 40 offers fighter and
bomber option and four flying modes, which individually incorpo-
rate various aspects of flight. Selecting ‘Game’ places you imme-
diately at 10,000 feet in a combat situation, whereas ‘Practice’ and
‘Combat’ modes encompass take-off, flight and combat. My initial
observation of the cockpit layout was the complete absence of in-
strumentation, which is housed in a separate screen. Tapping the
space-bar replaces the cockpit screen with the instrumentation
panel, which incorporates conventional instrumentation, such as
an Artificial Horizon, Compass, Altimeter and Airspeed and Pitch
indicators, all of which are fully usable.

Selecting Practice or Combat mode places you on the
runway for take-off and, with the absence of a keyboard function
diagram, you must follow the instruction manual’s take-off check-
list. With the instrumentation panel on screen, you must wait for the
fuel tank to be filled, put the flaps up by pressing the ‘'F’ key, push
throttle to 2000 rpm with the ‘Q" key and, as ground speed reaches
100 mph, ease back on the joystick to take off. As the Spitfire

Flight Simulator Il

Short of devoting the entire magazine to this aircraft simulation, it
would be impossible to cover every aspect in detail. Suffice it to
say, Flight Simulator Il is the most thorough simulation in this
supertest. You have the choice of piloting a single-engine, prop-
driven Cessna or-a Gates Learjet. The Cessna offers a realistic
interpretation of flight, whereas the Learjet is more forgiving to
error. Selecting the Cessna entitles you to choose World War |
combat, which certainly breaks the monotony. The environment
can affect flight and so the weather conditions and wind speed can
be adjusted by pulling down ‘Enviro’ from the menu bar. The
mouse selects these options from the menu bar and also has
complete control over the aircraft.

The instrumentation panel, which comprises conventional
dials and modern digital readout, can be dragged down with the
mouse to give more room to the view through the cockpit window.
Initially, the cockpit window displays the runway, terrain and
horizon, but selecting ‘View' from the menu-bar enables you to look
from the left, right or rear of the aircraft and from the control tower.
With all these view options, pressing F10 magnifies the subject.
Surprisingly, the mouse is a realistic substitute for the yoke or

WIEW EMNWIRD

leaves the ground, pressing ‘U’ retracts the undercarriage and the
rem should be reduced to 3000. If the take-off procedure is
followed to the letter, it is a relatively simple manoeuvre.

Once airborne, the terrain is entirely green with little vari-
ation to enhance the effect of movement. Uniquely, however,
pressing F3 reveals ground detail, such as patchwork fields,
buildings, roads and railways, which become more distinguishable
at low altitude. During flight, the joystick is extremely responsive
and there is no limit to how hard you can bank the aircraft. It is often
necessary to toggle from the cockpit to the instrumentation panel
in order to check fuel levels, altitude and airspeed.

Combat is quite excellent in Spitfire 40, with solid-graphic
Messerschmidts moving as smoothly as separately-animated,
solid graphics will allow. The practice mode contains a token
representation of enemy presence, but you are briefed on how
many enemy planes must be intercepted in Combat mode. There
are no weaponry sights in the cockpit and so the Spitfire must be
physically directed at the enemy in order to fire. Locating the
airfield and landing is the most difficult aspect of Spitfire 40, as the
majority of the manoeuvre must take place with the instrumenta-
tion panel on screen, so that the descent and airspeed can be moni-
tored.

Only ‘The Few' could say whether Spitfire 40 is a faithful
interpretation of flying this classic aircraft. | am, however, qualified
to recommend it for its entertainment value. Mevertheless, it is a
shame that the instrumentation could not have been housed within
the cockpit screen.

control-column in a commercial aircraft and before take-off you
can adjust the sensitivity of the controls. Holding down the left-
hand button and dragging the mouse back and forth decreases and
increases the throttle.

MNudging the mouse to the left releases the brake and
pushing forward increases the throttle and the aircraft proceeds to
travel forward. The throttle indicator must show maximum rpm
before the aircraft can take-off, then releasing the button and
drawing the mouse back slightly, causes ‘stick back’ or up elevator
and the aircraft should leave the ground. Once airborne, slight left
and right movements are required to bank the aircraft and changes
in direction and altitude must be made gradually, and carefully
monitored on the Aileron and Attitude indicator. Rivers, lakes and
mountains can easily be seen on the terrain and, at lower altitudes,
roads and bridges come into view. Adverse weather conditions can
affect flight and heavy clouds can obscure your vision and darken
the skies. In these conditions, you can climb to an altitude above
the clouds. Night flight, however, is perhaps the most challenging
mode, as your only visual reference is to lights on the ground.

We have looked at a variety of titles with varying degrees of
realism, but Flight Simulator Il is, without doubt, the most com-
plete. An indication of this thoroughness is indicated by the
accompanying 140-page flight manual. The mouse controls are an
excellent substitute for the control yoke and the instrumentation
reacts realistically to your directions. This is simply the most
recommendable simulation available on the ST.

JHF O FILE WIEW
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F15 Strike Eagle

F15 Strike Eagle first soared through the jerky blue skies of certain
eight-bit machines over three years ago, and its success opened
the hangar door to a whole squadron of aircraft simulations. There
are four levels of difficulty, from Arcade through to Ace, which
contain an increase in authentic aircraft idiosyncrasies. Cockpit
equipment includes a Head-up Display projected on the windshield
and a selection of unconventional instrumentation. The HUD
comprises a circular gun-sight and a smaller sight which locks on
to targets. The instrumentation panel beneath the cockpit wind-
shield houses a radar which pinpoints enemy aircraft and missiles
within your immediate airspace, while a Horizontal Situation
Display shows the location of enemy ground targets.

Each of the seven separate missions take place over
volatile areas in the Middle East and Vietnam and the primary
objective in each mission is to locate and destroy all enemy ground
targets. You begin the mission engaged in combat with an enemy
interceptor jet. The secondary gunsight locks on to the target and
pressing the firebutton activates 50-round bursts of 20 mm cannon
fire. The terrain is segmented into rectangular grids to enhance the

Super Huey

Unlike the majority of simulations that deal with conventional
aircraft, the UH-1X, or Super Huey, is an experimental concept
helicopter. Therefore, we must assume that the futuristic cockpit
layout is imaginative rather than realistic. The control system
requires the joystick, keyboard and Function key commands.
However, there is no need for a keyboard overlay or diagram
because you enter direct commands into the on-board computer,
such as ‘POW’ to power-up. Super Huey was the first helicopter
simulation to incorporate realistic Cyclic and Collective modes
within the joystick. The Collective mode is engaged by pressing the

firebutton and the joystick controls vertical thrust, and on releasing
the firebutton the Cyclic mode governs the forward thrust during
flight.

With the exception of an Artificial Horizon, there is no
conventional instrumentation to identify with in the cockpit.
However, a small monitor which is located in the centre of the
console allows two-way communication with the computer, which
is more convenient than realistic. The instructions for take-off must
be followed precisely and you have to wait for the engine to warm
up before the controls become operational. Pressing the firebutton
and manipulating the joystick should regulate the throttle, but there
is some delay before the revs begin to increase. At 1200 rpm, the

effect of movement and speed, although there is no visible undu-
lation on the surface. The Horizontal Situation Display indicates the
location of the enemy ground bases and traces your position. On
nearing the target, you must descend to a low altitude by pushing
forward on the joystick.

The closer you are to the target the more frequently the

enemy dispatch interceptor planes. The target becomes visible at |

about a thousand feet and the secondary sight should lock on then;
pressing the ‘B’ key launches a bomb. A number of passes are
necessary for effective bombing with the constant threat of SAM
missiles homing in on your white-hot engines. The joystick con-
trols are sluggish and a little jerky and it is tempting to wrench the
joystick in frustration. However, you soon discover that slight and
precise correcting movements are far more effective. Bombing
raids are time, fuel and ammunition-consuming and it is advisable
to relocate your aircraft carrier on the HSD and return to base. A
SAM missile is usually launched in a last ditch attempt by the
enemy. A message warns of SAM missile launch and pressing the
space-bar reveals a rear view - a white speck confirms that you are
being pursued by a heat-seeking missile.

As expected, Microprose have written an informative
manual to accompany this simulation. The scrolling is somewhat
jerky and the jet's roll-rate is sluggish (roughly 60 degrees per
second). Mevertheless, considering the age of F15 Strike Eagle, it
is a tribute to Microprose that it is still considered by many to be the
best jet aircraft simulation.

rotor speed increases to a tenth of the engine speed and the joystick
must be redirected forward in Collective mode for take off.

Once airborne, ground detail is distinguishable and the
many buildings and radars that are scattered across the terrain
enhance the effect of movement. Super Huey has three missions:
Rescue and Exploration, which both require navigational skills;
and Combat, which allows you to use weaponry which is not even
on the M.O.D’s drawing-board yet. Each mission takes place over
a different terrain and, in Rescue, stranded personnel are lost on a
mountainous and snowy waste and you must track their homing
device on a Rescue Frequency indicator. The task in the Explore
assignment, however, is one of reconnaissance and locating an
enemy base. However, Combat is by far the most exciting option,
with constant air and ground attacks to contend with.

Super Huey is a futuristic helicopter and, as described, the
electronic instrumentation is more imaginative than realistic.
However, this was the first simulation to incorporate the Cyclic and
Collective modes within the joystick. Once airborne, the scrolling
is relatively smooth with distinctive ground detail on three very
different terrains. Additionally, although there are only three mis-
sions, the coordinates and locations vary from game to game.
Super Huey may not be a realistic simulation of a conventional
aircraft, but it is challenging, detailed and complex.
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Apache Gunship

Gunship combines realistic simulation of flight and combat in an
AH-64 Apache. A substantial operations and flight manual can be
used as a reference throughout the simulation and, by way of an
initiation test, a military vehicle is selected from a library in the
manual for you to identify. Correct identification allows you to
bypass flight school and select a mission. Duty assignments can be
selected in the safe skies over MNMorthern America, the volatile
Middle East or against Soviet advances in Europe. The quality of
the enemy and adverse weather conditions can be adjusted on the
Reality screen and a suggested risk level is given after your
selections. After a mission briefing, an Arming screen enables you
to arm and equip the helicopter for the mission.

The cockpit instrumentation combines conventional dials
with modern digital displays. This includes a so-called CRT display
which encompasses a grid coordinate map, radio message inter-
preter and, in combat, it locks on to and magnifies the target. The
joystick controls the attitude of the aircraft, but Gunship uses an
abundance of function keys. Thoughtfully however, Microprose
have included an excellent keyboard overlay. After familiarization
with the instrumentation and functions, the flight manual compre-
hensively tutors you through take-off procedure. The joystick
contains the Cyclic mode which controls and corrects the flight of
the helicopter and Collective Mode, which regulates the vertical lift
of the aircraft.

Once airborne, changing to Cyclic pitches the aircraft
downwards causing forward momentum. At its most realistic level,
the take-off manoeuvre is affected by pitch and roll and low altitude
turbulence, but you can increase altitude quickly with Cyclic pitch-
up to compensate. From the air, the terrain is by far the most
outstanding and realistic in this super test. With the CRT in Map
mode, you can pinpoint the enemy installations and bases and plot
your progress towards them. Flying at a low altitude avoids radar
and you can use the hills as cover from enemy fire. The ground
detail is excellent and by maintaining a low altitude, you can hover
just above the hills, fire at the enemy installation and drop to avoid
retaliatory fire. The Apache is well armed with Hellfire and Side-
winder missiles and 30mm cannon. Additionally, chaff offers some
protection from the constant threat of SAM missile and enemy

Game

Difficulty

Apache Gunship
F-15 Strike Eagle
Flight Simulator Il
Jump Jet

Spitfire 40

Strike Harrier
Super Huey

AVERAGE

EASY
AVERAGE
AVERAGE
HARD

Game Graphics

House

AVE-HARD Microprose
Microprose
AVE-HARD Sublogic
Anco
Mirrorsoft
Mirrorsoft
Cosmi

Sound

aircraft attack.

Microprose have combined believable realism with en-
thralling entertainment and excellent graphics. At tutorial level,
Gunship offers the most comprehensive flight training and, once
experienced, the many and varied missions maintain your interest.
Frorn arming the Apache to military decoration ceremony, Gun-
ship is the most complete simulation available on the ST.

Price Telephone
£24.99 0666 54326
£24.95 0666 54326
£49.95 N/A

£14.95 0322 92513
£24.95 01-377 4645
£24.95 01-377 4645
£19.95 N/A

Addictiveness Overall

Apache Gunship
F-15 Strike Eagle
Flight Simulator Il
Jump Jet

Spitfire 40

Strike Harrier
Super Huey

84%
53%
81%
44%
50%
75%
59%

65%
50%
65%
50%
50%
50%
55%
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88%
68%
82%
51%
62%
716%
712%

86%
64%
81%
49%
61%
73%
69%
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My Name is bond...

Five copies of the 'Live and Let Die'
video and the official James Bond Book
to be won.

Domark are soon to be releasing the game based on the Bond mouvie,
Live and Let Die, and are offering FIVE fantastic prizes based around
the game. Each winner will receive a video film of Live and Let Die,
starring Roger Moore as James Bond and Jane Seymour as Solitaire.
The lucky winners will also receive a book, entitled The Official
James Bond Movie Book, that gives the entire history of the Bond
movies from Doctor No, Goldfinger and From Russia with Love right
up to The Living Daylights in glorious colour, with over 200 stills
taken from the films - essential reading for all movie buffs.
Many of the answers can be found within the magazine (you may
even come accross a few of them on this very page!) so pick up your
pen, fill in the answers on the form provided and post it to: ST Action
(Live and Let Die), to reach us before 11th July 1988.
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.James

The all important Questions

1 - Complete the saying: ‘My name isBond, _ _ ___ ____ :
2 - Name two Bond movies, other than Live and Let Die
3 - Who played Bond in the film Live and Let Die
4 - What is the name of ‘M’s secretary who appears in all the Bond movies? Is it:
a) Moneypenny b) Margret Thatcher or ¢) Brigitie Bardot?
5 - What is James Bonds favourite weapon? Is it::
a) Nuclear Submarine b) Chieftain Tank or c) Walther PPK Pistol
6 - What is the codename given for the technical genius who invents things, such as: the Aston Martin with
the ejector seat and the tear gas umbrella? Is it:
a) ‘ST' b) ‘RS232’ c) ‘BBC’ ord) ‘@’

nswer s R AN R R e e e e S el e B The Editor's decision is final and no correspon-
| Answer 1o QUESHION 1 & ..immarssimsasssinsmnisasrmnssessaisnsntirsstsnvsnessnes i
E dence will be entered into regarding competitions or
1 AR I I R AU ot oo i, 0 T 0 the results of competitions. All prizes are offered be-
Answer to Question 2 of f
- ; lieving them to be available. If, however, a prize is
l Answer to QU estion 3 e unavailable we reserve the right to substitute an al-
. z ternative of comparable value. No cash alternatives
I Answer tﬂ Questlﬂn 4 N N wi“ b’E ﬂhl'E‘“. Results wHt hE‘ puh,“shed a5 500N as
. - possible and prizes despatched as quickly as pos-
| Answer to QUestion 5 : ..., Oty o T e e e e o
: . tition results or prize delivery. Employees of Gollner
I AT 0 CIIESHION B 5 G n it i R Oy AT T akre ah s e i (s MRV s gttt o e
l petitions are not eligible to enter, I
1 BN s e R R e R R e e R Send entry to: g
Address Bond Competition,
l ST Action, I
l iiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiii Iﬂ Theatre Lane I
----------------------------------------------------------------------------------------------------------------- Chlchesler‘
i _
' o ro L sla 0 [ e St L S I MO T e e M T W LR .. West Sussex I
Paytime teleph o DOIIET. i essssiseyin st s ot ssaann i b asnsesssernivsses soasanmas . PO19 18R
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WINNERS

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

Jonathan Ray, Shrewsbury; Phillip Wright, Lewisham; Scott D Wallace, Yealmpton; Mr D J Christie, Alnwick; Mr J
Holsgrove, Ickenham; Mr B Weatherstone, Meopham; P Caswell, Ebbw Vale; Kevin McNally, Stockport; P J Bendall,
Ipswich and Robin Baker, Shoreham by Sea.

Each of the above will receive a copy of Trip-A-Tron from Llamasoft. Many congratulations to the ten. For
those of you who are interested, the answers were:

1 - The Vicuna or Llama
2 - Because it was hunted almost to extinction.
3 - Defenda.
4 - b/ Mama Llama.
5 - KML. If said quickly the language used in Trip-A-Tron sounds like ‘camel’.

There you have it. However, there were some very amusing entries, particularly the question asking why the
Vicuna Llama is so rare. The top silly answers were as follows:

1) Jeff Minter has them all on his hard disk!
2) It lives in North Africa and can’t swim.
3) There is no South. American Camel; it does not exist.
4) It was eaten by the Incas in Peru.
5) They can only have one child per year.
6) Due to poor climate.
7) There are so few!

We won’t print the names of the readers responsible for these, but thanks for making us laugh anyway.

Electronic Arts Competition

The winner of the day out at the Brands Hatch Racing School is N H Oughton of Moreton-in-the-Marsh, Glos. Con-
gratulations Mr Oughton and we hope you enjoy your day driving a Formula First racing car around Brands Hatch. As
for the twenty five runners-up, who each receive an Electronic Arts T-shirt and mug, they are, in no particular order:

K Starling, Littlehampton; S Siddiqui, Chiswick; D Miles, Rochester; C Bailey, Compton; N Ford, Penryn; P Wallace,
Iver Heath: P Smith, Port Isaac; L Gyer, Brentwood; A Lumb, Sheffield; H Mossop, Gt Missenden; D Cresdee, Oxford;
G Standing, Alton; A Nash, Doncaster; A Bailey, Leicester; P Bradstock, Loughborough; A Reynolds, Northampton; P
Bromley, Bristol; M Gelpi, Portsmouth; K Dyer, Hetton-le-Hole; B Kelly Evans, Brighton; P Hopkins, Newcastle; S
Fenwick, Liverpool; S Sanderson, Birmingham; K Fletcher, Bristol and P Miles, Muswell Hill.

The answers to the questions set are:

1) 5167cc
2) 5 secs
3) Because of the red cam covers on the engine. Testa (head) Rossa (red).
4) Brazilian (Nelson Piquet)
5) Trip Hawkins



® AX 1000 1 MEG
EXTERNAL 3-5" DISK
DRIVE

() Top quality NEC drive mechanism — full 1 meg unformatted
capacity.

] Fully compatible with Atari system.

(] Complete with power supply.

.J Includes connecting cable — no more to by,

) Attractively styled metal housing.

()] Guaranteed 6 months.

() Buy now at the lowest price around.

[_] Available Now.

oNw £114.99

(Please add £5.00 if eonrier delivery required)

] DISK/STORAGE ] DATA/SWITCH
BOX OFFERS BOXES
@ DD40 holds 40 314" disks lockable. ® ﬁﬁ;ﬁgfﬂ bwo priniers to one computer
nHL"r EG gg ® ﬁgﬁﬂmﬁﬁiﬁﬂ or RE232 (Sarial) connections
L] B ;
@ DD80 holds 80 314" disks lockable, ~ ONLY £24.99
@ ABC type connect three printers to one computer

ONLY Ea'qq [ {C:;trw}:ﬂ:ﬁ:: Eﬂazaa connections.
® Disks — 315" D/DS/D. ONLY £3_4.99
@ Top quality, bulk packed with E%’%fﬁﬂ ﬁ%ﬁ: ﬁ??iﬂﬁn Er:durmu-:l.mmmrs.

cables. ' - e i
onLY £24.99 ror 25. ONLY £79.99

] CABLES

@® 25 pin ‘D’ to 36 way
centronics printer (parallel)

@ 1.2 metre length

onwy £8.99

@ Monitor lead 13 pin to scart
@ 1 metre length

onwy £10.99

® 1 MEG
INTERNAL DRIVE
UPGRADE

'] Replace internal 500K drive with a
full 1 meg unit,

[_] Tp quality NEC drive unit.
(] Full fitting instructions.

|_] Easily fitted no special skills
required.

|_J Direct plug in replacement.
[} Available now.

ony £99.99

'-"':-"_:rl T T
b, * =

UPGRADE KIT

(] Complete kit to fit internally into
520 STFM,

') 512K of FASTRAM to bring your
520 upto a full 1040K!!

] Fitting is a straightforward
soldering job — achieved by
anyone who has a little experience.

') Makes unit fully 1040 Ram
compatible.

[_] Complete with illustrated
instructions.

ONLY £79.99

® SOLDER/
DESOLDER KIT

() If you wish to do you own Ram
upgrade then we can supply the
tools.

] Quality soldering iron plus a
desolder sucker tool and solder

] No more to buy.
()] Useful for many other jobs too.

onwy £9.99
® CLOCK CARD

() Easily fitted.
() Day/Date/Time on Power-Up.

() Battery backed-on board
rechargeable csll.

[_] Supplied with utility disk.
[_] 520/1040 compatible.

'] Full instructions.
2% N

s onwy E24 . DD complete.

ALL ORDERS NORMALLY DESPATCHED WITHIN 48 HRS

HOW TO ORDER....

BY PHONE BY POST FAX
EY ﬁ 0782 744292
0782 744707 Send cheques,/P0s made X EE%FEE HPEET:F'E S5+
=4 hr Credit Card Line payable to ‘Datel Electronies’ OVERSEAS ADD £3

tel
ELECTIONIC

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

SALES ONLY TECHNICAL ONLY
0788 744324

0788 744707

DE&
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_ LEARN TO FL
WITH MIRRORSOFT

For all you budding air aces, this (s THE competition to enter. Mirrorsoft have come up with a flying lesson for the lucky winner.
He or she will receive free transport to Goodwood airfield, in West Sussex, from anywhere in the UK and will then be taken for the
ride of a lifetime.

You will be taught the basics of flying and even have a chance of landing the aircraft. You will then be able to compare for
yourself the differences between real flight and simulated flight.

Also at Goodwood is the only two seater Spitfire in the UK and you will be invited to have a look around to see for yourself
what the young, often 19 or 20-year old, pilots, such as Douglas Bader, Sailor Malan and Johnnie Johnson flew in the Battle of
Britain in order to defeat the hordes of aircraft from the Third Reich.

Below are three close up photos of recent Mirrorsoft games - all you need to do is lable them correctly from the list of games
below and send the form to the usual Chichester address to reach us before 11th July 1988; mark your envelope ‘Mirrorsoft Com-
petition’. Who knows, the name that is pulled out of the hat might just be yours...

Oids - A spacey little number Dungeon Master - A gruesome adventure
Spitfire 40 - This one's bound to take off!

r--.----——————--————_—-—_—-------—_-_--1

ST Action Competition Rules:

1 | B
l PthD fﬁ'i. o L e L e . The Editor's decision is final and no correspon- I
S = dence will be entered into regarding competitions or
I Phﬂtﬂ B ]s: FEEAFEF I E AR IR R R F R AR AR RN G R GE RN AR A R R R E AR E R RN RE W thE‘[Eﬁultﬁ.ﬂfﬂﬂmpeti“ﬂnﬁ,ﬁl.”prilﬂsarﬂﬂ"ﬂf‘dbE' I
Fal - lieving them to be available. If, however, a prize is
I PthG C IS: R E R R R W R R W R R R R R R R R R R R R R R R EEEE R B EE R EEEERSE R SRR R um'ﬂ'ﬂilﬂhlﬂwafﬂﬁef'ﬂ'elhE']ghtlﬂsuhEtilulEanal' I
ternative of comparable value. No cash alternatives
l will be given. Results will be published as soon as I
possible and prizes despatched as quickly as pos-
l HﬂmE e EEmEEEE s RN EAA AR SA RS s iA R et e R eRe st ssstssatsasstnsssstssnsnsnsssnsnnsassansssn SiDlE, Ploaserefrainfrom phoning regarding compe- I
tition results or prize delivery. Employees of Gollner
I ﬁddI‘EEE .................................................................................................... « Fublishing Ltd and companies participating in com- I
I petitions are not eligible to enter. I
I Send entry to: l
................................................................................................................ . Mfrr{}rsﬂft Cﬂmpe[[tiunl
B POSE COAE et e et e et e s e e e et et e en e e SN . ST Action, 10 Theatre Lane |
I : Chichester, West Sussex I
Daytlme tElEPh{JnE D R s e R e e R R T e e e PO19 1SR

N ———————
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Type of computer

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

OPEN TO THE PUBLIC 10am-8pm 7 DAYS

companies ‘'Special Offers”

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

ATARI ST
AAMARGH ...
acall ...
Advance Art Studio .
Alien .5:,l|1|;|rc|me

Alternate Warld Gam EE- 2

American Pool

Army Movies -
Arena Brallacus............
Ak andid

b Sl
R L RIE - o

Balance of Powar

Barbariani{Psygnosish ..........

BarbarianiUitimate Warnor)
Barbarian 2 .. i
Eatlbeships .

Beyond fhe T

Bionic Commanda ...
Black Lamp......

Bload Valley . e
221 b Baker Streel...
Brave Slar

Buggy Baoy :
Carnas Comimand .

Champignship leball o= 11

Caplain Amenca
Captain Blood
Combal Schaogl
Cosruplion

Crash Garrel............
Crazy Cars

Crusade in Eurcpe..,
Cryzod

Dark Castle

Dadander of the Crown ...

Dellecior ...
D& ja Vu.
Dick Spacial ...

Dungesn Masber ...........oocrveciirneenn

Eco

Eddie Edwards Supes Sheer.........ceeoeeen

Endura Racer

F15 Sirike Eagle ...
Fire Targed

Flight Might .............
thhl_ Sam 1,

Flinstone .. -
Faoiball arrd_gs_l
Foolball Manager 2,
Garrison.........

e e EUPE' 1;4..;.;{”. e T e ek e

Gea Bee Air Rally ..
Gauntliet ..o,
Grome Rangar ...
Grealor ...

v Ty | e AR e B

Golden Path...

Guild of Thieves s e G

Gunship
Hercules ...
Halbywaod F'ak&r
Hot Ball .

Hum far Ft-E-d Dd:l!nhur

Bzl .........
Impact

|mpn=.:..1;.|e:-1.5:.im? e S

Ind e Sports .

Insanity Flighi

Internabonal Soccer...........
Jewels ol Dakness

N I A " S e e S  SS—

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

RRP OUR PRICE

....E19.95
£19.95
E2495
£19.94
£19.99
£9.95
.£19.95
£24.95

LE14495
LE12.99
Lri24a5

L£19.99
£2495

£19.95
L1945
£29.95

£14.95
E189495

..E1949g
-.£19.95
E19.99
£14.80

£1945 .

L1995

e e

{2499
£16.99
L2495
LE19.45

£24.895 ..

£19.95

LE18.85 .

£24.95

wE1BES L

£24.95

JE2845
£19.99 .

. B30 a5
e B 24,85
LE24 95
w1985
L-£19.499
F£189.895 .
£24 95
L2495

£19.95

...E49495

£19.95

...... £14495,
. 15953,
L2495,

£19.95
£19.495

£19.89 .

£14.95

£19.99.

£19.495
2445

-E24.99

£19.99

o E14.95 ..

o £24.95

R B e T i T
£9.95
L1495 ...

£19.539

R - L
R o LR
e B

...................... £19.85.

£19.95.

L1285
£12.99
L1299

£12.95

L1299
- E6.99
L1299
L1999

£9.50

£15499

..L9.50
- L1295
e L1485 ...

JE14d05
L1245

£10.50
£9.50

£12.95

~E12.959

£9.50
£12.499
£12.499
£15.499
£1549
£124949

L1585

£12.495
£15495
£12.495
L1289
£15.99
£12499
£15499
£19.495
£12.85
£19.495
1559
£15495

E12.85

£1295
12489
£15499
L1585
£12.495
L2780
£1295
£10.50
£12.95
£1545
L1299
£12.95

L1258

LR850

L1298

£12.95

E12.95

£1599

L16.98
£1295

£9.50
£15.95

L1598

£6.99
£9.50
L1295
L1595
L1595

L1295
L1299

Joe Blade......

£24.95.

£1585
.. £995.....

£6.70

Rl B W e e e LWE2485  £1599
King O Cheago ... e i i el e i e e A R e R T
A3 HIGE TSN ... 5 i e s s SR, SR o | 1
T vy T S P e, 1 1 8 L Y0, 0 - : -
KL E e oo rm s m e e nes £1999 . £12.9%
Leaderbﬂard LE24.95 £15.99
Leaderboard Tournament .. v £ ...E5.99
Lealher GodBss i e s e e e rrn E20.949 19949
Leathar Neck ¥ . £19.95 . £12.95
Legend of The SWnd ... ..o e sisres e s sesses s s o 2l 00 .. £ 15,95
Living Dayhghts = «£19.95..£12.99
Liwvingstone, | Presume ... e 14.95 __£9,949
Mach3... : 1995 C12.95
FASIOTS of LM B ISR e ereiees e E19.5948 _ £12.99
Mercenary Compendium .........coccevemicinic s Lo 98 . £ 15,85
Mickiny Mous 5 - E19.99 .. .L12.95
T T L= s | R 3, L. | S, % - 91 .
Musc Studio ..L£34.99 .. £23.50
Maorth Star LE1895. 1295
CbMeralor ... L2485 .. £15959
Oids .. fi bl : £19.99 ., .£12.95
e ) e o b s e SR e o B L1999, . C1299
Packiand AL ] o [+ R R R
T P e e R e S o oo B ey |
Pandora E19.95 ... 51295
Periect Maich R R e e 9GS L EE99
At e e e E24.99 . L1599
Phanjasie lil......... e e o e e S R
T L T O R R s 55 [ K- o ) k-
PlatBon:......covee -E19.95 ... £12.99
Plundered Hearls. L2499 ...£1599
Paolice Cueest £24.95 ...£15.95
Poal ....... o i B £9.85 . E6.99
Paol Sl'lu"h: erl.l , £14.99...£9.50
Powearpday ... e L1885 . E12.95
Predaior W E12085 L E12.95
Prajact Stealth Flgrl-ler ........... L2495 ..£15.89
Cluadialen £19.95.. 1295

Remruningr

I R . o e e i e s e S e e e

Hoad Blasters ...

A T T S T A e e A S
s LB
519495,
C1995 ...
a3 95 ..
L1985 ...
e 2995
L£19489 ..

Roadwar Europa
Roadwars .

e T AR T e

Scenery Disk 7 or XI

Scrabble Deluxe ..o % ..

Shadow Gati

A

G M N P T S S S SN -
=E19095 ..
£18495
LE18088 .

£2499 .

959
£12.95
£12.95
Ci12.95
£15.99
£15.99
£12.95
£12.95
£15.95
£12.95
£19.95

: 12495
Sidpwalk : L1995 ... K12.499
S| | e R LR R g S L o e o e iy eyt 1L R D I
Saleni Sarvice : ; y £24495,. 015499
- T i | S S Rty o o LB e o
Siaygon ot W e e > £19.95 .. 01295
T ] e e S Sy oy [ 2 L s L
Space Cuesi 02499 . ..215.89
SIS I .. . e e LE2445 21545
Spidedronic ¥ i e L 1985 L L1255
I (L e e O R SR, S R S 1" 18, | e [
5T Wars...... ; ; ; s LA 85 . T 1598
L R T e e S R £19.95 .. 012495
Star Tk ... 01899 . 1290
Sar Wars. ... e e e S Pt 1 | 2 I.: o Bl e
Slar Gl - wSIarGI-:If:IE e E24 85 £1550
Sundog . e E14.99 ... 00,50
Super lco Hq:-:hup .LE2485  £15499
Spy v Spr .. L e e, £19.95 ... E12.95
Slir l:m::.rlF-;-nturmg Bobo) ... LE18.95  £12495

Title:

Amount

Please make cheques or postal orders payable to BARGAIN SOFTWARE

Total Enclosed £

o ) - R —

Address......

Sirike Force Harriar

........................... L2495 ...

LT T TR S AR S S £19.95..£12.95
SupetSpnnt.... e e R o Y
TRNEREAITN .o e i i i Bt e et O © o R
T SIS cosinnis i ississssmss s RE 05 ... £19.59
T g e R P ey £39.89 .. .£27.50
A7) 1] TN T S e R R L Ol O, T £9.495 . €670
Time and Magik ..........cocvmemreamen e L1995 L E12.895
O N el i s i s s e e b s b s s o 1 DGR 2204
Tour De Force ., e 19,99 ... E12.598
Torgueaing Chupper e E24.95  £15,99
Tracker .. ; e E24.95 . T15.94
Tramloe . A e R T e v e e R B A B
Trmial Purs-l.u.:’- e e et e C15.55 ... £12.99
T.T. Racer.. e A TR S SR S e - g | ]
Turbo ST e e e S L L L R e S e P £9.95 .. £6.50
Ligima 1l . LLEE4 895 ...£1599
Universal M:tlarr Elm el 95 L E15,99
Uninnled .. R w3235 L. £19.99
Uridwuam .. e 21995 L E12.99
Vampires Empnre B 19,96 ... E12.85
Verminaior .. e 2l 55 L £15,95
Watlocks ﬂuesl SEERULL S v £18.85 01295
War Game Ennstructunnset B el P e L2495 01595
War Hawk .. . L A A A RS o 5 e o i)
Where I-me S-t-l:u:H:I SIIH s w1999 ... E12.92
Winker C:dympnad -.E£19.95 _ €£1289
WizBaN ... o e e e L e e | e
] IR L s e e s e 1R BE L R 2B
g T L T T T RN 1 - 11° I 1y |-
Y e e A LG P b A E19.95 ..£1295

SPECIAL OFFERS

=T g e e

£20.99 ..

Enchanter R R A R, - Lo . e o -
B L ] T T i L et 1 2499 ... E899
Hackaer Il SRR - W .- N K
IR s s i e L i e LG E2999 . EV.99
Tt T T - 1 : K £7.99
LT et T T T L S (o=, " 1 ' I o " |
Lt T Al N e Ol LS Pt ey | -, = ) .« U - |
Ty T ] (T E2999 ... £7.99
T N B e i o T s s s e e S b e Ry Ty
Rl OB oo e i 1 1™ B+ JEe e |
R et e e e i e i £2999 . €799
LT e e e PR I ST ton oy b W o gt ]
TR e s i s e R e s e e ki ot e e £34.99.....£7.99
Wishbnnged ........., A el oL ol it o el 18 A £28.89 ...E7.99
TG = s o b e L i S G e e E£29499....€7.99
Fate =] B LT | | e A b £29.899.. . £7.99
BUSINESS / l.lTlLI'I"lr

T Ty S RPN a e 'r.~ 1~ [ o i'ry "~ |
B e g e £ 49,95 ... F37.50
TR BT e i i wai sk s s o s s A R o
Digi Doumi..., o i e e e L O kT
Fasi Basic LHDF'.-H ................................................ £89.90 . £67.50
Fast Basic (Disk) ., i i s T LYY T
o £59.95  £44499
Fleal 51 Publishar i e e T 00 - R DGO
LR L e L S e P L R S S e £49.495 .£74499
Famnl Works | : AR T 1 [ - . [N, . < |
Pro Sound DEEIgI'IE:’ e E9.85 . E45.00
Pro Sprite Designer .. R P R LR e, ey - TR o, L
Real ime clock [n:ar1'|....... SN " |- I = L S, e o L i
BRI LB . s b s R B e T D O . BT 0
LTI, T gt e P PR P e R SRR 13- " | o
ST DRDARN o oo it minrismin b b P msam i e T o - OO
Slock Contrgd .. A o st v b e it L w SECE O L
Supe e R RN A B B T £49.95 _ £37.50
EupemasePers.unal e R R e e T e T
Tool Kit Rt ; LLEERas E2250

miilen TE—— . S T S s s e s e e —

ST ACTION 3 JUuLY

LEL L R N I A B B B B N B B

FFFEREF IR RE R IR IR R AR IR I I R R A R T R B oa o oE

LER R AR RN R RN R R R ENEARENEREXNENRNELENE] o n@E R

LR R ERERENRENRENNENTENHE] ERE R AR RN R R R AR RN LR U

B U P T A O R

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

---STA33 STA
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TRIP-A-TRON, ALIGHT SYNTHESISER

W =

L

+

b o

= _ . ¥
qu. IMAGINE that your ST is an instrument, a musical instrument s
?’ﬁ which you can play like a piano, producing at will flowing light and p
K iridescent colour instead of sound. ?‘!
ol . -

¥ : ]
:.f' IMAGINE too that you match this display to any music you §
**;;,"' choose. ' o
R | 4
04 THE RESULT is a fascinating and almost hypnotic experience, 4
-5 its pleasure enhanced by the knowledge that the combination is &y
g uniquely your creation. And that the light and pattern sequences you g
e ) A g q 4 DA
s have made need not be lost but can be saved and enjoyed whenever X
e you wish. ' gﬁ:
[ X &

N
2 A

THIS IS TRIP-A-TRON. It will run on any version of the ST from
512K up. It comes in a form which is instantly useable but behind that
facade is a comprehensive and fascinating range of controls and
variables which allows the adventurous user to experiment
creatively, producing unique and amazing effects. On ST’s of 1 Meg
and up, or combinations of several machines linked via the MIDI
interface, TRIP-A-TRON becomes a professional’s tool, enabling the
artist/composer to lay down graphics and music tracks on video tape,
for performance purposes.
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TRIP-A-TRON offers a ‘new art-form to those with the
imagination and inspiration to tame it.

%

LA

YAV

—

.. "@?.

TRIP-A-TRON is on two discs and the package includes a
comprehensive manual

Its price is £34.95.

NOTE. If you have the ST version of COLOURSPACE you-can obtain a
discount of £10 on TRIP-A-TRON, by returning your COLOURSPACE disc to
LLAMASOFT with a remittance for £24.95.

AVAILABLE FROM JUNE 1988

A Ra S SRR SNSRI R,

<> L8> <[> <

-

LLAMASOFT, 49 MOUNT PLEASANT, TADLEY, HANTS. RG26 6BN.TEL: (07356) 4478
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For infinite lives in this romp around paradise, simply
press all the keys onthe keyboard, making sure you press
the space bar last. Thank you to Kenton Bush from
Broadstairs in Kent.
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Karate Kid Il - Microdeal

This is getting a bit old now, but it is still one of the best
martial art games out. A. Nonymous sent in this useful tip
for advancing on a screen. All you have to do is press ‘P’
and on you go... simple eh?!

International Karate - Activision

Once again, A. Nonymous comes to the rescue of all you
martial art fans out there! If you find the game too slow,
press ‘X' and ‘1’ to speed up the action, and if that's too
fast, ‘X' and ‘4’, slows it down.

Hello, and welcome to the next six

jam-packed pages of tips, pokes and

maps. | have been very impressed by

the amount of tips that have been
coming in. Thanks a lot and
please keep sending them in.
One thing | must mention is that
a few of you have sent in tips
that have been lifted straight
out of other magazines. Please
do not do this as the cheats are
then old hat.

Crystal Castles - Atari

The mysterious Andy L from Rainhill, Merseyside, has
sent in these tips for this shoddy conversion of what was
a good arcade game.

To warp to the third level, run round to the furthest
back corner and jump. Also on this screen there is a
special warp. When the hat appears, collect it, go up the
lift until you get to the top level and then go down the
hidden ramp; when you reach the bottom, press fire and
you will be warped to level five. This will only work if you
reach the bottom of the hidden ramp, whilst wearing the
hat.

The Bard’s Tale - Electronic Arts

This is one of the best games in the role-playing genre.
E. Kyle Dunbar has sent in this useful tip which stops you
having to go all the way back if you forget an object.

After saving the group, go through the normal pro-
cedure for transferring items. Save the character now
holding the item. Remove the character disk and turn the
write protect on. Remove the character who originally
had the item; you will get an error message, so ‘click’ on
cancel.

The character has now been removed from the
party, but not saved on the disk, so add the character
from the disk and you will have two characters with the
item. Remember to turn the write protect off before
removing any characters you want saved.

This method can be used to build up money
supplies, pass armour and weapons, as well as creating
spare special items.

E. K.D. also writes that if you use the Second Sight
or Sorcerer Sight spells, you can identify monsters’
weaknesses, and act accordingly.

Goldrunner - Microdeal

More tips for this oldie but goldy. It seems to be just as
popular now as when it was first released!

If you press ‘F4’, only three aliens will come on the
screen. Thanks again to Mr A Williams, who also men-
tions that pressing ‘F10’ will create some strange effects.
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Obliterator - Ps UJNOSIS

| found this very disappointing due to its similarity to Pygnosis’ previous title, ‘Barbarian’. Anyway, if you bought it you
may be glad of these tips from M. Jordan from Farnborough in Hampshire.

1. Keys are easier to use than the mouse.
2. Press the ‘D’ key whilst Drak is running and he will dive and roll. Use this to get past aliens whenever possible.
3. Always fire when entering a room you know is occupied by an alien.
4. When you reach the room with the thick, seemingly impassable column, blast it with the bazooka and it will shatter;
and when you return, do so again.
5. When leaving a lift, if you find an alien which is difficult to pass, by using the mouse, point the red dot at Drak’s feet
and press the right button, keeping it held down. As soon as he is out of the lift, press the left mouse button and keep that
down as well. Keep these pressed until the alien has passed Drak and you escape unscathed without any loss of energy.
6. As you progress through the game, the different weapons you find will only Kill certain aliens.
7. It is possible to save the game after finding components or whilst using a Personal Shield Regenerator. But only do so
if your energy level is high.

Matthew Pawley from Aldershot also sent in a useful tip: When you find some ammunition, collect it and leave the
room again. Now re-enter the room and lo and behold the ammo is there again!
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Return to Genesis - Firebird Star Wars - Domark

Champion hacker Mark Lawrence has reported a useful Another classic conversion - one | can play for hours. |
cheat mode in Return to Genesis. At any time type: can play it for even longer now, thanks to MNathan
‘WASP.ASM’, this activates the mode and gives you the Woodhouse who harks from Sheffield.

following new functions: Instead of whizzing around the screen zapping Tie
Fighters galore, keep your sights central and keep firing.
Press F5 - Makes your ship indestructable. Since any enemy fire heads towards the middle of the
Press F4 - Changes monitor frequency. screen, you can mop it up with ease!

Press CONTROL - Displays program version message.

Some other keys also have an effect. Once you've seen
all of the impressive backdrops, and clocked up a
mammoth score, the only way to end the game is to
select scientist ‘Festus’ and destroy your ship by press-
ing the space bar. You can then enter your name on to the

permanent high-score table.
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Right, that's all I've got space for this month, but please i
keep your hints and tips rolling in.

For his useful Obliterator tips, M JORDAN wins
himself the £20-worth of software. and while I'm at it
Kenton Bush also wins a prize for his contribution. Once
again, thanks very much and I'll see you next month. |
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Carrier Command - Rainbird

MNot content with his useful Livingstone cheat, Kenton
Bush has flown in some useful tips for this stunning
simulator.

Attack all enemy islands using your Mantas
armed with missiles. Climb to the maximum height and
set your speed to maximum then dive on the island.

Taking a Defence Island:

Aim all your Manta’s missiles at the Command Centre.
If all seven missiles hitthe Command Centre and itis not
destroyed, then crash your Manta into it - this should do
the trick. If all your Mantas have been destroyed and you
have not destroyed the Command Centre, then reverse
your Carrier towards the Island. Using the Carrier's
radar, stop before you get into the enemy aircraft’s

range, then use the Carrier’s surface-to-surface missiles
to destroy the Command Centre.

Once the Command Centre has been destroyed,
launch a Walrus carrying whichever type of command
pod that you want. When you drop the command pod
the entrance to it will be on the left-hand side, so try to
make this side face a volcano or hill.

Taking a Resource or Factory Island:

Do not aim your Manta’s missiles at the Command
Centre this time: instead, aim them at the enemy'’s
ground defence, e.g. their guns and rocket launchers.
When these are all destroyed, send in a Walrus armed
with a virus bomb and fire it at the entrance to the
Command Centre.

Making a Stockpile Island:
Make sure the Stockpile Island is either a Resource or

Factory Island and that it is well connected to other
friendly Islands.

THE

AWESOME
STACTION

POKES

SECTION

INCLUDING:
Xenon, Oids
and BMX Sim

Yet more stunning pokes and cheats from
Mark Lawrence. This time it's your
chance to master Xenon, BMX Simulator
and Oids, and to make life easier for you,
Mark has designed a master cheat routine
which you can use several times over -
just add the game specific data to the
bottom of this program.

Due to the copy protection scheme
used by Oids, the pokes for this are sup-
plied in the form of a separate program
which cannot be used by the master cheat
routine. Mark has also written versions of
his cheat routines in Fast Basic. And don’t
forget, if you have the HiSoft Basic com-
piler, you can use the ST Basic routines
directly.

Note: When using the game specific
data with the Fast Basic version, change
the &H (used by ST Basic) to a ‘S’ which
FB prefers.

Next month we’ll have another good
selection of pokes ‘n cheats from Mark
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10 REM **kkkkk*kk*Universal Cheat RoutineXA*x*xAkkAkkAAAAAAAkARAAARAAA R kA kk
20 OPTICN BASE 1: DIM A% (128) :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
B0 WEND
90 REM This code is common to all cheat routines. Type in this listing
1000 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.
t 120 DATA &h60la, &h0000, &h00ed, £&h0000, &h0000, &h0000, &h0000, &h0000
130 DATA &h0000, &8h0000, &h0000, &h0000, &h0000, shffff, shdffa, &h0lfe
| 140 DATA &h2f3c, &h0000, £h0300, &hd4B87a, &hfef4, &hd4267, &h3f3c, £h004a
150 DATA &hdedl, &h4fef, 8h000c, £hd87a, £&h0064, &h3£3c, £€h0009, &hdedl
160 DATA &h5cBf, &h3f3c, 8h0007, &hdedl, &h548f, £h4267, &§h487a, £h004a
170 DATA &h3f3c,&h004e, &hdedl, &hd4lfa, §h0068, £&h3018, &§hcOfc, £h0006
180 DATA &hdlc0,&hdB87a, &8h0037, £&h4B7a, £8h0033, £h2£f0B, 8h2f3c, £h004b
! 190 DATA &h0003, &hdedl, &h4££f9, &h0007, &h7££0, §h2£f40, £€h0004, &8h2240
. 200 DATA &hd43e9, £h0100, &h41fa, £h003a, £h3018, 8h5340, £h2458, 8hd5c9
210 DATA &h3498, €h51c8, Shfff8, &hdedl, &h2a2e, §h2a00, &hlb45, §h496e
220 DATA &h7365, &h7274, &h2067, &h6l6d, §h6520, 8h6469, &8h736b, £h2061
230 DATA &h6e6d, &h2070, &8h7265, &8h7373, &h2061, £h206b, 8h6579, £§h0000 |
240 REM KAAXKkhARRAAAARARRA AR RAARR AR AR A AR KRR AR RRAAAARAARA AR AAARR
250 REM The following code is game specific.These are the lines
260 REM of code that must be altered to provide cheats for
. 270 REM different games.

L = = ==

T W A ATIT T TE OE RN T =

T T T e F= =
280 BEM 7 v v v e v v o s e % v e v v o e ok e o o e ok o o e o o o o o ok e o ok o ok o ol e o e o e o e ol o o o e ok o ok o o I

290 REM Pokes to give infinite weaponary on Xenon

300  REM %%t o sk ok ok o ok ok ok o ok e ke ok o e ke ok e e ke e ok e o e ok e ke e o o e e e ok ook ok o ok ok ok ok ok
* 310 DATA &h0007

| 320 REM if you don’t want the poke change &hlb42 to &hlb40

' 330 ‘wing tip weapons

340 DATA 0,2250,&hlb42
350 ‘side shot
360 DATA 0,2246,&hlb42

370 ‘homing missles
380 DATA 0,2274, &hlb42
390 ‘lasers

. 400 DATA 0,2254,&hlb42

| 410 ‘armour

|

420 DATA 0,2258,&hlb42

430 DATA &h0000, &hld41lc, &h0000, &h0000, &h1456, 8h0000, §h6175, sh746£

. 440 DATA &h5c65,&h7269, 8h632e, £h7072, £6h6700, 99999

. 450 2 REM *kkdkkkkdeddo ko g ok ok ko o dok vk o d ok o o oo g gk o o o o ok o ok ok e ok

f 460 BSAVE “XENONCHT.PRG",CHEAT, 256

470 REM The above statement saves the cheat routine to disk.

480 REM This is the file that must be double clicked to run the cheat.
490 REM When asked to insert the game disk,do so and press a key.

500 REM It’'s a good idea to keep all your cheat routines on one disk
510 REM and insert this in drive A when you switch on.

e ———— ek . )

[ TOmT T e aT L T T

— — — m‘
290 rem Infinite time for BMX SIMULATOR

I 3[]{] rem EEE AT EEAE AR A A A A A A A A A A Akt hdd Attt ittt

310 DATA 1,0,27420, &hde’7l

320 DATA &h6l75, &h746f, 8h5c62, §h6d78, &§h2e70, &h7267, &h0000, 99999

| 460 BSAVE “BMXCHT.PRG”,CHEAT, 256

= e s ey e —— T S i Sl T i

MORE CHEATS...
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REM **** UNIVERSAL CHEAT ROUTINE FOR FAST BASIC **%¥*

RESERVE CHEAT, 256
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 and save it for future use.To
REM use a cheat routine replace the lines of code in this program with those in the new listing.

DATA $5601A, 50, SE4, 50,50, 50,50, 50

DATA $0,50,%0,50,%0, SFFFF, S4FFA, S1FE

DATA $2F3C, 50,5300, 5487A, SFEF4, $4267, $3F3C, $4A

DATA S$4E41, S4FEF, $C, $487A, $64, $3F3C, $9, $4E41

DATA S$5C8F, $S3F3C, 87, $4E41, $548F, 54267, 5487A, $4A
DATA $3F3C, $4E, $4E41, S41FA, $68, 53018, $COFC, S6

DATA $D1CO0, $487A, $37, 54874, $33, $2F08, $2F3C, $4B

DATA $3,$4E41, $4FF9, $7, $7TFF0, $2F40, $4, $2240

DATA $43E9, $100, $41FA, $3A,$3018, $5340, $2458, $D5C9
DATA $3498, $51C8, SFFF8, $4ED1, $2A2E, $2A00, $1B45, S496E
DATA 3$7365,57274,52067, 5616D, 56520, 56469, $736B, $2061
DATA $6E64, $2070, 57265, 57373, 52061, $206B, $6579, 50

REM DATA LINES GO HERE
REM NOTE: USE § INSTEAD OF &H SO &H45 BECOMES $45 ETC.
REM LEAVE OUT THE LINE NUMBERS TOO.

REDM % % v vt de o d de o o o e e o e o o e o o o o e o o e ok o e o o o o o o e o o e e e o o o ok o e o e ke e e ke e ok

REM The following code is game specific.These are the lines
REM of code that must be altered to provide cheats for

REM different games.
REM %t sk s o e ek e e e e o e ok ok e ok ok o ok ok o ok ok e o ok o e o o o ok ok o ok ook oo ok e ok ok e ok ok ok ok o

REM Pokes to give weaponary on Xenon
REH_********#****t****#***t******i*tt*i*t***t****t**********

DATA 57

REM if you don’'t want the poke change $1b42 to $1b40
BREM ‘wing tip weapons

DATA 0,2250, $1B42

REM ‘side shot

DATA 0,2246, $1B42

REM ‘homing missles

DATA 0,2274,51B42

REM ‘lasers

DATA 00,2254, $1B42

REM ‘armour

DATA 00,2258, 51B42

DATA 50,5141c,$0,50,51456,50,56175, 5746F
DATA $5C65, $7269, $632E, $7072, $6700, 99999

REM A A A A A A AR AR A AR A A A AAAAAAAAAAAAAA A A A A A A A A A Ak A Ak Ak kA h ki

BSAVE “xenoncht.prg”, CHEAT, 256

REM The above statement saves the cheat. routine to disk.

REM This is the file that must be double clicked to run the cheat.
REM When asked to insert the game disk,do so and press a key.

REM It's a good idea to keep all your cheat routines on one disk
REM and insert this in drive A when you switch on.

MORE CHEATS...
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REM Infinite time for BMX SIMULATOR
REM *%kkkkkhkhhhhhhhhhkhhrrhkhhrhhhhhkhhhrhhhhhhhkihhrkd

DATA 1,0,27420, $4E71
DATA $6175, $746F, $5C62, $6D78, $2E70, $7267, $0, 99999
BSAVE “BMXCHT.PRG",CHEAT, 256

REM FAST BASIC ROUTINE FOR INFINITE LIVES ON OIDS V1.0
REM { } SYMBOLS ARE SHIFTED SQUARE BRACKETS

RESERVE CHEAT, 1024
BLOAD “A:START.PRG”, CHEAT
{CHEAT+5260)}&=$357C: {CHEAT+5262)}&=5302C

{CHEAT+5$264}5&=54718: {CHEAT+5$266)} &=$4E92
BSAVE “A:START.PRG”,CHEAT, 770

REM TO USE THIS CHEAT,TYPE IN THIS LISTING, INSERT
REM OIDS DISK AND RUN
REM NOW LORD GAME AS USUAL

rem ******* Infinite lives for OIDS - ST Basic **¥kkkkkkikk
dim a% (770) :cheat=varptr(a% (1))

def seg=0:'delete if using new basic

bload “a:start.prg”,cheat

poke cheat+&h260, 6h357c:poke cheat+&h262, 8h302¢c

WE WANT YOUR
LETTERS!

YOUR COMMENTS ABOUT:-

ST ACTION, ST GAMES, SOFTWARE HOUSES, PROGRAMMERS, GRAPHICS, SOUND,
SEXISM AND VIOLENCE IN COMPUTER GAMES, SOFTWARE PIRACY, GAME
PACKAGING, GAME PRICING, USER GROUPS, OTHER COMPUTER MAUGAZINES, THIS
HINTS AND TIPS SECTION, COLOUR MONITORS, GAME MEGATESTS, THE LAYOUT OF
THIS MAGAZINE, THE REVIEWERS, THE SCORING SYSTEM, LIFE THE UNIVERSE
AND EVERYTHING...

ARE ALL REQUIRED TO MAKE YOUR ST ACTION MAGALZINE
EVEN MORE LIVELY, INTERESTING AND BETTER!

AND WE'RE WILLING TO OFFER SOFTWARE FOR THE MOST
INTERESTING LETTERS THAT WE RECIEVE!!

WRITE YOUR LETTERS TO: ST ACTION (LETTERS), 10 THEATRE LANE,
CHICHESTER, WEST SUSSEX, PO19 1SR
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ai a price that makes sensel

e« Fully featured, fully compatible
?’ ST drive available NOW
. at an ultra low prlce

We can supply
you this external
2nd drive for the Atari ST

- at a sensible price of course.

Using a top quality Citizen drive mechanism, this drive
gives the full 720K formatted capacity. Quiet in
operation, neat slimline design, colour matched to the
Atari ST, with a long connection cable for location left
or right of the computer and includes its own plug-in
external power supply unit. All in all unbeatable value.

Our Price only...

£99.95

including VAT
. and delivery -
| Why pay more? |

AT Rr 520STFM SUMMER PACK!
Includes STFM with 1MEG drive, 22
gumes {remll value £413.94) & joystick.

) I \ A nly £369.00

520 STFM, standard mndel o ..... £269.00

1040 STF..ccovveee- ..£429.00

1040 STF With MONO MONILOT +..oveerseeeesesseeereeessneneess. £549.00

Mega ST2 with mono ITVORIEON .occuncesssrsonssomsinemmonnsannss EBSS.00

Mega ST4 with mono monitor ....... sl 1 San 00

Atari SLM804 laser printer, great value at...............£1199.00

Atari SM124/5 mono monitor.. i g;ﬁggg

e e e e —— POWERFUL Disk Utilities for all Atari ST models

Atari DTP system 1 - includes Mega ST2, Mono Monitor, : . I

Atari laser nnter Fleel St Pubisher & 90 dt?g;.r on sr_:liﬂ mamtgﬁnce '£2499.00 Now with PARAMETER BACKUP options!

A Mo EUmbEard E'ﬁk Diive .. ' S = Egt‘;’gg gg Now shipping latest version 2 - includes parameter options

gﬂﬂgﬂg Eﬁﬂga 12 nn."reeg {c;ﬁaall drn}é"" £229 .00 - handles many extra programs. Allows better usage of your

Pace Linnet Modem Pack inc.cable & software.........£179.00 disk sg}aceEIHLI:;IisgsEgll S;E;,',Iabte drives and memory.

Phillips CM8833 colour monitor ¢/w ST lead.. .....£279.00 gﬁi‘m;;j use?ul dsashtc:- Sy s o

Phillips CM8852 as above, higher resolution .“.....ZH.EEQQ.DD eeeantial ?d'lsk managementpcﬂmmands includmg IPDHMA
(Extra £10.00 discount on Phillips monitors if bought with an ST) RENAME, DELETE etc.

EXTRA FORMAT

to maximise usable space on your disks - provides over 15%
additional user storage space per diskl

RAMDISK and SET DATE/TIME accessories.

UNDELETE

to recover accidentally- lost files.

P R ’ N TE RS DISK ANALYSIS

All prices include VAT/delivery & cable DIRECTORY PRINTOUT
We use and recommend Slar printers IL f plus DISK SPEED CHECK, UNFORMAT and more!

All ST prices include: mouse etc. PLUS 5 disks of s ware
including wordpro, utilities, graphics, game and demos.
We can quote you for any combination of hardware.

since we find that they ofier an unbeat-
i O n Iy £24 i 95 B e R A

able combination of fealures. print quali-
Existing users can upgrade to the latest
version - enclose £2.00 handling charge

SR o1 A

ty. reliability and value. Don't make the
wrong decision, det it right with a Star
printer at our special. all in. prices.

M Paper Parking (use single sheets TIme'DrI-cE
without removing tractor paper) Data Manager.... . £37.95 GFA Basic .. EET.BS
M |IBM/parallel interface Swift Calc .. i . £37.95 GFA Gumplr&r e i T
- W 4K buffer Data Managﬂr + Swift Calc ... . £59.95 GFA Draft . E‘_;_g gg
. : B Comprehensive ‘front r.ianel' Eﬁ;‘;‘“{DSPTPuHEhEr Eg: gg GFAVeclor ...
. H 96 NLQ print combinations Word Writer .. S £50.g5
W 144/36cps print speed Desk Top Publisher + Word Writer ... £114.95 Eﬁﬁ?{ﬂ:ﬂ r ﬁg gg
- m Macro Assembler ........ E1595
Hugely successful as an addi Onl £1 99 00 Cyber Stdio (CAD 2.0) ..oooooooorrenne. . £67.95 15t Mail (for 151 WOrd only) - £15.
tion to the Star range, this little . ber Ciantiol {mmamr: " 4495
wonder provides many useful £934.00 E;’w Paint e EEA T Miscellaneous
I_?a‘tures at an arfE:rdabla EIIEB Colour version EI'I'II}" . CAD 3D 1.0.. T £18.95 Elu?i :ﬁwm Fublnshar
olour version also available Architectural/Human/Future rote
Both models represent fantastic Prices include 2 extra black Design Disks . e £22.95 Easy Draw 2.
value for money. ribbons free of charge. genems E:m;iler;u!ar modelier .............. Ei‘ggg Eg:: g::g ggﬂ"
ere U 4 [ Y erarse e
Star NB24-10 includes 2 extra ribbons free of charge... £469.00 Gﬁgﬁﬁﬁfﬁﬁ,} Eizﬁjﬁ Mark Williams G .....ccoccenncsninmessnsasns
Star NX-15 bud?at wide carriage printer ............c.... £319.00 Basa Two .. revvessreersesesseensessenernee E48.95  Superbase Personal ...
Star ND-10 180/45cps high quality 10" . IO e s~ ” [ M8 L8 COLR (=prite editor) ...........oeeene £18.95 D80a3s Ele ..o cvvisimmsnsmssssnsssssssmssssanns
Star ND-15 wide carriage version of ND-10.............. £419.00 ﬁgpg:ﬂ(;nnﬂumm.........,,
Star NR-10 240/60cps professional 10”.. rerensaneense E379.00 Fliaht Skoutator U £37.45 Logistix..
Star NR-15 wide carriage version of NR-10............... £499.00 F 215 Strike ERQIE oo, £16.95  Word Perfect W 1
Star NB24-15 wide version of NB24-10 ..................... £599.00 Gunshi ................:'.'.f:'.:f::'.ﬁ','.: £16.95 FTL Modula-2 .
Star Laser, very high spec. for cost, send for Silent Service ... ssessurneres £ 1885
details/samples (price inc. 1 yr on site maint) ......... £1795.00 Saqe = B
NEC P2200 budget 24 pin, great value NG Bnd BAMNIE. ...ccosscasese
. £349.00 Book Keapar ... £54.95 Greetings Cards ..
168/56¢cps plus many features ..... e A R A ok T cmndm&gmumm
Cut Sheet Feeders available for above dot-matrix printers Accountant PIUS ... £171.95  Art Library 1 (clip ant) .ooooeeceeernn
at low, low prices - phone for details. Financial Controller ... £259.00 Art Library 2 (clip @) ..oocoreeessmssssssensans

3-5" diSkS Eend'j'lgrlﬂ,;?r Ag:sﬂsﬁggidemm EW@@}D@H@ [mg [I__ﬂ@ﬂ

Phone with ACCESS/VISA details 63 BRIDGE STHEET

: : ; Govlt., educ. & PLC official orders welcome ¢
10...£11.95 In P!ESIIE case £13.95 Same day despatch whenever possible EVESHAM

25..£27.95 in 40 cap case £34.95 Callers welicome, open 6 days 9.30-5.30
; All offers subject to availability, E.&0O.E. WORCS. WR11 4SF

Fully guaranteed double sided media TELEX: 3332904  FAX: 0386 765354 Tel: (0386) 765500

ALSO AT: 1762 PEARASHORE RD. COTTERIDGE, BIRMINGHAM, B30 3BH. TEL: 021 458 4564
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GoeL COMPUTER SERVICES
THE CompLETE COMPUTER SHOP
45 Boston Road, Hanwell, London W7 3SH. Tel: 01-579 6133

AIRBALL.... 2895 1590 LAFFAIRE..........cccocveeeeeee..19.95 1290 SPACE QUEST 2. 19.99 - 12,95
ALT WORLD GAMES... ....19.99 1295 LEATHERNECK .. e 19.95 1290 SPIDERTRONIC .........cccovveeee. 19.99 - 12,95
ARKANOID 2... e 19.95 1290 LEISURE SUIT LARRY .. ..19.99 1295 STARTREK ... 1995 1290
ARMY MOVES ..........................19.95 1290 MACH 3.. 1000 1208 STARWARS ... L1095 1290
BACKLASH - -oi e agas 1900 SHDBIUE oot 2499 1595 STARGLIDER... 24,95 1590
BAD CAT . el 905 1290  MICKY MOLSE.......cuiusemss: 19.99 1295 STARGLIDER 2.. 2495 1590
BERMUDA PROJECT............2499 1595 MICRO LEAGUE WRESTLING .24.99 1595 STRIKE FORCE HARRIER ......24.99 1595
BEYOND THE ICE PALACE .....19.99 12.95 MINDFIGHTER .. 2499 1595 TANGLEWOOD... 1985 1290
BEYOND ZORK .. 2499 1595 NOBRTHSTAR .cocviecnnenin -...19.99 1295 TERRAMEX ...ccooccovoonncen.onn19.95 12,90
BIONIC COMMANDOS............... LR e s O | DR - T - T — 19.95 12.90
BLOOD VALLEY .. e 1999 1295 OUTRUN...coooovcvcercceiennnn.. 19.99° 1295 THE BARD'S TALE .................24.95 17.50
BUBBLE BOBBLE ....................19.95 12.95 PANDORA .. .19.95 1290 THE PAWN.. e 24,95 15.90
BUGGY BOY ... 19.99  12.95 P BEARDSLEY'S FOOTBALL ...19.95 1290 THUNDERCATS ........cccco.0o....... 19.99  12.95
CAPTAINBLOOD ........cccccceeeen 2495 1590 PHANTASM........cocovnimmiincnnsns 19.95 12.90 TIME AND MAGIK .. 1995 1295
CORRUPTION .. e s 1580  PLATOONM.. 1995 1290 TOURNAMENT OF DEATH........ 19.95 12.90
CREATOR .. .1999 9599 POLICE QUEST .. 19,99 1295 TRANTOCR .. N——— |t R : B P L
DEFENDER OF THE CROWN ..29.99 19.95 POWER PLAY ..........................19.99 1295 TRAUMA .. e : 19105 4990
DEFLECKTOR .. i 1998 1295  PREDATOR.....occiisirinssssminmisionsins 19.99 1295 TRIVIAL PERSUIT .. 1995 12,90
DUNGEON MASTER................2599 1595 QUADRALIEN.........cccccoooooo... 19.99 1295 UMS .. 24,95 15.90
FISH .. 2495 1595 QUANTUM PAINT .. 1995 1295  VERMINATOR.. e 24,95 15,90
FLIGHT SIMULATOR 2.............2495 1590 RETURN TO GENESIS ............. 19.95 1290 VIRUS .. e 18,95 12,90
FLYING SHARK .. ...1995 1290 ROAD BLASTERS.......ccceooeu.... 19.99 1295 WAR GAME CONTR SET.......... 2499 15.95
GARY LINEKERS SOCCER.....19.99 1295 ROADWARS ...........................19.99 1295 WARLOCKS QUEST .............. 19.99 1295
GAUNTLET 2 .. - 1999 1285 ROCKET RANGER............. st 2999 1995 WHERE TIME STOOD STILL....19.95 12.90
GET DEXTER 2 ...oooovoevene. 1995 1290 SCRUPLES.......cccverne. 19.95 1290 WHIRLIGIG .. cererrerenenene. 19,95 12,90
GOLDRUNER 2 .. 1995 12.90  SENTINEL coooeevieerisssccieenn 19.95 - 1290 WIZARD WARZ.. 1999 1295
GUNSHIP .. ....2495 1595 SHACKLED........cccccoeeeeee...19.99 1295 WIZBALL .. i 1995 1290
HUNT FOR RED OCTOBER ....24.95 1590 SHADOWGATE ...... ...29.95 1990 WINTER OLYMPIAD.................. 19.95 12.90
IMPOSSIBLE MISSION 2 .......... 19.99 1295 SHANGHAL..........cccevvrvvrernen..24.95 1590 XENON.. e 19.99 12,95
JINXTER .o 2495 1590 SLAYGON .. e 19.95 12,90
KARATE KID 2 .. 2495 1590  SOLOMONS KEY —.ooooomoverveennnnn, 19.95 12.90
KING OF CHICAGO..................2999 1995  SPACE ACE ......cccouumrusmsssssasisns 19.95 12.90
KMIGHT IR .. civeivmisancimsinsiss 1995 1295 SPACE PORT ....ccocoicevinnnnss. 19.99 999

Access and Visa Hofline 01-579 6133 P ]
m for foreign orders please add £1.00 per disk. Please bring this advert to buy at these prices. e el

Fast ST Basic

Users Group
Oficially Supported by Computer Concepls.

BRANDED DISCS

35 LONDON ROAD, TOOTING, LONDON SW17 9JR

SUBSCRIPTION

Our group is run on a newsletter basis
which is released bi-monthly. To subscribe

for 1 year only costs £6.00. (Non UK

residents £10.00)

We already have over 500 members!

CONTENTS

FAST BASIC TUTORIAL
68000 Assembler Tutorial
Controlling GEM

File Handling

Help Page

Hints & Tips

News & Reviews

FAST BASIC OFFERS

50% OFF your FaST subscription if you
purchase Fast Basic Direct from us.

CARTRIDGE - £69.96 (RRP £89.90)
DISC - £37.95 (RRP £44.85)

Run Time Interpreter £9.95

All Prices quoted are inclusive

£12.95

for Box of 10 $5/DD 135tpi
£14.95 for Double Sided

PUBLIC DOMAIN

We have one of the largest lists of

Public Domain Software available.
This includes:-

FOOTBALL 88 Multi Manager Game
BLITZ Ml Aircraft Action
DAMONOID Planet Protector
OTHELLO Classic Board Game
PRO DARTS 501 Up Is The Game

And Many, Many More!
All five for £10 or £2.95 each

COMPETITION

FaST in association with Eidersoft
have come up with an exciting new
challenge. It's free to enter, just send a
SAE for full details on how to win.

PC DITTO, OMNI RES or KSWITCH 2.

Please send your cheques or postal orders to:

FaST. 42 York Road, Rayleigh, Essex SS6 8SB.

TIMESOF

) ST
ZAMIGA
SOFTWARE

Please Phone or Write for
Latest Cafalogue

- 01-685 9849,
Ee

ES




SOFTWARE ATARI MAIL ORDER

COMPANY

EXPRESS (021) 328 3585
A = MAGIC Turbodizer(VIDEO)

The A-Magic Turbo-Dizer was developed especially for the Atari ST. It is one of the fastest video-digitizers

on lhe market. Simply plug the small (12 x 7 x 3cm) black box to your ST’s ROMport (Mega ST also) and
you're ready for action. From now on you can display everything on your SM 124/125 or culnur monitor. All

you need i1s a PAL-videosignal, which is supplied by any TV, video-camera or VCR.

You can digitize using your ST in 2 - 32 graylevels and process ithe the image using the following programs:
Degas (Elite), Neochrome,Colorstar, Monostar (+), STAD, Art-Director, D.R.AW. ...

With two grey levels it is possible to digitize up to 25 pictures per second (realtime).
What else can you do with the digitizer?

Advertising - Illustrations - Room Monitoring - Animation - Slideshows

Technical data:

Hardware: - resolution 640 x 400 NEW
- goldplated contacts ENHANCED VERSION
: power ;upply from compulter INC ANIMATION ETC.

input signal through BNC socket ;
£149.95 inc VAT.

Software: - resolutions 640 x 400, 320 x 200
- gray levels 2, 4, 8, 16, 32, either red, blue, green or gray

@ OPEN NOW! &

OUR NEW ATARI STORE AT

9, EXETER STREET

PLYMOUTH

PHONE (0752) 265276

[I-IEAD OFFICE 514/516 ALUM ROCK ROAD, BIRMINGHAM B8 3HX (021) 328 3585
ALSO AT 212/213 BROAD STREET BIRMINGHAM B15 2JP (021) 643 9100,
9, EXETER STREET PLYMOUTH PL4 9AQ (0752) 265276

DEALER AND OVERSEAS ORDERS FOR ATARI SOFTWARE INVITED

---STA Q5 STA ---



CLUB 68000

DO YOU OWHN AN ATARI ST OR AMIGA COMPUTER?
For everyona who owns one of these computers, CLUB 6800 offers its members games and business software, hardware & accessories with savings of up to 50% OFF RECOMMENDED
RETAIL PRICESI Each itemn has been carefully chosen to offer the besl value and quality.

HERE'S WHAT YOU GET

Whaen you join you will raecaiva;
; A FREE DISC with 10 GAMES (monochrome or colour).

- A FREE CATALOGUE offering you HUGE DISCOUNTS on tha TOP COMMERCIAL PRODUCTS (TOP 40 GAMES ON THE AMIGA AND ATARI ST.
TOP BUSINESS PROGRAMS. HARDWARE & ACCESSORIES).

: NEW CATALOGUE evary 3 months.

" NEWSLETTER evary month with SPECIAL OFFERS on the lates! products.

L Special PUBLIC DOMAIN SERVICE: Best quality collection of PD software for the AMIGA and ATARI ST - fully listed in our calalogue.

HERE'S WHAT YOU DO

: Choose as many producis as you want Irom the lisl of special intreductery ollers.

i Fill out the coupon below and return it to CLUB 68000 LTD.

: Your only commitment is to pay £10.00 for one years membership of CLUB 68000.

: Prices are FULLY INCLUSIVE of VAT. Postage and Packaging i posted within tha UK,

’ YOU ARE UNDER NO OBLIGATION TO BUY ANYTHING (bul when you sae our pricas wa think you'll want tol)

: Dealivery guarantead within 28 days.

SPECIAL INTRODUCTORY OFFERS

ATARI ST GAMES SOFTWARE SEMUMA ...cooriieissinsmseremnsssssnssssmnsers LE: K —— 12.95 ODIMErA0r v i 24890 e 15.95
IR U i i i 19085 12.95 Psion 3D Chess ......cccoceevvemenrrsnnss 2495 s 15.95

Arcade Force Four ..............ccocinnees 24.95 ........... . 15.95 RV .- o e s s i e L N E— 9.95 P RONTY e i e s e 7 e —— 15.95
N s s s b e e R T8 s 12.95 Scrabble Deluxe .......cccovvmeevrennne. 1995 .. 12.95 Pink Panther .ooooceeeeeeeeveeeeeieesiennees 19.95 ..o 12.95
Bubble Bobble ...........cccooeeviiinimnics 1085 i 12.95 S s 19858 o 12.95 FOCKION . iiiniininnis snnin s i 1985 i 12.95
Black LAMP .....cccvvminenna T 18995 ..o 12.95 TR TEOIDOMIR ... omnci e s i e e s 2495 .....coooeee 15.95 Return 10 Gengsis ............... s 12 TR 12.95
Bubbie Ghost ..........occccnrmmsrerssenes |2 B L E—" 12.95 Tanplewood ............ccocemivrensaromsnns 1995 .....ccoo.v.e 12.95 SEUPIES .. sms s 21995 e 12.95
BaMaghing ......ccooooiimasniinniimmmsssinas 1495 s 9,95 i |, el e S 1995 .. 12.95 ENMODEIBT, s it i nadii i BB 6.95
W TS o i i i e 19.95 ......c00000. 12,95 Time and Magik ..........cccommumnecinins 1 B L —— .12.95 Shulfleboard .........ccceereeemessssssssens BA5 .. 6.95
Captain Blood ..........ccomvmiminnsnne 24.95 ...oirinnnns 15.95 THAT BOXIN scnmmimsmmsenmmssansmmiins 8995 ............. 6.95 Slap Fight ..o e 19.95 ............. 12.95
Champ. Water Skiing ....... s 19.95 .........e. 12.95 Vampire EMpPIre ........cccconrermamvensans 1985 12.95 Sub Batthe Sim. ......cceevvreereisssnnans 24.95 ...ooviiiins 15.95
Caplain AMerica .........coveeeennn. i DY, o 15.95 Warlocks Quesl .........ccc..... PP | 1 | S .12.95 CRRNDIOIN o it s 2 K- | — 12.95
0[] ) o R D R R RO 6.95 Winler Olympiad .........ccccoceeennncee. 19.95 ............. 12.95 SUPEISPIINT vovvvesceseseessennnns R 14,95 ....ocoovernen. 3,95
R CABIN i i s nised 2495 ..o 15.95 WWArDaWE e 2 | 6.95 CHEWINDBI e eernssarnssss B AR B6.95
Dungeon Master .........cveewmenns 2495 .....cioeeee 15,95 BEATREY: EIRT s i i i 24.95 .....cccen. .15.95 SDIATINONIC ... coicimimiccnsisnnsssssnnme - 1 - T 12.95
ERRION BT i e i i e ——— 15.95 Amenican Pool .........commemeisn s 995 ...........695 Spitlirg A0 ... e e e 24,95 .......... . 15.95
D s i 3 s 5o s B s a8 2 B r o TR 6.95 HAREAIAN s aidutin s canni i s chviia 1 - | R 15,95 Trash Heap 3D .......ccccceiiiiiiiiinnns p T L e R 12.95
Fright Nighl ......cooneiessnenns T 1985 ....ccvvims 12.95 Backiash .......cceciceemssnnscsnssesmssnans 1 1. S — 12.95 WAL eaeihmovsain s aasuni i 24.95 ...iiiine 15.95
LR PRI o i simmssaimmaions 1980 i 12.95 Bmx Simulalor ........ccocccvivecennieee. RN 9.95 T@ITAMBE .vevsseeesvsesssrmsssseesnsmsresenns 19.95 ..o 12.95
DTy e Ly b ! TR 15.95 B e e BBl 6.95 WS s e 995 i 6.95
Hunt Red Oclober .......... PPl 24.95 ............. 15.95 Crash Garrel ........cc.conmuermmenennnnens P 12 . R o 12.95 LIS s i S R e R R 2495 ...........1595
IR Waniders ... 19.95 cooiiiiinnins 12.95 Carrier Command ........cccceenmiiniens 2405 i 15.95 Winler Games ......ceeeervsmsressrsrsssnns 24.95 ...oovvene 15.95
Imp. MISSIon I ... 2495 ............. 15.95 Computar HItS .......coomivmmmaseiimmsmses byt R 19.95 World Games ........ocoooiieicceiinens 24095 i 15.95
Jewels of Darkness ...........ccceveeeens 2 — 12.95 B, 1 [ 0] [t S O S 1885 12.95 N A o et e e 0 R, 12,95
IO N i irmdered 1095 .. 12.95 D2y WIZAA ... v cunminansn TE90 inniee 12.95 BRI e e B e 18.95 ............ .12.95
L BNl ... ciivsirenrnsinnssnnasstunie 19.95 ............. 12.95 Defender of the Crown ..........ccoov.. 2995 .....ccoveene 19.95
e e SR SOPURPRRIEUN SSRURE I B [ L —— 12.95 T Y JEm e T TR i i 12.95 ATARI ST BUSINESS SOFTWARE
Ninja MISSION .........cccciveinsemmmammsssne: 2 B2 R 6.95 Endivd Racer .o 1885 i 12.95
I e s 1995 ... 12.95 FHRIEIDMGA .. ot niniciainicniane et 19.95............. 12.95 15t Word Plus ......... T T A 79.95 ............55.95
R e aavi s e e i .95 ..erissnenss 555 Flight Simulator Il ........ccccceieeviinnns 4985 ............. 34.95 e IO s o i yancs i S i 59.95
Powar Sruggle ........oovevmmeermmmsrses 1485 ... 9.95 Guild of Theives ..............cccovemme 2495 .......... - 15.95 Superbase Personal ......ccccccoveenen =2 " e 69.95
ETeEbOr . e e 18895 ... 15.95 Gambler ........... e . 5 ERRREER R, .95 Superbase Professional ............. 24995 .. ... 169,95
Pub Pool ... * 5.7 LTS S . RN s et s e A e i A L7 B LT S o 6.95 VIP Professional ..o eeenenee. L | e . 139.95
RORWNADS st o 19.95 .. 12.95 Inl: Soecer o 1995 12.95 Word PBBC .........oorcuenrernrsnssanness 228.00 .......... .159.95
Rolling Thunder .............cceeee. g 1985 12.95 Jinxler .............. SR B - 2 15.95
Screaming WiNgs .......coccccninnnnn i I 9.95 A BEEAE s - - E—— ATARI ST HARDWARE
Slone Broaaker .............ceoveeevmeenees 1495 ... 995 Kanting Grand PX ... DB 6.95
Shadowgale .........occeeevenniinnennns SRR e 15,95 Laathermeck ..o asmasnconns 19.95 ... k... 1295 o LHEK: D8 ot 13880 89,95
Slarwars ... 4 s g AR R 19.95 ........... .12.95 Mission Genocide .........cccoveeeeicennne 995.........6.95 5.25" Disk DAVE w.ooeeveeeeeeeeee e 169.95 ........... 129.95
Silicon Dreams ..o rseeesens [ R, 12.95 ] T e e e P o 19.95 e 12,95 Monitor Switchbox .oovveeeeieeenn. 3995 3405
Starglider .......... S N e 205 s 15.95 B e e e 100 i .12.95 Sound Digitizer ........cccieemvemmmmsems AN 39.95

CLUB 68000 INTRODUCTORY OFFER
Mail to: CLUB 68000 LTD, 52 LINKFIELD ROAD, ISLEWORTH, MIDDLESEX TW7 6QH
(SORRY, NO PERSONAL CALLERS PLEASE MAIL ORDER ONLY)

DIESGU 2717

x

PLEASE SEND ME:

Free Post and Packaging within the UK. Europe add £1.00)

Total:

PLUS MEMBERSHIP only £10.00

Total enclosed: [ VISA
Cheque enclosed [ ] Visa [] Access/Mastercard [ ] Postal Order [ ] l_+

Credit Card Number || EI ﬂ [I
Expiry Date Signature
Name - Address

Telephone Number Post Code

= ——— _—

FREE GAMES COMPENDIUM: [ | ATARI ST [] MONO [] COLOUR AMIGA [ ] STW26 [ |
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HEADLINES
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There are many different areas that the
computer entertainment industry has to in-
corporate in order to get the end product, be
it a game, joystick or computer, to the con-
sumer. One of these is BR, or Public Rela-
tions. Martin Moth sidetracks from the main-
stream of computing to visit Headlines PR,
one of the main PR companies dealing with
the computer entertainment industry.

A potted history

Headlines PR Ltd. was formed on October 1st
1987. It has had previous incarnations under
Lesley Mansfield (now with Electronic Arts)
and David Crosweller (now head of Infogra-
mes UK). Simon Har-

vey, the current MD, Fv

started his career in

the computing arena 3“

at CTW (Computer

Trade Weekly) as a

trainee reporter and |

worked his way up to |

Deputy Editor. Last |

year, however, he

had reached a pla-

teau and could go no

further with CTW.

One thing that he had

noticed by working in

the journalistic world

was that very few PR

companies worked

for deadlines, that

ever-important word to the ears of the com-
puter press. He decided to talk to Lesley and
with an offer attracting her to EA, Simon took
over Headlines. At that time they were deal-
ing with Robtek, Martech and CRL, and these
companies decided to put their faith in Simon
and stay with Headlines. After a short while,
things started to come together and work
picked up. Simon is currently the UK press
relations manager for MicroProse, with
Headlines representing Martech, Domark
and Grand Slam which, according to Simon,
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is ‘a nice company mix'. They also do some
work for CRL and two smaller companies,
CCS and Exocet, about whom he was very
enthusiastic.

As for personnel, Simon started off
with just himself and Madia Singh, who had
worked with Lesley Mansfield at Headlines
previous to Simon's arrival. They then ex-
panded and took on Lesley Walker, previ-
ously at C&EVG, thus making up the trio that
form Headlines today. As far as sharing the
workload goes, Lesley deals with Exocet,
CCS and the CRL account, Simon deals with
the MicroProse account and both he and
MNadia deal with the Domark, Martech and
Grand Slam accounts.

Future deals

Mot content with six
computer software
clients, Headlines
are moving into
other areas and are
taking on one ma-
jor client in the
computer industry.
Simon declined to
say anything fur-
ther, otherthan that
they are not in the
software industry
and that he was
really looking for-
ward to working
with them. He is also talking to a couple of
companies in the US. Apparently, they are
nothing to do with the computer entertain-
ment industry, but had heard of Headlines
and are pretty keen to set up a deal. Of all
this, Simon says, ‘| guess life is pretty hunky-
dory right now!’

However, it is one thing to gain
clients, but the trick is to maintain that client
base. This involves providing effective PR
across all products, letting people know what
you are doing and ensuring that you provide



PU

people with what they want. This, in turn,
provides the company with good coverage,
which keeps the contracts, which, at the end
of the day, is what it's all about.

S0, exactly
what is PR?

‘I think of
PR as another form
of sales, really. It's
just an extension of
selling. My client
will have a sales
manager. Now he
is actually dealing
with selling units,
whereas | am deal-
ing with selling the
company and the
idea of the
company's prod-
ucts to the press.
PR is about getting
nice people to write
and think nice
things about you.
That is essentially
what my clients
want me to do.
There are many
different ways of
getting there but, in
the end, what my
client wants to see
is column inches,
i.e. written public-
ity.

It is more
than that as well.
It's creating a
centre of coherent
information that is
easy to under-
stand, so that
magazines know
what they can get
from us and they
can get it quickly
and efficiently,
within reason. | say
within reason, be- Nadia Singh
cause the software
industry runs on programmers. Mow, they
may be wonderful people, but because of the
nature of what they do, things do tend to slip.
Understandable maybe, but when you're
trying to beat magazine deadlines and ensure
that they have the product and all the neces-

DOMARK

sary information that goes with it, then things
do tend to get a little bit awkward. This has
proved to be a problem on a number of occa-
sions, but there's not really much you can do

about it, unfortunately.’

| commented about the fact that com-
panies that are more than willing to help with
information, screen shots, visits, etc., are

Si Harve

more likely to get better coverage because, if
computer journalists can communicate on a
more f[riendly basis, then without really
trying, more ‘column inches’ are written
about them. Simon agreed: ‘I'm a great be-
liever in the simple process of being sociable
with the magazines. At the end of the day, we
are all trying to promote the good of enter-
tainment software. We're all in the same
boat; we're all trying to make something out
of it, and luckily I'm in a position where | enjoy
what | do and | like being friendly to people.
I'm a great believer in generally ‘being a nice
chap’. | don't get anything out of being nasty
to people. You get some advertising people
phoning you up and hassling the living day-
lights out of you sometimes, and that be-
comes a bit annoying; but they have their job

---STA4 8 STA ---

Lesley Walker

to do, as well, | suppose.’

A job in the life of Headlines

With so much obvi-
. ous press attention
| focussed lately on
' Martech's Vixen
. along with Corinne
. Russell, this was
obviously no ‘rush
. job' but a well-
. thought-out ‘promo-
| tional package'. |
. asked Simon if he
' would run through
the PR side of the
' Vixen game, thus il-
| lustrating what is
involved in a game
§ promotion. This can-
" not be construed as
definitive for all PR
| jobs, just an example
of one particular
variation on a theme.
| The ‘theme’, of
. course, is to get the
| game noticed, writ-
ten about and talked
about.
; ‘Well, to start
- with, I'll sit down and
| talk with my client
! and we'll discuss
| what products they
have in the pipeline,
| and how best to ad-
8 dress the publicity
. for them. With the
. Vixen game, David
Martin, of Martech,
© and | put the whole
. marketing package
L together from the
§| original concept of
| the game. We knew
'\ what the game would
be, and then from the
marketing idea that
we had, we then
based the woman in the game around
Corinne, It may look like the game was
written around Corinne which, to a certain
extent, it was, but the original concept of the
game was there in the first place and, overall,
we think that this has been one of Martech’s
biggest marketing successes to date,
Okay, there has been some stick
from certain areas, with some people saying
that we were selling on the back of Corinne.

I e ——r -




We were to a certain extent, but at the end of
the day, the consumer in the street is discern-
ing enough to realise what products he does
and does not want, | don't think you can fool
the consumer these days and, although
Vixen is a damn good game, simply dressing
up a bad game doesn’t work. We also did
some phone-in lines, competition phone
lines in the national
press and competitions
across various maga-
zines and, altogether, it
has worked really well.

Getting back to
the plan of action for
Vixen, the first task, as
with all FMCG (Fast
Moving Consumer
Goods), is to identify
your (the software
house's) objective,
which is obviously high
sales. After the concept
of the game that has
been planned, or is
under development, is
decided upon, I'll come
in and we'll discuss the
whole idea, what they
want and what | think |
can do from what they tell me, We'll then go
and mull it over in our heads for a week or
two.

We thought about the idea of using
someone like Corinne and then looked at the
costing. We have to look at costings and so
on and how best to promote the game and
whether we felt it more worthwhile to spend

more money on this or on other things. Then
the game gradually evolved into this Vixen -
Corinne Russell theme and we decided to
use her in the game itself. Once this was
decided, we then needed to think of things,
such as, we needed a model, a photographer,
a set, a costume and some information to
accompany the game as a press release.
So, we found all the above and we
decided to use Corinne. She was very coop-
erative and worked very well. You have to
pay for people like that but in the end it's
worth it and they look better in the long run.
We then did a shoot and that worked really
well and we used some of the trannies for the
packaging and made others available for
magazines, dealers, distributors, posters and
flyers (a promoticnal package). All of these
then went into production. At the same time,
David Martin would have been thinking of
where he could get the best deal for the tapes,
disks and packaging and then include the

i o
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costing for all that into the final budget.
The next step would be to send screen

shots to magazines along with some infor-

mation about the game. What | try and do is

to get some news about the game in a maga-
zine one month, a preview the next, and then
a review with perhaps a competition. If it's a
big enough game, then possibly even a front
cover.

You then have all these elements
coming together: the press information for
magazines; the distributors now know what

= [0 buy; the dealers not
| only read the leisure
| magazines but are con-
tacted by their distribu-
' tors and told what is
| coming out soon. They
also read the trade
. press, such as CTW,
which is important to us
| as it puts our client's
| products under the
' noses of the most im-
| portant retailers and
' distributors in the coun-
| try.
i' The next step is
| the launch. This re-
' quires a |lot of work and,
| for Vixen, involves
| checking out a lot of
Isilly details, such as:
was the costume
washed? How was Corinne getting to the
launch and would she be there on time? Was
the hotel okay, are there enough plug sock-
ets for the computers? What formats would
be shown, and would it be a demo or a
finished game? If the game was only being
launched for the ST and Spectrum, then was
it worth inviting other people or would they be
interested because the nature of the game
would mean it being released on all formats?
Who should we invite?

You then have to think about the
budget you have to play with, as this affects
the choice of venue. For a game such as
Vixen, | like to keep the launch fairly simple
as all most people want is to have a few drinks
and some lunch for free, then come away
with a press pack and a few games and think,
“I've had a good chat with a couple of people
and | know more about Vixen than before |
went so I'll go and write some nice things
about it". They come away informed, basi-
cally, and that particular launch worked very
well.
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Registered trade mark of Software Communications Ltd.

After the launch there is the release
date, and hopefully everything will have
come together for that date. After that there
is what | term “secondary PR", which encom-
passes things such as competitions. Thisis to
extend the period of time that the game is in
the public eye, which equates to greater
sales. And that, as they say, is that.’

| hope this has given you an idea of
what PR for computer software involves. This
profile is not of your usual run-of-the-mill
software company, but is, nevertheless,
about a part of the computer entertainment
industry that is as vital as any other. Without
it, the computer entertainment industry
would not be one of the major growth areas

that it is today. @
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CASE FOR
CONVERSION

Dead Angle -
Seibu

When arcade game-creators
run out of ideas for new sce-

you from reaching ‘The
Boss', and subsequently,
your imprisoned girlfriend.
Your quest leads you through
Italy, across the Atlantic, into
the Big Apple, across the

il

l‘!

narios, they inevitably ap-
proach dead themes from a
different angle (excuse the
pun!). Seriously, though, this
proved a successful formula
with games such as R-type
and Salamander, and also
works to some extent in Dead
Angle, a game of guns, guts
and goons...
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You take the role of a
1930’s style detective who
has to fight off hordes of
family gangs who have ab-
ducted his girlfriend. These
gangs are trying to prevent
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States and through to Chi-
cago, where your girl anx-
iously awaits.

In order to defeat each
gang, you must shoot enough
members to take a pot-shot
at the gang leader. Their
morale then breaks, and will
allow you to continue their
travels. A bar at the foot of the

screen decreases as you dis-
pose of the thugs, and when
this disappears, you are then
allowed to fight the gang
leader. Also displayed is your
energy, the amount of gre-

nades that you have remain-
ing, and your score,

All very unoriginal,
don't you agree? To add to
the whole lack of
imagination, ex-
tra weapons
have been in-
cluded, such as
shotguns and
S.M.G.'s, which
have a limited
supply of ammo,
yet a more dev-
astating effect.
Medicine boxes
and extra gre-
nades are also
available when
certain objects
are shot.

Original-
ity, though, can
mean sweet
nothing if the
game is fast and
exiting, which
Dead Angle is.
The atmosphere generated is
overwhelming in some cases,
and you find yourself cursing,
swearing and kicking at the
arcade machine!

An interesting part of
Dead Angle is the way that
your quest takes you around
the world (it must have been
one heavy boat fare). Each
scene in each town is nicely
depicted, every one having
different obstacles to hide
behind, new doors and win-
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dows to explode and varying
heights to rise to!

As you progress from
gang to gang, you will find
that the thugs get cleverer,
and more difficult to Kkill.
Some start carrying two
guns, others lob grenades
and knives, while a couple of
the goons, who seem a bit
ahead of theirtime, think they
are on a certain TV show, and
wear the coolest suits outside
of Miami, whilst rushing

around with rifles and
shotguns. It can be very satis-
fying to gun them down and
ruin their suits with their own
blood!

The action is viewed
from behind the detective
with the backgrounds
scrolling parallax to you. The
graphics aren't awe inspiring,
as they are what is only ex-
pected nowadays, yet per-
form adequately, allowing for
enjoyable playability.




We found that the
music was rather a strange
choice for such a fast action
game - soothing ‘30’s jazz,
with shades of the Bond
theme, was not expected! On
the other hand, it does add to
the atmosphere, as did the
sound effects.

ST owners have al-
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ready had Prohibition, and
anyone who reckons that
they would enjoy a more in-
depth version of this rather
bland game would love Dead
Angle. It may only be a shoot-
and-kill arcade game, which
should make it big in the ar-
cade halls, but it is highly
enjoyable with a lot of
sparkle. No experienced pro-
gramming team would have
any real problems when tack-
ling a conversion (apart from,
maybe, the size of the game,
and some of the intermission
screens), and a decent ver-
sion would be worthy of
anybody’s attention.

There aren't any de-
tails of a licence having been
taken yet, but we're sure that
any software house worth it's
salt will be considering Dead
Angle right now. ST Action
will keep you up to date on
any developments.

Haunted Castle -
Konami

Konami have just released
some specialist titles of late
(such as Rack ‘Em Up), and
have been finding it difficult to
repeat the success of Sala-

mander and Wec Le Mans.
While Haunted Castle is
nearer to the high quality
arcade games that are ex-
pected from such a renowned
arcade manufacturer, it still
doesn’t contain the magic
found in Konami’'s more
popular games.

The current trend for

game scenarios is to have the
bad guys kidnap the hero’s
girlfriend. Dracula is to blame
this time, and he whisks the
newly wed bride off to his
castle, although we aren’t
sure why (we've got some
unprintable ideas!). Your aim

is to fight through graveyards
and caverns and reach the
castle where your wife is held
(sounds familiar!).

At the start of the
game, you have a whip which
you can use to beat the skele-
tons and ghouls to death
(‘super!’). When you kill off
one of the undead creatures,
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you are rewarded with a heart
or a new weapon. The hearts
decrease each time that you
use one of the special weap-
ons, which range from bombs
which can be thrown at the
creatures, to watches which
halt the enemies actions
temporarily.

Dracula's undead
creatures aren't the only ob-
stacles attempting to kill you.
There are also deadly boul-
ders falling from above, pools
of lava and a wall, who's
bricks fly out at you in the
middle of a thunderstorm.
There are also falling statues
to avoid, and a trail of fire to
dodge from time to time.

At the end of each
level, which scroll as you
walk to the right, you have to
fight off the guardian which
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obstructs your path. This
takes the from of a Medusa on
one level one, and a snake on
the next level, which is very
similarto the one in Salaman-
der and R-Type. Shades of
Ghosts and Goblins are also

recognisable, especially
when the ghouls rise out of
the ground, and the theme is
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very reminiscent of Labyrinth
Runner.

This must be one of the
first arcade games that was
derived frommn a computer
game. Vampire Killer and
Castle Vania, on the MSX2
and Nintendo respectively,
are the original games, and
are actually better than the
arcade version! They are
basically the same game, yet
more fun, with extra levels
and a more original theme,
After each three levels (you
needed a key to progress
from one to the next) you
were attacked by a guardian,
and there were more items to
collect and obstacles to
avoid.

Haunted House fea-
tures some clever graphical
effects with changing times of
day and fading mists. The
animation is of a very high
quality and the colours are
crisp and clear.

The audio effects are
also wonderful. The tunes
that play throughout are of
Konami's usual brilliance and
the digitised effects provide a
perfect accompaniment.

However, the game-
play is very unoriginal and
tedious, and goes to prove
that great graphics and sound
don't make a great game.
There would be very little gain
from converting Haunted
Castle, yet a conversion of
the original computer ver-
sions would be very worth-
while. Programmers would
have a choice of flick screens
(MSX2 style), or scrolling
levels (a la Nintendo), and
the computer version of
Haunted Castle would suit the
ST much better. It is far more
enjoyable, a lot more play-
able and much more interest-



ing! A strange predicament
for any potential licencee, yet
we are sure that you would
agree with us which versions
are superior when all three
games are compared.

Arcade Action
News

An exciting prospect has ar-
rived in the form of Domark’s
news that they are to convert
‘The Empire Strikes Back’ to

all major machines, including
the Atari ST. The game puts
you in control of Luke
Skywalker's snowspeed ve-
hicle, and Han Solo’s Millen-
nium Falcon, and your main
goal is to reach the safety of a
huge asteroid. Before you
can get there, though, you are
going to have to reach the
Rebel base on Hoth, which
will allow you to escape into
the skies.

There are four levels in
the game, with you having to

fight off probots, small AT-ST
robots and swarms of Tie-
Fighters. the game takes
place both on ground and in
space, and looms like being a
great conversion for ST own-
ers.

Next issue we will be
taking a look at Konami's
new smash, Vulcan's Ven-
ture, the follow up to the
massive Nemesis and Sala-
mander coin-ops. With the
news that Activision have
plans to release After Burner,
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we will be looking at the pros
and cons of such a conver-
sion, plus, of course, the new
arcade games that areripe for
licencing! See you next
month.

Written by

Dennis Hemmings
and Mark Smifh




'IMPOSSIBL
MISSION I

US GOLD (£19.99)

"The computer genius, Elvin Atombender is back!

Epyx Software, along with d.S. Gold, proudly

present the long-overdue follow-up to the award

winning Impossible Mission."

It was way back in 1985 when hordes
of gamesplayers put to right the
schemes of the evil Atombender. You
might have thought that Elvin would
have been locked up and the key
thrown away, but you would have
been wrong! It seems that either Elvin
has escaped from his captors or, that
due to some red-tape foul-up, he has
been released on parole. Either way
the psychotic genius has built himself
yet another seemingly impenetrable
stronghold. Elvin, one of the world’s
leading experts in the field of com-
puter codes, has funded his latest
scheme by breaking into the world's
banking systems and draining their
accounts. Over the last four years
Atombender has also been attempting
to electronically break into military
computer installations around the
world. Elvin's mental condition has
deteriorated so much that he has
vowed to destroy himself and with him
the entire planet! So far the earth is
safe, but should this madman succeed
in breaking the military codes...

The action starts shortly after
you, Field Agent Bravo 29, receive a

message confirming Elvin's entry into
the national defence system. You are
to put Cobra Blue Phase Il into imme-
diate operation, enter Atombender's

This sequel has been a long time
in the making but it was defi-
nitely well worth the wait.

All the atmosphere of the
original has been retained and
improvements made. The game
also appears to be considerably
harder with the advent of horizon-
tally-moving platforms and new
styles of robots.

The scream as you plummet
through the floor is even more
chilling than the original, as are
general game effects, such as the
hum of the lift and the echo of
footsteps.

The original stood out as a
classic on the 8-bits and this se-
quel preserves that reputation, as
well as Epyx’s brilliant track rec-
ord of quality software.
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The rooms are a complex set of platforms, lifts, moving walkways and miscellaneous objects such
as computers terminals, furniture and of course your enemies - the robots.
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Bravo 29 checks his hair.in the mirror before
tackling yet another robot.

stronghold and arrest or kill him! There
are only eight hours left in which to
complete the mission. It isn't going to
be easy - more like impossible!

Elvin's fortress consists of seven
towers, six outer units and a central
one in which Atombender’'s penthouse
suit is situated. Starting in one of the
outer towers you must search for both
secret PIN codes, allowing movement
between the external units, and
musical scores which should be used
to gain access to the central tower.
Mow Elvin, being a rather insecure
chap, has decided that his fortress
should be guarded, just in case some
fool should try and put a stop to his
little plans.

Dwelling within the metallic
citadel are six types of robotic guards.
The first, Sentrybots, are identical to
those Atombender used in his first
stronghold. These most deadly guards
are also the most common type of
robot encountered. Special care
should be taken when in close proxim-
ity to these marauding machines.
Minebots, as their name suggests,
simply trundle around various rooms
dropping surprise packages for our
hero. The third type of robot poses
more of a hindrance than a threat.
Pestbots simply ride on the complex’s
lifts and platforms, thereby rearranging
the room'’s layouts. Squatbots are
simple devices which lie on floors.
They pulsate up and down causing
any unsuspecting “visitors" to crush

KEYBOARD
JOYSTICK
MOUSE
COLOUR
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Well, about time too! At last
we are pleased to announce
the long-awaited release of
Impossible Mission II. “Two?”,
I hear you say, “Whatever
happened to Impossible Mis-
sion [?". Unless you previ-
ously owned a C64 then you
may not have witnessed the
original game. Still, if you like
platform games then you'll
love this one. Technically,
Impossible Mission Il has no
radically new features, and |
for one feel that because of the
game’s “ordinary” feel il is a
little bland. Either way, with
both Epyx and U.S. Gold and
the runaway success of the
original behind it, Impossible
Mission Il should sell like hot
cakes! Check it out!

NC

their heads on the low ceilings! Finally,
Bashbots and Suicidebots. Both of
these metallic monsters have your
swift demise in mind; both will grab
you in their jaws intent on throwing
you off some nearby platform. The
only difference is that the Suicidebots
forget to let go and follow you to your
untimely death. All of these units are
best avoided, although a well-timed
somersault will often help.

Of course, no self-respecting
agent would undertake a mission
unprepared. To help you overcome
Elvin’s house guests you have been
trained in a number of varied fields. By
using the items you may find within
the stronghold you have a number of
different options available to you. All
of these actions must be primed from
a security terminal. They include the
following: Lift and platform reset
codes; by activating these icons a
player may control the position of the
many moveable floor areas. Activating
the light bulb icon will illuminate an
otherwise dark room. Time bombs are
particularly useful when trying to open
a safe; by placing the bomb in front of
the desired object it is possible to blow
away the door, thus allowing further

Impossible Mission 1 only had 1 tower - Mission
2 has FIVE. Here Agent Bravo 29 moves between
iwo of them.

The lift screen is used to move from room to room and from tower to tower. The control panel is also

situated on this screen

inspection to be carried out. Mines
work in a similar fashion to the time
bombs, although they are only effec-
tive on the robotic guards. Finally,
Field Agent Bravo 29 can pull the plug
on the ever-present patrols. Selecting
this icon will give our hero a few
precious seconds in which he may
abandon any worry of being zapped.
Beware though, the robots will not
stand idle for ever and many a good
agent has perished due to poor timing.

GRAPHICS: 79%
SOUND: 57%

ORIGINALITY: 70%
ADDICTIVENESS: 76%

DIFFICULTY: AVE-HARD
IST DAY SCORE: 13000

Your agency have also issued
you with what is best described as a
pocket computer. This intricate piece
of machinery will help in cracking the
PIN codes and ultimately the musical
score needed to enter Atombender’s
penthouse. Also included on its
display screens is an accurate timer
telling you how much time is left
before zero hour, and a digitally
displayed map depicting your particu-
lar position.

Impossible Mission Il is graphi-
cally similar to its predecessor, the
inclusion of a simulated perspective
being the most noticeable difference.
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Improving on Impossible Mission
is an impossible mission in itself!
I first played this phenomenal
game three years ago on a Com-
modore 64 and it has remained in
my top ten favourite software list
ever since, Epyx have maintained
the athletic figure that runs and
somersaults across the screen, as
well as the elevators which take
you to the different floors In
Elvin's lair, but the rooms have
been totally refurbished with a
stepped-up security system. The
evil Elvin has designed more
robots and has even Installed
video cameras. The action is still
there, the puzzles are more con-
fusing and the venue is even more
foreboding than Elvin’s subterra-
nean lair in the original. Impos-
sible Mission Il is simply an es-
sential addition to your software

collection.
JS

Aurally it seems as though
nothing has changed -
the same eerie footsteps as
our hero jogs along the
empty corridors and the
zappy frazzled sound as he

gets crisped by a sentrybot
are still present.
So, with
just eight hours
to save the
world, will you
succeed? Or |
will you fail in |
what is termed
just another
Impossible ’f y
Mission? _/ =
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"Those endearing prehis-
toric characters, the
Flintstones and Rubbles,
have kept T.V. fans amused
for two decades and in
response to their current
popularity, Grandslam
have based an arcade game
around the residence of
Bedrock. But do cartoon
characters lose their appeal

in the translation?"

A manic rendition of the Flintstone theme
accompanies the loading procedure, after
which appears a simple option-screen.
There are five separate sections in the
game and you can select to practise the
two main themes or to play the entire
game which requires the successful com-
pletion of each section in order to proceed
to the next. Whether you have selected
practice or the actual game, a short
animation sequence shows Fred finishing
work at the quarry for the weekend and, as
he slides down the brontosaurus crane’s
tail, he yells the only speech synthesis in
the game - yes, you guessed it: ‘Yabba
Dabba Doo!’

The rest of the communication
between the characters is achieved with
speech bubbles and, in the first scene, Fred
has agreed to paint a wall in the cave
before he and Barney go to the superbowl
bowling competition. The game-screen
shows the inside of the Flintstones' cave
with the wall in the background; but before
Fred can start painting, he has to catch his
paintbrush - a squirrel! Finally, with
paintbrush in hand, Fred must be ma-
noeuvred to the bucket of paint and then
back to the wall to apply it. Once the brush
runs out of paint, he must go back to the
bucket again. Meanwhile, Pebbles crawls
around the cave and scrawls graffiti on
Fred's freshly painted wall - how cute!

Repeatedly, Fred has to stop
painting in order to pick up his daughter
and return her to the playpen. However, as
soon as he picks up Pebbles, the squirrel
paintbrush scurrys away and, once again,
Fred must regain the paintbrush in order to
continue his task. The top part of the wall

Oh dear! This really is a disap-
pointment. Grand Slam could
have made an excellent game out
of a topic like ‘The Flintstones’,
but the end result is a two-part
disaster.

Sluggish controls and the
slow speed make the painting
scene unbelievably tedious and,
sadly the bowling scene is, if
anything, worse. A lot of time is

wasted as the computer resels the
pins, or whilst Barney bowls, and
this means just sitting and wait-
ing until it is your turn again.
There is nothing about
this program I can recommend; it
is slow and painstakingly boring.

Avoid at all costs.

NI:01000

GRANDSLAM (£24.95)

Combine amusing cartoon characters with absorbing arcade entertainment
and you can be certain of success in the eight-bit market. However, will The
Flintstones appeal to the majority of ST users? The painting section is clever,
infuriating and taxing, but the bowling scene could have been more thought-
fully designed. Additionally, the token speech synthesis at the beginning of the
game seems to have been grafted on to use up some spare memory. The
Flintstones simply lacks a certain Yabba Dabba Doo!

can only be reached with a ladder which is
leaning up against the wall. The ladder is
on wheels and Fred must release his
paintbrush and move to the base of the
ladder, then, jerking the joystick quickly to
the left and right moves it along. The best
tactic is to concentrate on the top part of
the wall and let Pebbles scribble at the
bottom. To add to Fred's dilemma, he only
has five minutes to complete the painting
before Wilma returns home.

On the way to the bowling final,
Fred's car loses a wheel and he and
Barney must find and fit a suitable replace-
ment, jack the car up and fit the wheel
before the start of the match. The bowling
alley has two separate screens showing
Fred and Barney's run-up in one and the
skittles at the end of the alley in the other.
The amount of left or right spin is achieved
by moving the joystick in the correspond-
ing direction and is indicated on spin
meters at the base of the screen. Pressing
the firebutton increases the power meter
and releasing it at the desired level sends
the bowling ball up the alley. You control
Fred's game, whilst Barney is computer-
controlled,

After the tournament, Fred returns
home to discover that Pebbles has escaped
from her pen and has crawled off to a
building-site. He finds her perched on top
of a stone girder with a confusing array of
scaffolding, girders and ladders beneath
her. Under your control, Fred must climb

up in an attempt to rescue her. (qum 2
s14)
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GRAPHICS: 55%
ORIGINALITY: 64%
ADDICTIVENESS: 41%
DIFFICULTY: VERY
ST DAY SCORE: 6000

SOUND: 45%
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The cover of the book opens to reveal each of the screens page after page

Trying to emulate the spectacular
settings from the television pro-
gram would have been a futile ex-
ercise that would have left little
memory for the adventure and so
Activision have concentrated on
game content. The controls and
functions are comprehensive and
easy to use and the puzzles are
never short of infuriating. But
spending some time toiling to es-
cape from one cramped and unin-
teresting screen only to end up in
a very similar room, is not condu-
cive to interesting adventuring
and gives little incentive. Never-
theless, a must for those fans of
the seemingly impossible.

the form of riddles, while the evil
Buggaine takes pleasure in misleading
you into mortal danger. The Oracles
can be consulted throughout the
game, although their clues may have
more significance later on and so it is
advisable to keep a list of every clue.
Meanwhile, back in the dun-
geon! Using the keyboard you can
select the various commands, such as
the ‘O’ key for Open or ‘D’ for Dig or
Drink. There are only three objects to
collect in the first dungeon and so
pressing the ‘T’ key activates Take

KNIGHTMARE

mmmm ACTIVISON (£19.95) s mmmmmm ===
and tapping the Return key confirms

'r @ L] [ ’
The u:s.ual effects created by television’s bound- .- """ Then; pressing:the Aist
less optical technology has brought adventuring letter of the item that you want to
. . S collect, such as ‘F’ for food or ‘R’ for
to life in a popular television programme called

rock, and pressing the Return key

Knightmare. But have Activision managed to  once more, completes the action. You
can only use an itemn if it is in your

convert the game onto a medium which is possession but there Is no limit to the
limited by comparison?"

‘Welcome, Watchers of lllusion, to the throughout the game. Treguard

castle of confusion!” This is Treguard constantly informs you during the KEYBOARD
the Dungeonmaster’s chilling invitation game that he is watching and gives an JOYSTICK
to enter the book of legends and work occasional cryptic clue, but as an MOUSE
your way through Damonia Castle with  overseer he never directly intervenes

one aim, to survive. Although each or helps. However, two Oracles called COLOUR
contestant in the television pro- Runnius and Buggaine, appear at the MONO
gramme begins the quest in a different  top of the screen at your beckoning. 520ST

area of the castle, this game always Runnius often gives reliable clues in
begins in the dungeon.
Once loaded, the game-
screen shows a closed T el e e o i
book with a large candle

burning on the right-hand
side of the screen.
Pressing the firebutton
opens the book to reveal
a dungeon containing an

1040ST

amount you can carry.

After collecting the rock and a
leg of chicken, you can remove a
torch from the wall and the Oracles
will give a cryptic clue. ‘Fire may burn
old man and the candi- but it is a different heat that you seek.’
date for knightship, who . Moving the knight to the dungeon door
is blinded by that famous, o and using the most obvious command,
full-face helmet. O ‘Open Door’, turns the second page of

The joystick the book to reveal yet another dun-
directly controls the geon room. The door is locked and so
knight and the firebutton the obvious solution is to return to the

confirms and activates other dungeon and ask the old man for
the various features The game has large sprites in neatly drawn locations advice; but Treguard suggests that you

DUNGEON U
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consult the Oracles. Occasionally, the
Oracles show mercy and help out with
a seemingly impossible obstacle,
which on this occasion does not
include opening a locked door.

The Oracles supply you with the
first of many red-herrings and after
trying to throw rocks at the door but
with no success, there seems to be no
other option than to return to the

My main quibble with this is that
the solutions to the puzzles are
very obscure. It was by pure
quess-work that | was able to
escape from the confines of the
first two rooms.

The instruction input system
is irritating due to the large
amount of options. and it is very
slow to use, which, when being
attacked, can easily cause prema-
ture death.

The game is of a reasonable
size, and if you have the patience,
it can be quite rewarding. But be-
cause of the input system and the
obscurity of the problems, | feel
that this should only be bought by
the most patient of adventurers.

SM

dungeon and ask the old man for help.
'l am old and frail and will fade away!’
This pessimistic answer is yet another
red-herring and, to give an example of
the obscurity of the solutions in this

' .:r‘_}_ ‘E}tﬁ* 'I .ﬁghlﬁ *"E e
IJUHG.’Eﬂt?I PASSacr

game, | will describe how to escape
from the dungeon. Giving the old man
the food you have collected and some
water which you begin the game with,
brightens him up considerably, and in
exchange for the refreshment, he gives
you a spade. You can then go to the
next dungeon, select ‘D’ for Dig and
‘G’ for ground and escape from the
dungeon.

Qutside the dungeon, you are
immediately confronted by guards and
you must quickly pull back on the
joystick to move down the corridor. A
red devil is a constant annoyance and
contact with him considerally in-
creases the melting speed of the
candle. As you make your way around
the castle, characters within the castle
quiz you and pose problems for you to
solve. But before you confirm your
answer, you must read the question
carefully to ensure that there are no
hidden meanings which could change
the events of the adventure. Pressing
the 'S’ key enables you to dabble in
Merlin’s magic, although spell-casting
requires experimentation and the
substances and objects for the spell
must be in your possession in order to
use them. These include an anvil
which hovers at the top of the screen
and can be dropped to squash an evil
adversary, while Caspar the Key can
open certain doors within the castle.
When you become experienced at

Treguard is constantly watching and does give an occasional cryptic clue

--- STA §Q STA ---

GRAPHICS: 61%
SOUND 43%

ORIGINALITY: 65%
ADDICTIVENESS: 30%

DIFFICULTY: AVE-HARD
1STDAY SCORE: N/A

spell-casting, Alchemy can be se-
lected and used to turn unsavoury
characters into gold spheres, which
can then be collected as treasure. But
by far the most amusing spell is the
one which turns other characters into
warty toads.

Often, you must enter into
combat with another character, but
you need to be in possession of a
sword or some other weapon. Manoeu-
vring the knight near the character and
repeatedly pressing the firebutton
achieves a crude, hacking movement.
Each room in the castle contains a
more taxing and apparently insolvable
puzzle which requires asking every
character for clues and trying every
possibility. But time is your enemy and
the quest must be completed before
the candle melts - it's only a game,

isn't it? sldj

“Welcome fearless adventurer...”
Oh no not this, anything but this.
I really disliked the Anglia teleuvi-
sion series of the game so my
thoughts of it were already a little
tarnished. Graphically Knight-
mare is so-so, as is it aurally. I'm
sure that many of the puzzles
within the game are quite intri-
cate but | found that the controls
were just a little obscure. Sure
the knight is easily

enough
moved via the joystick, it is the
text input that proved tiresome.
It's probably a shame because
Knightmare might have made
quite a good computer game, but
as it stands | wouldn’'t bother too

much.

NC




SUNDOG

MIRRORSOFT (£14.99)

"From FTL, the team which brought you
Dungeon Master and Oids, comes Sundog."

Lucky you, your rich old uncle has
died and left you a large inheritance
plus a spaceship called "'The Sundog'.
The bad news is that he has also left
you three dangerous tasks to com-
plete. You must find the secret location
where your uncle was constructing a
colony for a persecuted religious
group; you must buy and deliver the
materials to finish the construction;
and you must locate the cryogenically-
frozen colonists and take them to this
new world. As you know nothing about
trading or flying a spaceship, this
could present a few problems!

Sundog is a re-release from
Mirrorsoft of a game from the
American company, ‘Faster
Than Light', so the older hands
amongst you may have
already played it. This is es-
sentially a space trading game
which involves you in hyper-
space hopping around the
galaxy while keeping a
weather-eye open for space
pirates.

Your first view of the
game shows an overhead view
of the Sundog ship complete
with the small matchstick
figure of our hero. This figure
will follow the movement of the
mouse cursor, and in this way
you can walk around the ship
and examine the different
locations. Moving your charac-
ter to the various control

positions will cause the view of
the ship to be replaced with the

screens of the control panels. From
these panels you will be able to
navigate the ship with the aid of
galaxy maps and generally keep an
eye on all the support systems. The
ship is fitted with warp engines which
guzzle the expensive fuel, plus inter-

planetary engines for short hops.
There are Weapon Control systems
which are used to fight off pirate
attacks and these include shields,
lasers and cannons. The Damage
Control Panel plus the computerised
store lists are used to repair any
damage to the ship, and it is wise to
keep a large back-up of useful items
for in-flight repairs. Managing your
own personal systems is also impor-
tant, which means that you must
ensure you get enough sleep and food
to keep you in the peak of eondition.
You also need to keep an eye on your
bank balance to avoid running out of

*- i

fuel in some space backwood.

Upon landing on a planet of
your choice, you may walk or drive
your land pod around a scrolling
bird's-eye view of the cities while
searching for trading stores and clues.
Dismounting from your pod will allow

you to enter many of the buildings and

GRAPHICS/TEXT: 65%
GAMEPLAY: 75%

ADDICTIVENESS: 75%
ORIGINALITY: 65%

spend your inheritance on replace-
ment parts, trading goods or a simple
beer. While moving around the build-
ings you will be treated to a plan view
of the interiors which contain many
other matchstick characters. During
your walks you will encounter both

‘muggers and beggars and in each

case you will be required to pay up or
risk attack. You may buy various
articles which will enable you to attack
or defend yourself from these
unwelcome attentions, but you
must remember that some
people have vital information
and it sometimes pays to be
generous. Conversation between
the characters generally means
selecting your answer from a
menu of options. These options
include such things as: ARGUE,
REFUSE, AGREE or CHARM.
You can actually buy additional
charm from the local bar but, in
my case, giving muggers a blast
with my boyish smile only got
me shot!

If you are feeling lazy you
may use the city's teleport
system which will, in exchange
for a few space credits, whisk
you in the twinkling of an eye to
any point in the city. Longer
journeys between the cities can
be carried out using your own trans-
port or by means of the intercity
transport system. There are also
branches of the Space Bank to be
found and you may use these to
withdraw cash or move your account
to a distant planet to await your
arrival.

I like it! I don't really know why. On a TV the graphics are blurred, the figures are tiny. I didn't know what I
was doing or what I could do, because I didn’t get a copy of the documentation with my review copy. Even the
deep-space fight sequences are rather basic. But despite all this, I like it. Perhaps it's because there is so much

to do and find out. What little info that came with the game indica

yourself.

ted that you would have to find out a lot for

I understand that the game was originally written for an APPLE Il. In general, I tend to dislike games made
over from 8-bit machines as they are often just embellished with a few pictures and don 't utilise the capabilities

of the ST. This might well be the case with this game, but they've done a nice job.

--- STA (0 STA ---
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This is a clever strategy game
which will take a long time to
complete. Control of the game
is neatly done and all the win-
dows and graphic features
have been well implemented.
Arcade-action fans will not
find anything to get over-ex-
cited about as the game has
little in the zap and crash de-
partment. There is lols of
humour to be found in the
meetings with the muggers
and beggars and you are able
to argue and charm your way
out of some situations. If you
want a laugh, watch what
happens when you use a six-
shooter to settle an argument
with a group of six muggers.
If you like a game which
stretches your mind and
imagination rather than your
reflexes, then this will do very
nicely.

The graphics are pretty good
but not earth-shattering. While the
battle sequences are not exactly
arcade action, they are sufficiently
interesting to make them worthwhile.
The ‘cheaper’ price of this package
reflects the fact that it has been around
for some time, but it is still a game
worthy of consideration. The many

different aspects of the whole adven-
ture will keep you ploughing the

spaceways for many weeks. ﬁSTA'

KEYBOARD
JOYSTICK
MOUSE
COLOUR

MONO
520S5T
1040ST

Photo top right: The craft you control is
called the Sundog. As well as inter
planetary travel the vehicle also has a
land craft suitable for exploring planets.
This is vital in order to complete your
mission.

Photo centre right: The planetary naviga-
tion screen allows you to select a suitable
course.

Photo bottom right: Once landed you can
explore the massive and delailed planet
surface using your mobile vehicle (the
white blob centre top)
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Two players let loose with their heavy machine
guns. A granade explodes in the bottom left

The fact that there is no option to
regulate the strength of the oppo-
sition to match the number of
players participating, makes it
blatantiy obvious that Microdeal

,, : : : created Leatherneck Llo justify
it SEHT | ¥ gt e their dual joystick adaptor. The
A i R SR e R simple facts are that if youdo not
S N T Rl Ld possess the adaplor, the game s
SHHE 'j'fﬂml. s i T,Fﬂm‘F SRR, LR R R very difficult indeed. Leatherneck
; i T e e e has a confined game-play area
- i %5 R R which is constantly swarming
| | .. = . W s | withenemy troops who, intum,
: S T L are protected by deadly accurate
' Hi :1 SHE R == i it Y weaponry. It is great to have a
: e R difficult and challenging game,
SelaHe IR b i but Leatherneck approaches the

4 St B £

realms of impossibility - unless
you acquire the adaptor and three
comrades to help out!

LEATHERNECK

MICRODEAL (£19.95) | I

"There are enough to vary the opposition to match the Commando-style overhead view of the
number of players participating. terrain, which scrolls vertically as you
Commando-st Yy le and Therefore, the strength of the opposing move Leatherneck up the screen. The

Rambﬂesque cambat army is the same for four players as it  joystick has full directional control
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. is for one. You begin the game with over the commando and you advance
games available f or the fourlives and a full quota of ammuni- up the screen by pushing the joystick
tion. At the base of the screen, an forwards, while moving it to the left

ST to storm NEDEFOHE, amphibious troop carrier lands on the and right sends him across the width
so how do Microdeal beach and the four commandos run off of the screen.

. . . the boat and onto the shore. Immedi- Leatherneck begins the game
J HStIf y their latest ately, all of the soldiers who are not with a rapid-firing, light-calibre ma-
TEIEESE, LEEthEFﬂECk, as chine gun, which is only effective over
S 1 a short range. This weapon can be
an addition to this KEYBOARD exchanged for a heavier calibre gun by
1 e Ll pressing any key on the left-hand side
P rﬂl[ﬂc theme' JOYSTICK of the QWERTY keyboard. Both of the
Leatherneck is a typical, gung ho MOUSE machine guns and a supply of hand
military combat game, representative COLOUR grenades are activated by pressing the
of the many already available for the MONO firebutton. Leatherneck's speed never
ST, but there is one feature that m-kes exceeds a stroll, but you encounter the
it unique-simultaneous four-player 520ST first platoon of enemy troops within
participation. This is achieved by 1040S5T the first ten seconds of the game.

inserting two joysticks in the
computer's game ports and acquiring
Microdeal’s dual joystick adaptor. You

Moving Leatherneck past the centre of
the screen activates whatever forma-
tion of opposition are operating in that

can, however, play solo or against one  being controlled let out a blood- area and, once you have committed
opponent. The hero appears on the curdling cry as they stumble onto Leatherneck to engage the enemy,
loading-screen and sprays machine- land-mines. The game-screen gives a  there is no turning back as the enemy

gun fire to signify that the
game has loaded. A large
status display for all four
players is housed at the
right of the game-screen,
with a bullet which
slowly decreases in
size to signify amm-
unition exhaustion.

advance relentlessly down
the screen. Each formation
comprises at least five
troops who fire machine
guns and lob grenades
sporadically. If you
manage to mas-
sacre that group
but fail to advance
Surprisingly, up the terrain quick
Microdeal have not o _ 2 enough, you en-
included an option S S e et & R counter a replace




ment platoon who adopt the same
combat routine.

Straw huts offer limited and
temporary protection from the
ever-increasing wave of enemy
troops who swarm across the
screen, but you have to choose
your route carefully. One tactic
which momentarily preserves
Leatherneck’s life and gains a
healthy number of points, is to
move him forward to engage the
enemy and pull back on the
joystick to retreat with continuous
fire. However, although this may
delay Leatherneck's demise by
avoiding the shells, this tactic
rapidly depleats your ammunition
and slows your advance to a
complete halt. The enemy’s
defence is fortified by strategically
placed mortars and gunposts
which fire constantly with ma-
chine-like accuracy. Negotiating a
safe passage past the missile
launchers depends on timing and
allowing for the fact that
Leatherneck’s speed cannot be
increased. You must take position

GRAPHICS: 60%
SOUND: 67%

ORIGINALITY: 57%
ADDICTIVENESS: 53%

DFFICULTY: HARD
ISTDAY SCORE: 23000
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As you fight you way through villages, jungle and other terrain you spot many derolict war

machines including this large jet fighter

TTIETY
I‘ml‘*Ii )

RIP

E “!’: L

i

e Riv

RIP I

W w e o 1w B

Leatherneck is yet andther addition to the ‘Commando’-style games that lately
seem to be experiencing something of a revival. Leatherneck’s sound effects are
quite impressive, probably due to the use of the much acclaimed ST Reply
system. The game’'s graphics tend to be just adequate; that is not to say they are
bad, but they are not radically different from previous games of this genre.
Microdeal claim that Leatherneck can be played as a four-player game; I only
played it with two brothers in arms but I'm certain a four-player game would be
worthwhile. Overall, while not outstanding Leatherneck represents a well-
developed, ‘Commando’-style game which is definitely worth a look at.

behind the nearest cover, wait for the
nearest missile to be lobbed and make
good your escape as the barrel swings
away to fire the furthest missile.

After trying every conceivable
route to traverse the first section, you
reach a jungle terrain and an opportu-
nity to replenish your ammunition
presents itself. All ammunition is
enthusiastically protected by enemy
troops, and Leatherneck must be

moved directly over the top of the box.

Apart from aircraft wreckage and
sparse foliage, the jungle offers even
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As well as constantly coming under attack from enemy troops, you occasionally find yourself
bombarded by cannon fire or from what ever lurks inside a gun emplacement.

--- STA §3 STA ---
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less protection as the enemy continue
to swarm across the screen. Using the
retreat technique briefly halts the
attack, but as described, this has
many disadvantages. The troops are
now fortified by gun posts and mortars
and, at this stage, if less than three
players are participating, you have
little chance of beating the onslaught.

This is definitely a contender for
‘The hardest game of 1988; il took
me ages just to get my score over
the ten-thousand mark!

The graphics work really well
and the tune is good, and though
a few quirks in the program make
it very hard to progress, it is great
fun trying. At first it is more luck
than judgement, but, after a
while, you can memorize the al-
tack waves and learn how to
avoid them.

Comparisons are bound to be

made with Elite’s Ikari Warriors

which is a pity as both are good
games in their own right. But due
to Leatherneck's high difficulty
level, | think that Elite’'s game
could appear in more software
collections than Microdeal’s. This
would be unfortunate because
with a little perseverance a lot of
fun could be had with Leather-

nNecx. SM




GRAPHICS: 64%
SOUND: 48%

ORIGINALITY: 61%
ADDICTIVENESS: 52%
DIFFICULTY: AVE-HARD
1ST DAY SCORE: 3000

So far, none of GO's games have
really impressed me, with the ex-
ception of Trantor which was
short-term fun.

Sadly, Captain America
continues this trend, as behind
the attractive graphics hides a
very mediocre shool’em-cum-
collect’'em-up. The Captain zips
about behaving like an extra
from ‘The Benny Hill Show’,
shooting robots and collecting
passwords, only to have to do it
again on a harder level. This
makes gameplay slow and unre-
warding.

The idea of bringing a car-
toon characler to the computer
screen is a good one, but it is not
being used to its full potential,
which is a great pity.

Captain America inside the Orbivator

GO! (£19.99)

. CAPTAIN AMERICA

"Protected by his Vibranian Adamantium alloy
shield and an expensive copyright, the character

of Captain America has managed to avoid being

turned into pixels - until now!"

The Captain’s arch enemy, the manic
Dr Megaloman has been plotting a
fiendish plan to eradicate the entire
population of the United States with a
missile containing a vile genetic virus.
Only one man can save the citizens of
the United States from genocide,
Captain America! The Captain has
already entered Megaloman's base
and the game begins in an Orbivator.
The Orbivator travels around three
cylinders which contain quadrants or
rooms. These quadrants continuously
rotate within the cylinder enabling the
Orbivator to lock-on to an access and
the Captain to disembark.

Within the orbivator, you direct
the Captain’s right hand to operate the
various functions, such as the control
stick which selects a quadrant. The
lower quadrants contain a higher level
of toxicity which chips away at the
Captain’s immune system at different
rates. A monitor screen within the
orbivator indicates the level of toxicity
of the chosen quadrant and a panel of
control buttons enables you to leave
the Orbivator and enter the quadrant.
The Captain appears on a platform
with two droids travelling vertically
down each side of the platform firing
missiles which damage your immune
system. The joystick controls the
Captain’s direction and the firebutton
activates that famous shield. Moving
the Captain to face the target and

pressing the firebutton sends the shield

spinning towards the target. Pressing
the fire button again, return the shield
to the Captain’'s arm, but the longer
you delay, the further the sheild will
travel and it can be lost if you allow it
to go too far.

After initial difficulty with aiming
and judging distances, the shield
becomes an effective weapon and

& OF oF oF @ o o o o ol 8 5

eliminating the droids is a matter of
timing the release of the shield. Once
both droids have been destroyed, you
can move the Captain to the back of
the platform, which enables him to
enter the inner quadrant. On the first
level, the toxicity is low and so the
Captain should maintain enough
immunity to complete the level. Crab-
like ‘Cybos’ swirl around the screen
firing toxic missiles. Immediately after
the final Cybo has been destroyed, a
strange rotating droid emitting an even
more powerful toxic missile enters the
room. Contact with the droid or its
missile results in rapid loss of immu-
nity and a direct hit with the shield is
required to destroy the droid. The
words ‘Code Word' are left in their
place, which can be used to open the
vaults containing the so-called raw
Ying and Yang, which is the only
antidote to produce immune anti toxin
for the converter quadrant which lies
deep in Megaloman’s headquarters.
Each quadrant contains a similar
challenge, but in lower decks, the
Captain’s immunity reduces almost
immediately, which allows you little

time to complete your task. |§TAI

At last, a game which does a
Marvel comic g¢haracter justice!
Go have incorporated excellent
and challenging arcade action
with a taxing puzzle. The graph-
ics are great, the game-play ab-
sorbing, changeable and origi-

nal. This is the best game to come
out of the Go stables and the most
recommendable arcade game
this month - it's a ‘Marvel’!
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The Captain does battle using his Vibranian alloy shield
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20mg £575
20mg £575
20mg £499
40mg £699

£225
£275
£199

Star LC10
Star LC10 Colour
Citizen LP10
24 Pin DIM
£375
£375

Phone
Phone

Laser Printers
Atari SLM804 Laser £1350
Star Laser £2399
The Star Laser Price Includes
12 months On Site Warrenty
The Atari Includes 90 day
Warranty
All Printers Come Complete
With Cables ETC.

Upgradm are:avallahlc from
stock. 2.5 and 4 Mg upgrade
boards are available to fit

£135
phone
phone

£105
£90

1 Mg STM (fitted)
1 Mg STFM (kit)

STFM Upgrade fitting
service. £15

If any of the above Upgrades
are purchased with Hardware
then deduct £5 from total.

Prices will be held as long as

possible.

£119
£109

Triangle 1Mg drive
Cumana 1Mg drive
Pro Draw Graphics
Tablet
Image Scanner
Hawk Scanner
CRP Digi Tablets
A4 £414
A3 £818

phone
£89
£1250

ATARI HARDWARE
520 STM’s Phone for availla-
hilil]r *
520 STFM + IMg mtumal
drive+jpystick +over £400
of latest release software
for only £399.
1040 STF’s £480
While stocks last.

External Modulators for
the 1040 STF’s £54.99

SM124 mono monitor£139
SC1224 colour £375
Philips 8883 colour

monitor £299
Tv’s and others phone
Any of above bought with a

Deduct £lﬂ

MEGA ST 2
2048K CPU+3.5" Floppy

Drive+SM124 Mono Monitor.

MEGA ST 4
4096k CPU+3.5" Floppy

Drive+SM 124 Mono Monitor.
£1379.99

DTP SYSTEM 1

Mega ST 2

SLM 804 Laser Printer
Additional 3.5" Floppy Drive.
SM 124 Mono Monitor.

DTP Software.

DTP SYSTEM 2

Mecga ST 4.

SLM 804 Laser Printer.
SH205 20Mg Hard Drive.
SM124 Mono Monitor.
DTP Software.

PC2 SD

512k CPU+5.25 Floppy
Drive+PCM 124 Mono Moni-
tor.

PC2 DD.

512k CPU+2x5.25 Floppy
Drive+PCM 124 Mono Moni-
tor £747.49
PC2 HD

512k CPU+5.25 Floppy
Drive+30Mg Hard Drive+
PCM 124 Mono Monitor.

£1092.49

33 Ormskirk Road,

6.00pm to 9.00pm

DUST COVERS

DISKS
3.5 DIS 5.25 DIS
DID DID
96TPI

Each £1.50 £0.70
x10 £14 £6.50
x10 + Plastic Lib. case

£15.50 £8.00
x100 + cases

£140
x500 + cases

£650 £330
All Disks are Top Quality
SONY products and are
covered by an unconditional
lifetime guarantee.

£70

{We also stock High Quality

VHS Video tapes.
£2.99
£5.80
£11.40
£26.00
We also stock a full range of
quality P/D ST Software at

Preston, Lancs., PR1 2QP.
Tel: (0772) 21474 (1 line)
(0772) 203166 (5 lines)
Bul/Board (0772) 27236

UTILITIES

AB ANIMATOR

Animated Graplucs Tool
for the ST.

Supports GFA and FAST
Basics.

Compatible with DEGAS
and NEOCHROME files.
Full Facilities such as
Draw, Fill, Grid Copy etc
Includes FREE basic
rnuhnfs aml demo pmgs

Full screen pu:ture
manipulator.

Supports GFA, FAST and
ST BASICs.

Compatible with DEGAS,
NEOCHROME and AB
ANIMATOR.

Grab all or part of a
piclum in all resolutions.

Compiler with customised
format and copy protect
prog on same disk.

IYTVETSR | 'S 1 tcaches keyboard

We stock Music Software
and Hardware for the ST
including a range of AKAI
samplers and synths.

I Suitable for Hobbyist and
{Professional applications.

skills, spelling and motor
coordination while Add
teaches addition,
subtraction,multiplication,
and division.

TO ORDER Simply send, or phone your order,

stating full name,

address, VISA or ACCESS No’s, Chequc or Moncy

Order.
Make payable to :

LA.DBR{}KE COMPUTING INTERNATIONAL.
SEND SAE FOR FULL CATOLOGUE.

Our mail order dept. gives the same excellent service to

our customers as our

premises at the above address has

done for the past 8 years. All Software/Hardware has
been tested prior to delivery thus ensureing that cusiomers
receive working items and the frustration of returning

faulty

goods 1s 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
hldr.len extras. WYSIWYG.

prices fully inclusive of VAT, Dclivery, there are NO

For next day delivery add £3. Prices correct at time of

going to press.




MASTERS OF
THE UNIVERSE

GREMLIN (£19.99)

"In my opinion, games that are based on movies
rarely live up to expectations. But do Gremlin
Graphics ‘have the power’ to disprove my
scepticism with this, the official Masters of the
Universe game?"

The all-powerful Cosmic Key has slipped
through the Vortex and into the hands of a
student in modern-day America. Thinking
that it is no more than an unusual musical
instrument, the unsuspecting scholar plays
it, unaware that each note attracts the evil
Skeletor like a homing device. With the
Key in his possession, nothing could stop
old bone-head from wreaking havoc on
Earth and ruling all Eternia. Meanwhile,
He-man is outside Castle Greyskulle
proclaiming that he is the most powerful
man in the universe - modesty is not one
of his strong points!

I would have thought that with an
all-action film like “"Masters of the
Universe”, Gremlin could have
come up with something better
than this.

The programmers have, for
some unknown reason, used a
system which, when running
around the streets, totally disori-
entates you by changing the com-

pass directions.

I should imagine that a game
like this would appeal to the
younger gamester. But by incor-
porating the silly direction sys-
tem, Gremlin may have made it a

little confusing to play.

SM
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Transported to modern-day
America, He-man must thwart Skeletor's
evil plans by collecting eight musical
chords, which lead to the discovery of the
Cosmic Key. Gremlin have employed their
CGauntlet-style game-screen for the
majority of the game, with individual
combat scenes which are fought from a
variety of perspectives. The game-screen
shows He-man in a dead-end street sur-
rounded by Skeletor's sinister army of
cloaked troops armed with a limitless
supply of life-force-sapping missiles. The
joystick manoeuvres He-man through the
streets in any direction and the screen
scrolls to reveal the next section of the city.
Pressing the firebutton eliminates the
enemy with a laser, but as fast as you can
blast them, they are replaced by even
more hooded fiends.

Action is momentarily suspended
as one of He-man's comrades report that
they require his assistance elsewhere in the
city. On the first occasion, Gwilder has
spotted some of Skeletor's band of misfits
at the scrapyard and pressing the space
bar reveals a map of the city that shows
your position in relation to the scrapyard.
With constant reference to the street map,
you can plot your progress and enter the
gates to the junk yard. Accessing disk 1 to
load up the combat scene, the game-
screen shows a side-view of He-man and
the first of Skeletor’s evil minions lurch on
screen. Beneath the game screen, He-
man's sword and Skeletor's staff act as
life-force gauges for each of the competi-
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GRAPHICS: 57%
SOUND: 45%

ORIGINALITY: 65%
ADDICTIVENESS: 59%

DIFFICULTY: AVERAGE
1ST DAY SCORE: 46000

tors. Limited to only two fighting move-
ments, frantic joystick manipulation must
be employed to punch and kick the life-
force out of each of the competitors,
Victory in the scrapyard yields one of the
eight cosmic chords.

At the end of the battle, you receive
another report that Skeletor's hooded army
are protecting a Cosmic Chord at Charlie's
Electronic Store. Again, you must check
your position and plot your course across
the city. The game-play at Charlie’s is a
Prohibition-style shoot-out and the enemy
have taken position in a building. As they
appear in the windows and doors to fire
their weapons, the joystick controls a set of
cross-hair gunsights and ‘Big H' turns
sharpshooter. Success at Charlie’s reveals
another Cosmic Chord and information
about the next location. He-man's Skim-
mer Disk is parked on a rooftop some-
where in the city and you must locate the
access to the rooftops and find the disk.
Once airborne, you can engage the enemy
in an energy-sapping laser battle in order
to clinch the third Cosmic Chord. The
remainder of the Cosmic Chords are
scattered around the city and must be
collected before the final conflict with
Skeletor can commence. ‘Time is running
out He-man, ha, ha, ha!" (Evil laugh.)

More mature ST users may feel
some embarrassment when pur-
chasing Masters of the Universe,
but it would be worth the momen-
tary distress. Each of the games
within the game are challenging
and maintain your interest in the

short term; but the fact that there

is only one scenario, throws
doubt on the long-term appeal of

the game. Js



ONLY FROM SILIGA

Finally, there's a parsonal computer that not only solves problems like olher computers, bul also salves
the ane problem thal other compulers have crealed. Affordability, Silica Shop are pleased to present the
ST range of personal/business compulers from Alari. The ST was designed utilizing the most recent
breakihroughs in semiconductor lechnelogy, producing a personal computer that parforms tasks with
fewar parts. Which means it costs less to make. And [oss to buy. The latest ST computars now nelude
built in power supplies and bullt in disk drives. The TOS oparating system and GEM window environment
are now on ROM chips which are already installed in the 5T rd. Thiz anables aulomatie instand
booting when you switch on. Silica Shop are pleased to offer the complete Atarl ST range. Our mail order
depariment is situated in Sidcup and wa have 3 retail cutlats at Sidcup, Lion Houss (Tottenham Court Rd)
and Selfridges (Oxford Street). We have oight years exparence of Alari products, longer than any other
UK company, and are well established as the UK's Mo.1 Atar spacialist. With & group turnover of over £9
millicn and in excess of B0 staff, we offer you unbeatable service and support. We provide several
facilities which you will find inwaluable during your Atarl compuling life and mosi of these lacilities are
available ONLY FROM SILICA. Wae suggest that you read through whal we have to offer, before you
decida whang (o purchase your Atari 5T.

FREE STARTER KIT - Only From Silica

When you purchase any Atari 5T keyboard, you will not only receive the best value for money computer
on the market, but you will also recelve the following from Atad Corporation as parl of the package:

"EBASICL Disk * BASIC Manual " 8T Owners Manual ~* TSlE-"E.EHm ROk
Il you buy your 5T from Silica Shop, you will alss receive;

* NEQchrome = GG graphics program * Isi Word - Word Frocessor

in addition, we at Silica would like Lo ses you get off to a flying start with your new compuler, 80 we have
pul tegether a spacial 3T STARTER KIT worth ovar £100, which we are giving away FREE OF CHARGE
with evary 5T computer purchased at our normal retail prices. This kit Is available DMLY FROM SILICA
and i simed al providing users with a valuable infroduction to the world of compuling. We arne conlinually
upgrading the 5T Starter Kit, which containg public domaln and other licensed softwars, 83 wall 85 books,
magarines and sccessaries all relevant 190 ST computing. Raturn the coupon Below foar full details,

DEDICATED SERVICING - Only From Silica

Al Silica Shop, wa have a dedicated service department of seven full time Atar irained technical sialf,
This team is totally dedicated 1o sarvicing Atar computer products. Their accumulated knowledge, skill
and axparience makes them sacond to none in thair fleld. You can be sure thal any work carded oul by
them is of the highest slandard. A standard of servicing which we balieve you will find OMNLY FROM
SILICA. In addition 1o providing full servicing facilities for Atari 8T computers (both in and oul of
warranty], our team is also able to offer mamaory and modulalor upgrades (o ST compuiers.

1Mb RAM UPGRADE: Our upgrade on the standard Atari 5205T-M or SH3T-FM keyboard will
increass the mamory from S12K 1o a massive 1024, It has a full 1 year warranty and is available from
Silica al an additional retail price of only £85.96 (+WVAT = £100).

TV MODULATOR UPGRADE: Silica can upgrade the 10405T-F 1o include a TV modulator so
ihat you can then use il with your TV sel. This is an internal upgrade and does not involve any untidy
external boxes, A cable to connect your ST to any domestic TV is Incleded In the price of the upgrade
wihich is only £43 (ine VAT). The upgrade is alzo avallable for sardy S205T computers al the same price

THE FULL STOCK RANGE - Gn{;: From Silica

We alm to keep stocks of all Atari related products and our warehousa carries a siock of over £% million,
Wa import many softvware titles direct from the USA and you will find thal we have new relaasss in
advance of many of our compatitors. Unlike dealers who may only stock salacted titles, we have the Tull
range. In additicn, we carry a complele line of all books which have been written aboul ihe Atari 5T, A
range as wide as ours is something you will lind is avallable OMLY FROM SILICA.

AFTER SALES SUPPORT - ﬂn{( From Silica

Rast assured that when you buy your 3T frem Silica Shop, you will be fully supporied. Dur free mallings
give news of releases and developments, This will help to keep you up o dale with new softwane roloases
as well as what's happening in the Atad markel. And In additlon, our sales stafl are al the end of a
lefephone line to service all of your Atari requirements. i you purchase an 5T from Silica and would like
any technical advice, we have a full lime lechnical suppor team to help you get the best from your
computer. Because we have both the stalf and the systems specifically dedicated to providing after sales
service on Atarl 8T compulers, we are confident thal our users enjoy an exceptionally high level of
support. This can be received ONLY FROM SILICA.

FREE CATALOGUES - Only From Silica

Al Bilica Shop, we recognise that serous users reguire an in-depth information service, which is why we
rail fres neawslatters and price lsts to our 5T owners. These are up o 48 pages long and are crammed
with lechnical details as well as special offers and product deseriptions, Il you have already purchased an
ST and would like (o have your name added to aur mailing list, pleases complala the coupon & return i 1o
us. This information sarvica is avallable ONLY FROM SILICA

FREE OVERNIGHT DELIVERY - From Silica

Most orders are processed through our computer within 24 hours of recelving tham. Most hardware
orders are sanl by the overnighl GROUP 4 courler sendice FREE OF CHARGE to customers within the
UK. This method helps o ensure minimum delsy and maximum protection.

PRICE MATCH - Only From Silica

We hope that the combination of cur low grices, FREE UK delivery service, FREE Starter Kit and FREE
after sales support, will be enough to make you buy your Atan equipment fram Silica Shop. | however,
thene is somathing you wish to purchase, and you find one of our competilons ollering it al a lowar price,
Ihen pleass contact our sales depariment, providing us wilh our compelitors name, address and
telephane number. Il our compatilor has tha goods In slock, we will normally match the oter (on a ‘sama
product - same price’ basis) and sl provide you with our rormal free delivery. We realise thal we anre nol
the only company who will malch & competitor's price. However, if you come o us for a price match,

will alzo be enlitled 1o our after sales servlce, including frée newsletters and lechnical suppor. This
makes gur price maich promise rather special, something you will receive DMLY FROM SILICA. We don't
wanl you 1o go anywhers olse for your Alari producis. So shop al Silica, the UK's No1 Atari Specialist.

SIDCUP (& Mail Order) 01-309 1111
-4 The Mews, Hatherley Road, Sidcup, Kent, DA14 4DX

LONDON 01-580 4839
Lion House (1st floor), 227 Tottenham Court Rd, London, W1P OHX

LONDON : 01-629 1234 ext 3914
Selfridges (1st floor), Oxford Street, London, Wi1A 1AB

SO MUCH FOR SO LITTLE!

There is nothing that can compare with the incredible value for money offered by Atari's
520ST-FM. For only £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 520ST-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 520ST-
FM from Silica Shop, the UK's Mo1 Alari 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 520ST-FM NOW ONLY £260 (+VAT=£299

5208T-FM with 512K RAM & mono monitor £399 (inc VAT)
ATARI 1040ST-F - NEW PRICE

We are pleased to announce a new reduced price point on the
TMO5T-F which is now avallable for only £499 (inc VAT). The
1040 is a powerlul computer with 1Mb of RAM a
a8 bullt-in 1Mb double sided 3%" disk drive. The 1040 has been
designed for use on business and professional applications
most of which require a high resolution monochrome or colour
monitor. |t does aot therefore have an RF modulator for use
with a domestic TV set. Modulators can be fithed for £48 (inc VAT).
MHAST-F Keybaard ¢ High Res SULEE Mono Moniter ............... 58 (ine VAT)
Iy would like further detalls of tha 10405 T-F, ntum (he coupen bilow,

MEGA ST's NOW IN STOCK

For the user who requires even more RAM than the 520 or 1040
aT's offer, the new MEGA 5T compulers are now available.
Thare are two MEGA ST's, one with 2Mb of RAM and the olhar
wilh a massive 4Mb. Both new computers are fully compatible
wilh existing ST's and run currently available ST software. The
MEGA 5T's are styled as an expandable Central Processing
Unit with opan 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:

MEGA 5T Mutb Kb # CPL ......oooovvreeeccacinsnarae ... B8 fing WAT)
MEGA ST 24 Keyboard + CPU + SUI25 Mong Moniter .......... 988 fine KAT)
MEGA ST Al Keyboard # CPL ... ETTR (e WAT)
LEGA ST 4bih Keyboard « CPL + SUEH Moo Manfiar ... E1988 fing WAT)

H o would like further detalls of the MEGA STs, retusn tha ooupon el

Upgrade from 512K RAM to 1024K RAM £100 (inc VAT)

alzo includes

e erenrme AR i VAT)

A2 2 2 8 &R OB 3 &0 O &8 §B § §0 & §8 §0 § ™
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: Initials: .. BTN e R
I Address: I
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l ceeeennnn-... POStcode: ....... I
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"When was the last
time a computer game
made you laugh? As if

we needed to be
reminded, so-called
entertainment software
invariably demon-
strates what a violent
world we live in. There-
fore, it was a refreshing
change to review Stir
Crazy, a game that is

abundant in laughs and

devoid of gratuitous
violence."

If Stir Crazy is not the funniest com-
puter game available for the ST, |
don’t know of a more deserved
claimant to the title. With large and
hilariously expressive characters and
smooth animation, you could be
forgiven for mistaking it for a cartoon.
It would appear, therefore, that the
race to produce a controllable fully-
animated game has been won by In-
fogrames. Bobo is more than a
welcomed respite from misery and

STIRL

CRALY

violence, it is a noticeable advance in
computer graphics.

Bobo is a convict incarcerated
at Her Majesty’s pleasure. The game
consists of six individual sections that
show a day in the life of Bobo and his
attempts to escape from prison. At
first sight, he is trying to dig his way
out with a pickaxe and makes no
attempt to avoid the search lights that
sweep across the prison yard. But
instead of making a run for it when
one of the lights spots him, he makes
use of the spotlight and the attention
to show off his ballet dancing skills
and proceeds to pirouette across the
prison yard.

mmm m INFOGRAMES (£19.95) = m === mm - -

The joystick controls may be
less than positive at times, but
graphically, Stir Crazy is the
most advanced game avail-
able for the ST. The hilarious
slapstick comedy is a_joy and
there is plenty of scope to ex-
ploit this there - I can't wait for
Stir Crazy two, three, four - ad

infinitum!
JS

I really enjoyed this: it's manic,
it's daft, and it's brilliant! I have
never seen or heard of ‘Bobo’, but
if he's half as good as the game,
then he must be quite funny.

The graphics and sound are
excellent and the gameplay is
not sacrificed for either - all the
stages are well thought out.

The only fault I can find in
this concerns its lastability; it is
basically a decathlon-type,
multi-event game. But when it's
as well presented as this, who
cares?

GRAPHICS: 93%
SOUND: 68%

ORIGINALITY: 82%

15706
4100

ADDICTIVENESS: 87 %

DIFFICULTY: AVERAGE
IST DAY SCORE: 13000
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A convict's lot is not a happy one and prison life is one long
succession of menial and demeaning tasks. Bobo is food monitor,
and in the prison food hall he must keep the other prisoners
supplied with porridge. With less than positive joystick controls,
Bobo must be manoeuvred to the food hatch to pick up a bucket
of porridge and then back to the benches to serve the prisoners.
But, if you fail to keep him occupied, he proceeds to tuck into the
porridge himself. The prisoners lick their plates to indicate that they
have finished their food and Bobo has very little time to replenish
their plates and the action becomes frenetic as more prisoners
demand a second helping. In a state of confusion, Bobo trips over
and manages to get the porridge bucket stuck firmly on his head.

1578
41686 *
24800

From serving porridge to spud-bashing, prison life proves to be a
real barrel of laughs! Bobo sits near an increasing pile of potatoes
and pulling back on the joystick kicks a spud up to his hands. Then,
left and right joystick movements peel the spud and pressing the
firebutton makes Bobo throw it over his shoulder. However, if you
have not removed all of the peel, an unseen adjudicator throws it
back on the pile, much to the disgruntled Bobo's annoyance.
Potatoes continue to pour into the room and soon Bobo is literally
up to his neck in them.
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Mopping the prison floor proves to be a pointless task in the next
section of the game. The game-screen shows an overhead view of
a prison corridor which is surrounded by six doors. Armed with a
mop and bucket, Bobo must constantly wipe the dirty footprints
from the floor, This would be a relatively simple task if it were not
for the constant stream of prisoners, guards and guard dogs that
flood out of the doors. Pressing the firebutton allows Bobo to get to
the footprints quickly and points are scored on blocking the door-
ways to stop the flow of traffic.

Time to put Bobe's ingenious escape plan into action! Back in the
prison yard, Bobo is wheeling a trampoline around in front of the
prison as the convicts jump from their cell windows. With the
joystick, you must position the trampoline so that the falling
prisoners bounce over the prison walls. It often takes more than
one bounce to get them over the wall and bouncing at an obtuse
angle when the trampoline is too near the wall can result in a nasty
collision - ouchl

SECcCore
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When you are as ugly as Bobo, you need all the beauty sleep you
can get. But when you are sleeping in the same room as a bunch
of snoring convicts, this proves to be impossible. Every time one
of the prisoners snores, Bobo must be manoeuvred out of his bunk
bed and over to the offending convict. Pressing the firebutton
nudges the lag and when he stops snoring, Bobo can return to his
slumber to maintain his energy. However, the convicts take turns
at snoring and poor Bobo has to keep getting up and nudging them
- no wonder he's ugly!

DPAVE SECcore
higsh score
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Finally, Bobo makes best his escape and hurtles off into the sunset.
But he is running on electric train cables and must avoid the
pulsating current. The current increases as he progresses which
requires some fancy footwork - unless you want a fried convict on
your hands.




MIRRORSOFT (£24.95)

"Please fasten your seat
belts and extinguish
your cigarettes. The

aircraft’s instruments
have begun to spin
wildly, the radio is out
and it appears we have
Jjust entered the Ber-
muda Triangle."

You awake with a memory of a loud
crash and a scream of tortured metal
to find that you are the lone survivor of
an air crash upon a seemingly de-
serted island. This unchartered spot

rests dead bang in the centre of the
infamous Bermuda Triangle, a stretch
of Caribbean Ocean which has a long
history of mysterious disappearances.
Rescuing little from the wreck, you
have no option but to choose a path
through the rock-littered landscape
and trek for the coast. As this island
has obviously been a magnet for all
kinds of different craft throughout the
ages, who knows who or what you
may encounter on your escape to
freedom. Still, as a journalist you could
look upon this adventure as the scoop
of a lifetime. To explore the land inside
the Twilight Zone and return with the
solution to the mystery of the age is
the chance you have been waiting for.
This graphic adventure has

--- STA 7 STA ---

Awkward is the word I would
use to describe this game. Not
the game itself, but more the
way in which it is played. I
found the mouse too sensitive
in moving the man about and
I had great difficulty in stop-
ping him where | wanted. The
method used to select actions,
i.e. by use of the mouse but-
tons, I found difficult to mas-
ter. Having at last gained
some proficiency in their use,
Istill found the selection of the
action to be carried out rather
cumbersome. You have to
keep the right button de-
pressed while you select the
option from the pull-down
menu, and then action the se-
lection by using the left button
which might then show an-
other menu. You also have to
‘EXAMINE' an object before
you can take it. Considering
the game is animated, the
graphics are quite reasonable
-evenon my T.V. The sound is
sporadic and not really of a

high quality.
SK

been written by Eugene Evans who is
himself a survivor from a crash.
Eugene worked on the infamous
Bandersnatch game which also
disappeared down some black hole
when Imagine Software went into
liquidation. The Bermuda Project has
been threatening to appear in the
shops since the late summer of 1987
and it is only now making its debut.
The screen is a scrolling window
centred around the small stumbling
figure of our hero complete with
backpack. Control over the direction
of movement is via the mouse, as is
the method of issuing commands.
There is no text to be typed in this
game as all commands are selected
from a pop-up menu window. To issue
a command you must depress and
hold the right button to produce the
menu. Moving the mouse vertically
highlights the various options and
selection is then made by pressing the
left button. The options available
include EXAMINE, USE, GET and
DROP. Because all commands are
carried out in this way, your actions
tend to be more restricted than in a
normal adventure and this can be a
little frustrating. If, for example, you
wish to deal with a troublesome
scorpion by ‘Using’ the spade upon it,
you will be told that ‘Digging the
Scorpion’ has no effect. Actually,
‘digging’ the scorpion was not quite



what | had in mind for the sonofabitch!

Any text response by the game
is also displayed in this small window.
The idea of incorporating all controls
into the mouse seems a good one but
this implementation is extremely
awkward in the initial stages. Press the
wrong button inadvertently, or release
one button whilst moving the mouse,
and you can lose important screen
messages which are not always
repeatable. Moving the small, ani-
mated figure around the screen is also
a little clumsy as he tends to spin and
twirl as you wrestle to move him
through the tangle of rocks. The
animation of the figure is very well
done, however, as he trudges realisti-
cally round every obstruction.

The initial graphic background
to the game is a desert landscape
randomly sprinkled with boulders and
cacti which eventually gives way to the
beach which sparkles and moves to
the accompaniment of realistic surf
sound effects. To the north of the
island all progress suddenly ceases as
you encounter a large wooden wall
surmounted with skulls. A large
imposing gate seals the wall and this
appears to be very effective in keeping
you out. Or is the gate there to keep
something else in? Tramping around
the island takes a long time and if you
are unlucky in your choice of initial
direction, you could be in for a long
walk before you stumble upon any
point of interest. Eventually you will
meet some other inhabitants, but as
they were not expecting you to drop in
for dinner don’t be too surprised if they
decide to make you the main course! If
you listen out on your radio in the
correct spot, you will hear a fading
SOS message which indicates that
there is another plane which is going
down nearby but whether they’ll make

L

You find a jeep - its occupant appears to have met a nasty end. Now the only problem

is: where's the key?

it to the island or whether they will
manage to land south of the - wooden
barrier, you have no idea. One thing is

for sure: without a pilot to help you,
there is little chance of you ever seeing
your great story in the headlines of the
world’s press.

Ladm
aur
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Appecars ts be in 9
hurry ¢ Let you

You stumble accross a settlement with huge gates. Information boxes give details of locations and

objects that you have found.
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The few areas of interest on the
south side of the wall are separated by
long distances and what is really

needed is some means of transport.
There is a vehicle to be found, but as
the local vandals appear to have
drained the petrol tank, it's not going
to get you anywhere fast. A crude
form of aerial transport is available but
as it only works over the hot desert
region it is of no help when it comes to

scaling the wooden barrier. @

STA
Rating

58 %

GRAPHICS/TEXT: 70%
GAMEPLAY: 55%

ADDICTIVENESS: 52%
ORIGINALITY: 62%




mmmm (S GOLD (£19.99) = m mn mn i 5 5 5 0 0 0

{.S. Gold did not yield to pressure
to release Out Run until they were
certain that it was as close to the
original as possible. Indeed, im-
provements and modifications
were being made right up until
duplication. The graphics are
outstanding, the scrolling
smooth and the joystick controls
are responsive and distinct. In
fact, apart from the inconven-
ience of a lengthy loading time
and momentary breaks between
stages, this first-class conversion
will save ST users a fortune in the
arcades. Out Run has already set
a blazing trail through the ar-
cades and eight-bit market, shat-
tering both speed and sales rec-
ords and it will undoubtedly and
deservedly continue this success.

JS

"d.S. Gold gave their programming team the daunting task of converting
the ultimate arcade game into the ultimate home-computer game. After
nine months development time, have they succeeded?"

The loading-screen displays the throughout the game, but the ST
starting line scene from the arcade sound chip was unable to reproduce
version and after three minutes loading the original Out Run themes to U.S.
time a menu-bar enables you to Gold's satisfaction, and so they have

choose certain features for the race. In  included a separate audio tape. The
keeping with the theme of the game, a menu-bar also contains an option to
steering-wheel-shaped cursor selects select the amount of traffic on the
the various options with a choice of
joystick or mouse control. A constant

but changeable tune continues P : :
[ TIME| 55 £5|SCORE|

GRAPHICS: 86%
SOUND: 68%

ORIGINALITY: 76%
ADDICTIVENESS: 21%

DIFFICULTY: AVERAGE
ISTDAY SCORE: 9100000

road, which gives two levels of diffi-
culty. Finally, selecting ‘Start’ from the
menu-bar removes the crowd from the
starting line and a traffic light changes
from red to green to start the race.

If you have selected joystick

controls, pushing forward causes the

Burning rubber round the corner of the busy four lane highway at 293Khm. The graphics may not be
quite up to arcade standard but the game play is every bit as exciting.

--- STA ]2 STA ---



Lo and changed by pressing the
firebutton. The low gear has high revs
for swift acceleration from the starting
line, while high has lower rpm for top

Ferrari Testarossa to accelerate away
from the starting line with a screech of
tyres. There is only a two-gear trans-
mission, which is indicated by Hi and
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Avoiding obsticles is the name of the
game. Most of the stage two routes are
bordered by rocks, buildings or struc-
tures of one kind or another. Contact with
these sends £90K worth of Italian sports
car crashing through the air.

speed cruising. The joystick is the
more preferable substitute for the
sports steering wheel from the arcade
version and offers remarkably respon-
sive directional control. The mouse
control mode, however, is not at all
positive and quite intolerable. The
reading on the digital speedometer
increases rapidly and as the Hi gear is
engaged, the Ferrari responds with a
surge of power and a dramatic wheel
spin.

Like the original, the ST conver-
sion contains fifteen timed stages
which are all linked together and there
are five main routes which lead to as
many finishing lines. Stage one takes
place on a five-lane motorway with
sweeping bends that can be taken at
full speed and, even if you have
selected heavy traffic, the vehicles are
well spaced out across the wide road.
The vehicles on the road range from
slow-moving lorries and Volkswagon
Beetles, to rapid Porsches and Mer-
cedes. Each vehicle is separately
animated and moves at a different
pace. The outstanding effect of
movement and speed is achieved by a
two-tone striped road which is en-
hanced by many and varied roadside
objects. In stage one, lines of palm
trees, bushes and huts flash by as you
toil to complete the simplest stage of
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the race. Stage one must be com-
pleted within 60 seconds and any time
you have gained is added on to the
next. As the sequentially recorded
audio tape moves from 'Passing
Breeze' to ‘Splash Wave', the first-
stage finishing line comes into view.
As soon as you cross the line, the race
is momentarily suspended while stage
two loads up.



At the end of each game a map appears showing you which of the many alternative routes you have

chosen and how far you managed to get.
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KEYBOARD
JOYSTICK
MOUSE
COLOUR
MONO
520ST
1040ST

Central reservations of bushes
in the first stage of the race cause you
to move from one lane to another,
which dictates the route for the next
stage of the race. There are two
possible routes in stage two, but you
are always four stages away from the
finishing lines. Both of the second
stages are reduced to three lanes and
the traffic is considerably heavier. One
of the options takes you through those

famous rows of concrete arches which

enhance the feeling of speed even
further as they lead you through the

Victory at last! You open the door of your gleaming £90,000 Testarossa to
collect your reward (the trophy not the girl!)

most favourable route in stage two.
The alternative road is a dark, winding,
narrow and slippery track which forces
you to slow to a sensible pace for the’
duration of the section.

The easiest route in Stage three
takes you across the desert, but the
other two possibilities consist of
snaking country roads which impede
your progress considerably. At this
stage, you have probably lost any time
advantage gained from the previous
sections and, in your frustration to
reach the check-point within the
minimum sixty seconds, you collide
with various obstacles both on and off
the road. A collision with the shrub-
bery in the central reservation sends
£90,000 of Italian sports car in a spin
and, naturally, clashing with other road
vehicles slows you down. A great
interpretation of that dramatic crash
sequence occurs after a collision with
a more substantial obstacle, sending
the Ferrari and its occupants rolling
across the screen. Each stage be-

---STA ] 4 STA ---

Well, after all the hype and the ad-
vertisements etc., 4.S. Gold actu-
ally release Out Run onto the un-
suspecting public and, surpris-
ingly, it is not a bad conversion.

The graphics are generally
quite close to ils arcade parenl
apart from being a bit indistinct in
places, the weakest moment

being the lousy crash scene in

which both characters disappear
while the car rolls over!

In my opinion, U.S. Gold took
a risk with this conversion and,
although it failed to create a stirin
the 8-bit market, it deserves to do

very well on the ST.
SM

comes more hazardous as you near
one of the finishing lines. But after you
have had time to recuperate from the
gruelling race, another four finish lines
with very different routes await. Your
score accumulates as you drive and
points are awarded for continuous and
uninterrupted progress. If you fail to
complete a stage within the allotted
time limit, the race is abandoned and a
course map shows how far you have

progressed. m]

BEST OUTRUNNERS

SCORE NAME

YOUR SCORE O71 bk

Seconds later while you are still revelling in the glory, the car explodes!
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HADOWGATE

H B N N N N N B N N N M]RRORSOFT(£24*95)---------

"If you have any money left in your pocket, prepare to spend it.
Shadowgate has arrived! The last thing you remember is standing before
Wizard Lakmir as he gestured wildly and chanted in an archaic tongue.
Now you find yourself standing before the gate to Castle Shadowgate,

The dreaded Warlock Lord will shortly
raise Behemoth, the deadliest of the
Titans from the depths of the earth.
Only you can stop him.

Shadowgate is the third in the
award-winning trilogy of graphic
adventures from Mindscape Software.
The first game was ‘Deja Vu’' and this
has already been released for the ST.
The second game was ‘Uninvited’ and
this will be released for the ST shortly.
However, Mirrorsoft have decided to
‘Go for Gold' and release, out of
sequence, the final (and probably the
best), game of the series. The game is
similar in many ways to that other
Mirrorsoft blockbuster, ‘Dungeon
Master’,

The game is totally mouse-
controlled and with this you may
manipulate both the graphic windows
and the objects shown within them. To
pick up an object, you need simply
point and click, then move the object
to the Inventory window and click
again. Objects may be placed inside
containers and this is done in a similar
way to storing files inside a disk folder

This game goes on and on. Just
when you think you must be near
the end, you turn the corner to
find another corridor riddled with
doorways. | am amazed at the
detail which has been crammed
into the machine.

This is undoubtedly a fun-
filled cracker which can't fail to
delight both hardened adventur-
ers and those who prefer a heavy
slosh of graphics and sound ef-
fects to liven up their games. The
problems tease rather than baffle,
and every time I returned to a
puzzle I managed to push my way
a little further. If you liked Dun-
geon Master you'll like this. The
graphics and sound effects really
bring the game to life and make
you want to keep playing. ‘Deja
Vu’ had the same technical fea-
tures as this game but had very
little atmosphere. Shadowgate
has pulled it all together to make

a really great game.
AM

wherein lies your quest."
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Shadowgate is a fully GEM-driven graphic adventure complete with menus, icons, mouse pointer
and separate graphics and text windows. This scene is the first in the game.

by ‘double clicking’ on the container.
You may ‘operate’ one object upon
another by pointing at the first item,
pointing at the OPERATE command
and then pointing at the second object.
For example, you would unlock a door
by pointing at the key, selecting
OPERATE and then pointing at the
door. This method of controlling the
game makes everything very easy for
young and old alike. The additional
benefit of this method over traditional
text adventures is that you no longer
suffer the frustration of searching for
the correct words to issue a command.
The exits from each location are
shown by two methods. Doors and
passageways are drawn in detail in the
main graphic screen and, in addition,
small squares showing these exits are
displayed in the ‘Exits’ window on the
right-hand side of the screen. You may
move through the exit of your choice
by pointing at the appropriate spot in
either screen. All other possible
commands are shown in the ‘Com-
mand’ window at the top of the screen.
The final ‘Text’ window below the main
graphics screen, scrolls the text

---STA ] 6 STA ---

responses from the game.

The graphics showing the
rooms, monsters and the various
objects are of a high standard and
many include simple animation
routines combined with digitised sound
effects. Should you stray into the
Dragon’s Lair, you will be treated to
the roar of a flame-thrower as a jet of
fire spews out of the darkness. To
ensure you keep one eye on the clock,
you will find that your flickering torch

TEXT/GRAPHICS: 67%
GAMEPLAY: 75%

ORIGINALITY: 72%
ADDICTIVENESS: 75%



KEYBOARD
JOYSTICK
MOUSE
COLOUR
MONO
520ST
1040ST

will cough and die at regular intervals,
which means you must always carry
spares in your pack. Food must also
be found and consumed to keep you
fighting fit.

The problems appear to have
been carefully pitched between the
average and easy level, which makes.
playing the game more enjoyable for a
wider audience than do the usual brain
busters. Death comes quickly in
Shadowgate as there are few second
chances given. Wrong decisions
invariably mean another chorus of the
Death March and another reload from
the save game disk! This can be a little
frustrating, but those with a double-
density disk drive may incorporate
their ‘save’ games on the same disk to
speed up reloading. That being said,
the game appears to allow you to
progress past obstacles by alternative
methods. Using the wrong objects may
solve your present difficulties, leaving
you up a gum tree later; but at least
you can smash your way around for a
good while before you are inevitably
swatted! There are a bewildering
number of objects to be found and
used and each turn of the corridor
seems to reveal yet another mysteri-
ous room.

Fighting with the other inhabi-
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I just couldn't get on with this adventure game. I'm not sure why not - the
graphics are excellent and it has good sound. I can only put it down to not being
on the same wavelength as the writers of the game. The one thing that really
bugs me about [t is that if you do the slightest thing wrong, BANG! - you're
dead. It plays a nice little tune as a requiem but it could be a little kinder,
especially at the beginning of the game, or at least give you some hint that
you're about to do something silly.

I would have to measure this game against Dungeon Master since they are
both graphical adventures driven by the mouse. In doing so, | would say that,
to date, Dungeon Master is the Liverpool of graphic adventures, while Shad-
owgate is a Manchester United or Everton. Up there, but not the league leader.

SK

Special

tants of the castle is a sudden-death
affair paying no consideration to such
niceties as hit points. Pick a fight with
the wrong guy and it's ‘Goodnight
Vienna' for you!

Many of the mysteries contained
within each location can be uncovered
by carefully moving the mouse pointer
around the main graphic window and
‘clicking’ on any suspicious-looking
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The game is full of surprises and puzzles including this rather nasty collapsing floor!
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shapes. If the shape in question
responds by illuminating, you know
you are ‘cooking with gas’! A portion
of rock which appears to be a ‘whiter
shade of pale’ could easily be the
entrance to a secret passage, and who
knows what will happen if you high-
light the handle on the old wishing
well?

As magic plays a large part in
this game, even the most humble
object may be the solution to a large
problem. For this reason you will need
to face up to some pretty grim oppo-
nents and attempt to vanquish them
with anything from a sword to a bottle
of Goo-Go. Invariably, you will be
rewarded with the grim reaper’s
signature tune but perseverance will
eventually reward you and inch by
inch you will wrest the secrets from

within the castle walls. rSTAI



Roadwars, Melbourne House's first arcade conversion to hit the ST. The graphics
standard but what about the gameplay?

up to arcade
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"Imagme pressing a button

on your steering wheel and

blasting anything that gets
in your way on the motor-
way! But until then, Mel-
bourne House present an

arcade game which allows
traffic-weary motorway
drivers to expel their pent-

up aggressmn'"
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Roadwars is set in the 25th century on
a dangerous intergalactic highway - a
sort of futuristic M25! The computer
which monitors the roadway has gone
haywire and traffic can no longer
travel on it in safety - it is the M25!
Your task could be described as a
heavy-duty, road-sweeping assign-
ment, as the game consists of clearing
the motorway of all hazards and
obstacles in an attempt to defeat the
rogue computer. Immediately after
pressing the firebutton, you are
literally hurled into the thick of the
action on a gold-coloured road that
stretches from the base of the screen
and trails off into the distance, circum-
navigatinga barren planet.

Two so-called Battlespheres roll

down the highway like armoured road-
sweeping vehicles and with two
players participating, you can either
join forces to combat the hazards and
create a high-score or force each other
off the road. If you are playing solo,
the computer controls the redundant
Battlesphere and adopts the more
pacificatory tactics - but you don't
have to conform! Pressing the firebut-
ton turns the Battlesphere into a tank,
complete with swivelling turret and
double cannon, but you can revert
back to the Battlesphere for armoured
protection by pushing the joystick
forward.

The most prolific hazards are
small but destructive red spheres
which roll down the track in a variety
of formations, while military satellites
fly past emitting deadly laser beams - |
hope this doesn'’t give the Traffic
Division any ideas! On the second
section of the road, chevron road
blocks have been placed in position
which force you to veer violently from
side to side in order to avoid a fatal
collision - come on, this is the M25!
Magnetic crash panels line each side

Roadwars is like a service station,
serving up cool, thurst-quench-
ing originality after a long jour-
ney of monotony. What it lacks in
variety it compensates for with
constant and frantic action, and
the possibility of sabotage with

two-player participation adds an
element of excitement. Sadly,
there is not enough variety to
maintain long-term interest, but
while it lasts, the action (s hectic.

JS

---STA 7 8 STA ---

GRAPHICS: 79%
SOUND: 30%

ORIGINALITY: 74%
ADDICTIVENESS: 62%

DIFFICULTY: EASY
ISTDAY SCORE: 21000

of the motorway for the purpose of
keeping vehicles on the road. The
majority of these panels are brown,
which signifies that they are function-
ing normally, but malfunctioning
panels are identified by their vibrant
blue colour. These rogue panels create
electric currents which shoot across
the road and destroy any vehicles that
pass through.

De-activating the electric field
requires the blasting of one of the blue
panels which breaks the electric beam
across the road. But if you miss the
panel, quickly pushing the joystick
forward returns you to the safety of the
Battlesphere and you can pass
through the electric field in safety.
However, red panels are somehow
linked to the electric fields and if
inadvertently destroyed, re-activate
the electric force field that you have
just disabled. Finally, two green panels
appear to indicate that the section of
the roadway is clear and destroying
them opens up the gateway to the next

section of road.

I was quite looking forward to this
as it is co-written by Andy
Walker, (previously with
Taskset), who brought us such 8-
bit classics as ‘Super Pipeline’
and ‘Poster Paster’.

Although the graphics are
very well done, the game itself is
totally boring.What gameplay
there is consists of rolling up a
road, shooting anything and eve-

rything.
This is a classic example of the

old adage "“Good graphics
maketh not a game”. On the
packaging it boasts of the Amiga
version: “The most amazing
game this century - CCI"; doesn't
that make you feel rather sorry

for Amiga owners?
SM




"The current trend in the
market is for arcade conver-
sions with stunning sound
and graphics - there is even

a tendency towards more

intellectual subjects! But,

according to Mandarin

Software, there is still a
place for simple and vacu-
ous arcade entertainment.
Is alien blasting a thing of

the past?”

A black hole, we are told, has just ‘belched
forth’ a new planet with an unstable core
that is about to implode, taking the entire
galaxy with it. ‘Aaaagh!’ There is no time
to panic, because you, your trusty joystick
and an insignificant little Biologically
Operated Being called BLOB, are our only
chance of survival - you'd better start

saying your prayers! BLOB has just crash-
landed his ship on the planet and is

R L I-I"l-l
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standing next to the debris with a ‘that’s-
torn-it’ expression in his eyes. This saviour
of the universe resembles a crash helmet
with green limbs dangling down and two
eyes staring vacantly out of the visor.
Directing your unlikely assistant with the
joystick, you must locate the planet’s core
and re-stabilize the planet.

With 500 screens ahead of him,
BLOB begins the mission on the surface of
the planet and you must move him over
the edge of a precipice and regulate his

I am not one to mince words, so [
will just say that this is brilliant
and that you should buy it now!

The game is 512 screens large
and this, along with the barrage
of aliens, will keep the most
demanding of games-players
going for weeks. I just cannot find
fault in this. It is almost perfect in
every aspect. It has cute graphics,
nice sonics and amazing play-
ability. If you are wondering
which game to add to your collec-
tion next, look no further than
Starquake. NMow, excuse me, I'm
off for another game...

“E

@
by h

descent by landing on ledges and rocks.
As if negotiating a route through this
cavernous underworld were not difficult
enough, a plague of alien insects and
creatures constantly swarm around BLOB,
impeding his progress and sapping his
battery level. You begin the game with
limited fire-power which can only shoot
horizontally, but you can collect more
effective weaponry that fires destructive

missiles and can be aimed in any direction.

A status display above the game-screen
gauges his battery and ammunition levels
and an inventory contains the objects he is
carrying. These objects include joysticks
that give extra lives and an Access credit
card which opens a security door to the
trading pyramids.

Positioning BLOB on top of a
docking-post connects a so-called
hoverpad to his base, enabling him to
hover around the caverns. However, with

with over 200 screens, tons of things to collect and even more things to blast, Starquake 15 quite an
arcade epic

--- STA 7 ©Q STA ---
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GRAPHICS: 66%
SOUND 53%

ORIGINAH T‘r" 65%
ADDICTIVENESS: 73%
DIFFICULTY: AVERAGE
1ST DAY SCORE: 33000

the hoverpad attached, object collecting
comes to a complete standstill and so you
must park it on the nearest docking post,
collect the object and reconnect the
hoverpad. This underground complex of
caverns eventually leads to the core where
you are informed of the nine objects which
must be collected in order to re-stabilize
the planet. The objects must be located,
collected and brought back to the core.
BLOB can only carry four objects at a time
and if you try and pick up a fifth, he
immediately drops the first. If you have
collected an Access card, you can enter
the trading pyramids, where you can
exchange one object for another.

There are fifteen teleporters
scattered throughout the game which can
accelerate your progress considerably. On
entering a teleporter, you are given a five-
letter codeword which can be used in all of
the teleporters throughout the game and
with 512 screens to explore, ELOB is going
to need all the rest he can get - it also
helps to draw a map and plot your
progress back to the planet’'s core as one
cavern looks much the same as the next.

Starquake will not win any
prizes for originality and out-
standing graphics, but its
game-play is mildly amusing
and challenging. Collecting
objects is certainly not a new
preoccupation in arcade
games, but it has been em-
ployed to great effect in Star-

quake. It seems that no matter
how spectacular the graphics
created on the ST, love them or
hate them, multi-level arcade
games of this ilk will always
have a place in the software

market.

JS




MICRODEAL (£19.95)

"Just when you thought
everybody had forgotten
about the ancient
Goldrunner, his long lost
descendant has appeared to

save the world once again."

Fifty long, peaceful years have passed
since the original Goldrunner rid the star
system of the fearful warriors who inhab-
ited the wondrous Ring-worlds. Over the
past five decades much has changed. The
once feared Ring-worlds of Triton have
since been inhabited by the Humans. Men
have long ago laid down their warrior
status and now live peaceably. With their
huge advancements in technological skills
the humans have developed a fully
automatic defence system comprised
completely of computer-controlled robotic
droids. The new system, with no concep-

The only other possibilities are either
slavery or annihilation,

As a distantly related descendant of
the Goldrunner, you have been selected to
undertake the most important mission in
your people’s history. The Goldrunner Il
surface-assault craft has been specially
constructed from the latest materials. This
new ship is of an extra light weight and
made from a revolutionary new alloy that
makes it impervious to any enemy cannon
fire. Space has been left aboard the craft to
carry up to five robots. All of the enemy
Cyborg pirates can be destroyed with the
Goldrunner's powerful wing-mounted
lasers, although some will require more
zaps than others.

Upon commencing each level the
Goldrunner's first task is to destroy the
cars on which the precious robots travel.
By disabling these vehicles the Goldrunner
seemingly leaves the robots open to
attack. But, as our hero's ship cannot

Presentation is impressive throughout the game and the graphics and speed
have both been ‘tweaked’ so that it looks better and runs smoother. The aliens
are a bit on the small side - with the exception of the docking ship - but are gen-
erally well detailed. Gameplay is a touch repetitive, yet it has a certain addic-

tivity to it.

The racey David Whittaker tune enhances the game'’s feeling of speed, but

the actual effects are too quiet and subdued.
Goldrunner Il is more a step sideways than any real progression in
gamestyle terms and is a bit too similar to its predecessor, but that said, it is

still one of the better shoot’em-ups.

tion of fear and a reaction time just a little
slower than the speed of light, has suc-
cessfully managed to keep any attackers
at bay; that is, until now...

But somehow, in a daring and swift
raid, space pirates have managed to
inexplicably capture most of the colony's
defence droids. Whilst they are hidden
amongst the sixteen space research
platforms the pirates are thought to be
planning a final and conclusive raid on the
now undefended Ring-worlds. With the
help of our very own robots the space
pirates will undoubtedly recapture Triton, It
is imperative that mankind finds a way to
either return the droids or destroy them.

SM

collect the helpless droids, he must wait for
enemy recovery craft to retrieve them and
then cunningly steal them from the
despicable pirates.

Of course, our friends at Microdeal
wouldn’'t make the game that simple.
Therefore, to further discourage the
Goldrunner's attempt, the Cyborgs have
many other defensive ships: magnet mines
and fighters, Noumenon missiles, single
Fighter-2s and carriers containing smaller
Fighter-1s. Any captured droids can be
deposited onto teleportation zones from
which they are beamed to the Ring-worlds.

Graphically, Goldrunner Il is far
superior to its early predecessor. The

--- STA 80 STA ---

super-fast, vertical-scrolling being particu-
larly impressive. Also worthy of a mention
are the alternative scenery disks, whereby
simply substituting either of these disks for
the original, a player may play the game
over sixteen new and varied research
platforms. The game's sound, too, is
impressive: both the catchy tune and the
wonderful speech and sound effects add to

the game's overall appeal.

GRAPHICS: 80%
SOUND: 73%

ORIGINALITY: 56%
ADDICTIVENESS: 67 %

DIFFICULTY: AVE-HARD
ISTDAY SCORE: 60000

Oh no! Not another vertical-

scrolling shoot’em-up!
Microdeal’s Goldrunner Il seemed
to me to be a little tiresome at first,
but after I had played the game for
sometime and managed to under-
stand its workings, Goldrunner Il
became a most enjoyable game,
Both its sound and graphics
proved to be impressive, and the
extra scenery disks helped to
enhance the game just that little
bit extra. Goldrunner Il is wholly
recommended to any fans of the
previous game and to any game-
splayer who enjoys a good blast.

NC




ST

WARS

mmm DATABYTE (£24.95 ) = mm -

As one of the Rebel's leading
pilots you have been chosen to
fly one of their last fighter crafts
on a mission to destroy the Tyr-
anny, the Empire’s most power-
ful weapon. Many of the Rebel’s
bases have been destroyed by
this monstrous craft and now,
having been forced to take ref-
uge on the moon of Estra, the
Tyranny has located your where-
abouts. Your ship, although to-
tally operational, has been fitted

Trantor is the last of the once
mighty Stormtroopers. Accord-
ing to his superiors there has
been a little fracas on a nearby
alien planet. Trantor, as the last
Stormtrooper, has been sent to
the planet’s surface to sort out
any disagreements. After leav-
ing his spectacular craft, Trantor
heads for the entrance to the ter-
minal building only to be blown
to his feet by the sudden com-
bustion of his ship. After dusting
himself down, Trantor realises
that he has been set up. Some-
one back in the High Command
wants to be rid of the elite body of
Stormtroopers. Alone, Trantor
has to find a way to return home.
By venturing into the alien com-
plex our hero has to locate eight

GRAPHICS: 31%
SOUND: 35%
DIFFICULTY: AVERAGE
ISTDAY SCORE: 79

ORIGINALITY: 30% |
ADDICTIVENESS: 30%

with an archaic input console
which means that you will have
to pilot it manually. Information
regarding the Tyranny has been
received from a spy and input
into your computer's databanks.
The information is 82% reliable
and it is suggested that you
simulate all aspects of your at-
tack before attempting a mis-
sion. Your brief is to locate the
Tyranny and, using your mis-
siles, destroy the ship by pene-

trating it's exhaust iris. There is
no time to waste, you are our
only hope.

MNow doesn’t that sto-
ryline sound familiar? Even the
game'’s title gives away the fact
that ST Warsis in fact a Star Wars
clone. Unlike the official game
bearing that name, ST Wars
tends to be more of a simulation
than a basic shoot'em-up. The
game loads and proceeds to
reproduce a “scratch” version of
Jean Michael Jarre's Oxygene.
After instructing the computer
that | was sitting comfortably, |
was presented with the options
screen from which | could
choose various elements con-
tained within the game play and,
indeed, if | wished, practice ses-
sions. The game can be con-
trolled via either the mouse orthe
joystick with a minimal key-
board intervention and | soon
found myself running down a
corridor towards my ship.

The gameplay itself is
quite well structured, with begin-
ning, middle and ending se-
quences. After knocking off a
few enemy fighters | located the
Tyranny and started my assault
upon its surface. Taking out vari-
ous towers proved simple
enough and | eventually entered
the trench and the heart of the
Tyranny. After one well-aimed
missile, | relaunched my ship
into hyperspace only to discover

TRANTOR

mmmm GO! (£19.99) = m = mm- -

computer terminals. By collect-
ing the codes stored within the
computers, Trantor must de-
velop a code. The code must
used to gain access to the beam
terminal. Activating the beam
will allow Trantor to travel back
home and thus enable him to
face his crooked superiors.
After watching the  ani-
mated prologue | proceeded to
play the game itself. The first
thing that struck me about Tran-
tor was the large, somewhat
blocky, graphics. After briefly
reminding myselfthat l owned an
Atari ST and not a Spectrum or
C64, | continued with the game.
The basic idea of the game is
simple: all the player has to do is
move Trantor through the alien
terminal searching for codes as
he goes. Eight single-letter
codes have to be located and
rearranged to form an eight-let-
tered computer related word.
Having deciphered the code
Trantor must be manoeuvred to
the central control console
where, if the encoded word is
correct, he will be issued with a

transporter code. The final code
should be used to activate the
transporter beam and therefore
help Trantor escape the confines
of the alien complex.

To help, orindeed hinder,
our hero, there are a number of
storage lockers situated around
the complex. Inside these metal-
lic crates are time, health and
fuel boosters and possibly
passes, shields and even a time
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that the Empire had built the
Tyranny Il. These persistent
fiends had me performing the
same tricks over and over again.

On the whole, ST Wars is
worth considering, although
does not quite manage to work
as well as it should. The game is
neither a Star Wars clone nor an
Elite or Starglider imitation. ST
Wars is a worthwhile effort
which, unfortunately, just falls
short of the mark.

GRAPHICS: 50%
SOUND: 50%
ORIGINALITY: 40%
ADDICTIVENESS: 40%
DIFFICULTY: HARD
ISTDAY SCORE: 1200

bomb! Trantor should utilise
these extras if he should wish to
survive. Scoring is on a percent-
age scale with the obligatory
witty comment accompanying
it.

Trantor is neither graphi-
cally nor aurally outstanding,
and to be truthful it is a rather
weak game. The "just-one-
more-go” attraction is present
but I'm sure that after completing
the game once, most games
players would simply shelve this
rather lacklustre game,



"Xor is a most decep-
tive game; if you enjoy
super-fast shoot’em-
ups, then I’'m afraid
that Xor won’t be your
cup of tea."

The program takes on the form of a
maze game, but if that makes you
think of Boulderdash, Pacman and the
like, then think again. Xor is a highly
polished, strategic, maze game;
certainly, it takes various elements
from these other games but the way in
which it has moulded together has
resulted in a first-class piece of
software.

Available on a single disk, the
game loads accompanied by a rather
merry tune while the screen depicts a
wryly-smiling mask. Upon completion
of loading, the screen changes to show
the same blue mask on the level
selection screen. Players may decide

If you enjoy a more thoughtful
game, then I feel XOR could
well be the answer for you.
Certainly, neither the game’s
sound nor graphics are any-
thing to write home about, but
the gameplay itself leads to a
highly playable and enjoy-
able game. XOR has that inde-
finable quality which will
project the game into the cult
status bracket. How refresh-
ing it is to see original, well
thought-out- and nicely pro-
grammed software becoming
available for the ST. This
game has real depth. Crucial!

NC
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GRAPHICS: 59%
SOUND: 48%

ORIGINALITY: 79%
ADDICTIVENESS: 77%

DIFFICULTY: AVE-HARD
IST DAY SCORE: N/A
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on which of the fifteen levels they wish
to start by simply moving their joystick
in a horizontal direction. This action
causes a window in the top right-hand
corner to display a selection of shields.
Each of the shields represents an
individual level and all of them adhere
strictly to the rules of heraldry.

After selecting level one, |
pressed my fire button, paused while
the mask gave a sadistic laugh, and

proceeded to play the game. The first
thing that really attracted my attention
was the game’s very basic graphics.
On the first level, players will only
encounter the maze structure itself, the
playing pieces, map sections, masks
and forcefields. In short, the player's
task is simply to collect all the masks
and make his way to the screen’s exit
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door. To do this, players will have to
learn about all of the elements hidden
within the mazes.

The forcefields encountered on
all levels obstruct the player’s shields
but can be removed by being “run-
over”. Spotty forcefields can only be
removed with a horizontal movement,
while the striped ones are only erased

The old proverb, "Heuer judge
a book by its cover”, rings true
here, for, on loading, this
looks really dull. It is only
when you persevere with it
that its true addictivity is re-
vealed.

Each screen is jam-packed
with puzzles, and the only
way to complete them is, at
first, by trial and error. All the
problems require you to think
ahead, as the action you take
may block the route onwards.

This is brilliant and I can-
not help but recommend it.
Buy it and witness slate-of-
the-art gameplay at its best.

SM




The XOR screen features three separate windows. The large area on the left is the playing window in
which all the action takes place. The scenery scrolls in all four directions. The window in the top
right is where the map elements are assembled and the window in the bottom right gives info on how
many moves have been made, which of the two shields is being used and how many masks there are
left to collect.

KEYBOARD
JOYSTICK

MOUSE
COLOUR

MONO
520ST

1040ST

with a vertical movement.

Four map sections can be found
hidden around the mazes. Collecting
these pieces will begin to form a plan
on the maze, which is depicted in the
top right-hand corner of the screen. |
found it most useful to collect these
pieces and therefore help me see
where all the masks were located.

Later levels see the introduction
of fish and chickens. When disturbed,
fish will travel downwards at an
alarming rate of knots, destroying any

e Mo T 1

Achon shot 2

You have moved down and ac-
cross through the blue bubbly
block thus allowing the fish to

drop down, hitting the bomb and
blowing a hole in the wall opening
an escape route into the next sec-
tion.

Action Shot 1

You control the blue shield in the
top left. Your first task on this level
is to collect the maskin the bottom
right-hand corner of the shot.
Unfortunately, it is surrounded by
walls and is therefore inaccessible.
You also have the problem of how
to escape from this small area and
move into the next section which
can just be seen bottom left.
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You have moved down and right
again, through another blue block
allowing another fish to detonate
a bomb which this time has re-
moved the wall thus clearing your
route to the loot! Notice also that
removing the fish has freed a hen
which is now winging its way left
towards another bomb which will,
of course, explode.

e

striped forcefields that may be in their
way. Chickens act in a similar manner
but travel in a right-to-left direction,
destroying the spotted forcefields.
Both of these elements should be
treated with care: one false move and
a player can find that either his shield
has been rammed or that an essential
mask has been blocked in, thus
making completion of the game im-
possible.

Bombs and boxes of TNT both
appear in the more advanced levels.
Certain sections of the mazes may
appear to be inaccessible, but by care-
fully positioning one of the explosive
devices and letting either a chicken or
fish crash into it, players may blast
holes in the maze super-structure and
allow further progress to be made.

The player controls two shields
which can be toggled between by
simply pressing the fire button. As
both shields usually start different
sections within the mazes, players will
find themselves having to continually
change between them. Should one of
the shields be destroyed, the computer
yells a loud “whoops!” and the player
is reduced to only one shield. The
further loss of the second shield will
cause the computer to shout,
“Gotchal” and the game to end. At this
point the program invites the player to
watch an action replay of the past
game or simply to re-select a level and

try again.



Your shiptakes off after completing a level. Notice the cars - they make excellent canon fodder!
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"Yet another double-disk, vertical-scrolling
shoot’em-up? Will Exocet’s first ST release be a
hit or will we file it under Waste?"

Take on the guise of Zak Lambda Laurie, a
menace to the state. Zak is one of the rebel
leaders who has been charged with
organizing resistance against the state,
liberating workers, and subverting prison-
ers. He has a high mental level which he
directs against the state run authorities.
Currently serving four life sentences, Zak
has escaped and been recaptured six
times. He is an instinctive pilot and should
not be allowed anywhere near any air/
space vehicles,

You must help Zak escape from his
captors, Unisect Inc Universal Security,
and get him back to his home base. The

5Rn

GRAPHICS: 61%
SOUND: 73%

ORIGINALITY: 49%
ADDICTIVENESS: 52%

DIFFICULTY: AVERA
1ST DAY SCORE: 15000

action starts as Zak has managed to steal
a space craft. A minor loop-hole has been
discovered in the colony's defence systems
and all units have been put on full alert in
order to stop his bid for freedom. It's now
up to you...

Zak will encounter many different
enemy assault craft during his journey.
Initially, armed only with twin air-to-ground
missiles, you must destroy any installation
which dares to block your path. These
range from simple gun emplacements to
more complex tanks, boats, trains and
high-tec space fighters.

Ocasionally, after having been
zapped into space dust, the enemy craft
will leave behind a flashing, blue power
module, By simply flying over these units
your ship will automatically take the power
module on board and add the feature
contained within it to your ship's capabili-
ties. This tactic can become a very hit-
and-miss affair as there is no real way of
telling what you are likely to collect. Two
of the special features are beneficial whilst
the other two can be somewhat detrimental
to your ship's health. The laser cannon is
one of the more helpful additions, enabling
your craft to spit high-powered laser bolts
that will sheer through any oncoming
enemy traffic in it's path. The other useful
“add-on" is a force field; this electronic
shield is only operational for a short period
of time, but during its brief existence it will
protect your ship from any enemy attack,
whether it be in the shape of laser fire or a
collision. Your craft can collect a module
which will noticeably slow its movements,
thus leaving it more prone to enemy
attacks. The final type of pod that may be
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I would have thought that yet an-
other vertical-scrolling shoot'em-
up was the last thing that anyone
needed. Sure enough, as Exocet's
first release, Foundations Waste
is not too bad. Graphically and
sonically it is quite impressive;
even the playability isn’t too bad.
What really annoyed me was the
poor documentation with the
game. Amongst the eight pieces
of card that came in the box, only
one really helped with the game -
all the rest seem to be nothing but
filler. Foundations Waste is by no
means a poor game but I'm afraid
it is not a superb one either.

NC

encountered makes the ship behave in a
most abnormal fashion: for a short period
of time the craft seems to reverse its
controls so that forwards becomes back-
wards. In addition to the blue power
modules, red cells can also be found.

By successfully picking up a red
power cell, your craft can become armed
with a fearsome laser-spitting, remote
auto-fire droid. This very useful craft can
be used to destroy any offensive enemy
installations from a safer distance. The
special remote unit is controlled with the
joystick and mimics the movement of your
ship in a mirror-image fashion. | found the
droid to be a most helpful ‘add-on’, but it
did occasionally become a hindrance. |
often found myself concentrating on the
droid’s movements, and hence neglecting
my more precious ship causing it to career
into a previously unseen enemy installa-
tion.

In addition to the power modules
you may collect actual permanent ship
add-ons. By running into these “pieces of
ship” you may inherit extra firepower. Side
lasers and homing missiles are amongst
the extras to be encountered, and very
helpful they prove to be.

Graphically, Foundations Waste is
very pretty, although there is a noticeable
lack of any level/status indicators. The
sound, too, was good and appropraite.
Waste seems to be one of those extra-long
shoot'em-ups which will have players

captivated for some time to come. @

Although | am a great fan of
shoot’em-ups, | am getting a bit
fed up with the huge number
surfacing on the ST at present. So
it was with a great deal of scepti-
cism that | loaded this.

The game plays very well with
Just the right difficulty level and
the graphics are bright, bold and
smooth. Sound is good with suit-
able bangs and crashes and

throughout the game an excellent
tune plays.

It is nothing we haven't seen
before, and you probably have a
couple like it in your collection al-
ready. But if not, give it a whirl -

you could do a lot worse.

SM




NORTH STAR

GREMLIN (£19.95)

The Morth Star project is the
most highly classified operation
ever to be undertaken by the four
Earth-Lords, but, unfortunately,
it has gone critically wrong.

In the year 2499, the al-
ready over-populated earth was
gripped in the serious state of
starvation. Wars were common-
place and man fought man in the
desperate attempt to control the
more fertile regions of the earth.
An emergency meeting was
called by the four Earth-Lords,
and together they decided on an
elaborate plan. They would con-
struct a space station that would
orbit the earth. Mot a space sta-
tion like those you and | know of,
but a huge man-made, star-like
construction that would be ca-
pable of housing not hundreds of
people, but thousands upon
thousands of them. Mot only
would the space station provide
a home for these peoples, but
with the controlled simulated at-
mosphere it would be the perfect
agricultural site, thus helping
ease the food shortage.

Daily flights filled with
materials and scientists were
sent to build and test the station.
Everything seemed to be on

“Go ahead, Punk, make my
day!”" Become an agent with the
world's leading crime fighters
and prepare to “kick some ass!”

The date 1960, the place
MNew York and you, agent Alba-
tross, are a member of the under-
cover branch of the WCPO
(World Crime Police Organiza-
tion). This elusive body is better
known as Rolling Thunder. Their
current case involves the activi-
ties of the world's leading mega-
lomaniac, Maboo. A fellow fe-
male agent, Leila, has managed
to get herself captured whilst
trying to expose Maboo's dia-
bolical plans. Your assignment is
to infiltrate the secret under-
ground-organization of Geldra. It
is believed that Geldra is headed

002400

schedule until one day when a
flight never returned from the
station. The space station, now
known as the Morth Star, was
paged from the operations
centre on the Earth, but there
was no reply.

Upon arriving aboard the
station you find that the MNorth
Star has been over-run by a
strange alien horde. No human
lifeforms are visible. Are they all
dead? The life-support systems
all seem to be inoperative and
only your robotic implants stop
you from becoming a victim of
the aliens’ atmosphere. Your
task is clear: destroy the alien
lifeforms and re-activate the life-
support systems. To perform the
latter, you will have to travel to
the very heart of the North Star’s
nerve centre. This will not be an
easy mission, but you must suc-
ceed - all Earth is depending
upon you.

Morth Star is a horizontal-
scrolling game that sees your
character running from left to
right frantically destroying any
aliens which dare to cross his
path. Initially armed only with a
robotic arm our hero seems quite
happy hitting the aliens, but

ROLLING

should he find extra weapons, he
can turn and zap the vile crea-
tures from a safer distance. The
game takes place over a number
of levels which, on completion,
sets our warrior on a lift platform
before transporting him to an-
other level.

| thought the game
looked very much like an eight-
bit Amstrad game. The cartoon-
style graphics are well drawn and
very colourful. The game’s
sound is adequately provided
and of a standard we would ex-
pect for this type of game. Over-
all, Morth Star is very much a
run-of-the-mill game. | found it
very repetitive and after only a
short while, became very bored

AUNDER
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by the sinister Maboo. So, as
Rolling Thunder’s top agent you
must enter Geldra's secret base,
confront Maboo and rescue
Leila.

U.S. Gold have managed
to negotiate the conversion of
Mamco's “sensational” coin-op,
Rolling Thunder. Why, oh why
does the game's packaging refer
to it as “The coin-op sensation”?
| for one have never encountered
the game before, nor for that
matter here | even heard it men-
tioned. Rolling Thunder takes on
the guise of a predominantly

LIFE REEREER TIME 126

horizontal-scrolling fire'em-up.
Having entered the Geldra's lair
your task is to shoot your way
through the progressively diffi-
cult levels and finally rescue the
beautiful Leila. To aid you in your
quest there are two means of
defence available. The first, your
ever-handy revolver, can be put
to good use in popping off any
unwanted henchmen that decide
to bother you. The second, your
faithful sub-machine gun, acts in
the same manner but with a
greater feel of power.

Extra ammunition can be
found behind marked doors;
you'll need a good supply of
slugs to win through. Most of
Maboo's evil henchmen, who
incidentally look like members
of the sinister Klu Klux Klan, only
need to be shot once before they
slump to the ground. Others,
however, simply fall to their
knees and rest awhile before
trying to execute your swift
demise, Beware, too, of the odd
bully-boy armed with a pistol. A
well aimed shot between the
eyes can make your character
slump to the ground in a most
dramatic fashion. Throughout
the game agent Albatross finds
himself in particularly sticky
situations. On such occasions
our hero should look to the skies
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with it. Try looking at the game
before you buy it.

GRAPHICS: 50%
SOUND: 50%
ORIGINALITY: 40%
ADDICTIVENESS: 30%
DIFFICULTY: EASY-AVE
IST DAY SCORE: 35000

and, if possible, make a swift
jump from the overhead balco-
nies. As the game progresses
there seem to be a greater muilti-
tude of Maboo’s followers.
Warped, devilish characters and
sleek panthers join the ranks of
the bungling henchmen. But,
throughout the action our man
Albatross maintains his cool,
laid-back walk.

Rolling Thunder is not an
outstanding game. Aurally and
visually the game is pleasant
enough. The gameplay too, is of
an adequate standard. The
game's fault lies in its rather
mundane concept. Apart from
leaping about the screen pop-
ping off the odd thug there seems
to be little else involved. Person-
ally, | think the game is rather
easy and | really enjoyed it.

GRAPHICS: 50%
SOUND: 50%

ORIGINALITY: 40%
ADDICTIVENESS: 55%

DIFFICULTY: EASY
ISTDAY SCORE: 64320
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ARKET
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“Hurricane Annie hits the south coast of
England!, Telephone lines are down, houses ru-
ined...”, Sell BT shares quickly and try investing
in British Steel, there’s no time to lose!

The world of high finance and espe-
cially the stock market has, until now,
been somewhat of a mystery to me.
Tynesoft's Stock Market - the game,
however, has not only provided me
with a different type of challenging
game, but also given me some insight
into the workings of the world’s stock
markets.

After the game has loaded from
the two disks supplied, the computer
displays a picture of a famous London
landmark and proceeds to ask how
many players would like to take part.
Up to a total of six budding business
tycoons can try their luck, or skill, on
the market at any one time. After
feeding the computer the relevant
information regarding the number of
players and their names, the screen
changes to show a picture of the
Tower Bridge and the computer
declares the “Market Open”.

Each player takes it in turn to
buy and sell shares. The screen
changes colour with the turn of each

Rating

GRAPHICS: 36%
SOUND: 15%

ORIGINALITY: 77 %
ADDICTIVENESS: 63%

DIFFICULTY: AVERAGE
1STDAY SCORE: N/A

different contestant but the same
“score board is depicted”. On the table
are shown the ratings of twenty
different companies. Most areas of
business are represented somewhere

This graph shows the price of British Telecom shares as they vary.
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When this game first came into
the office it was hidden away
behind other releases. Nobody
seemed keen lo take a look at it.
However, after becoming bored
with the usual zap’em-up games,
I tried it out. To my surprise, I
found Stock Market to be a very
enjoyable game. Having no previ-
ous knowledge of the stock mar-
ket, | now understand a lot more
about the dealings which take
place. Stock Market may not
become the latest blockbuster,
but | rate it for its simplicity,
educational and fun factors.
Tynesoft have had a very good try
at a difficult game area, and al-
though the game has one or two
faults, I feel it is well worth a look

at. NC

within the game and firms are as
diverse as The Coca Cola Co,,
Woolworths, Rolls Royce, General
Motors, British Steel and Pan Am Air.
After each company name are six
different columns which display the
relevant information regarding the
company'’s share dealings: the last
period’s cost; the current period’s cost;
the price change; the cost of shares
when a player first invested in them;
the profit made on the shares and the
number of shares a player holds with
that company. Of course, the last
three columns will only be filled if a
player has decided to invest (risk) his
money with that particular company.
At the bottom of the screen are
a number of key-words: sell, buy, loan,
assets, graph, end and top 15. By
selecting the first letter of any of these
words, a player is entered into that
particular option. Selling shares,
whether it be to get out of a plummet-
ing market or to raise capital for a
better deal, should be carried out first
as no further sales can be made after a
player has selected the buy option.
Buying shares is easy too: simply
selecting the option and moving the
cursor with the mouse will highlight
any given company. With a little
common sense and a lot of luck,
players must decide with which

KEYBOARD
JOYSTICK
MOUSE
COLOUR

MONO
520ST
1040ST
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This screen details you current assets take care or you might go to the wall You get regular bank statements, so watch that overdraft!
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Houses of Parliament. After a brief

pause, the market is declared open
and the screen shows a view of the
stock exchange. At the base of the

company to deposit their money.
Companies with seemingly upward
trends are not always the best bet, a
sudden crash could send profits

only given you an idea of what you
should be aiming for. The End option
either quits to another player’s turn or
closes the market for the period.

reeling. Struggling companies, too, are
not necessarily a good investment.
Although a quick profit may be
possible, just one drop in the market
could see the company go bankrupt
and all your hard-earned money lost.
Borrowing money from the bank is
also possible although only one trip
per turn is allowed. Selecting the
assets option will allow you to view all
your profits and expenses, finally
showing your present balance. The
graph option will show how the
companies are faring on the market,
but this option depicted on a line
graph is really of little use except for
showing which companies are more
likely to be profitable. The Top 15
option will simply show the game's
previous top 15 scorers, and really
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With a name like ‘Stock Market’,
you might expect this game to
keep crashing! But what you ac-
tually get is an engrossing and
enjoyable simulation,

Everything seems to have
been taken into consideration,
from tax culs to strikes. Just like
the real thing, this is going to be
hard to master, and to make any
major profits, a pen and paper to
note down details are essential.

This is definitely worth buy-
ing, especially if you are a bit fed
up with the mountain of arcade li-
cences al the moment.

.
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Upon closing the market, the
screen depicts a night time shot of the

screen scrolls a message concerning
the latest stock-related news and the
changes and the changes in prices of
any stock effected. Finally, the screen
scrolls across and dividends paid out
before it reverts to the players’ option
screens where all contestants can see
how they have fared before possibly
changing their assets.

The game lasts for ten periods
after which each player’'s score is
assessed and commented upon, and if
he, or indeed she, has amassed a high
score his or her name is displayed on
the high-flyers’ score board.

Stock Market - the game, is a
very simplified version of the real
thing. It is a game of luck rather than
skill. Nevertheless it is still an interest-
ing idea.
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SUBSCRIBE TO
ST ACTION NOW:

You've now seen issue one of ST Action. For most ST games players, it’s certainly the
answer to a prayer - up-to-date, in-depth reviews with a dramatic full-colour layout,
extensive news coverage, fascinating insights into the worlds of the software house and

Send to:

ST Action,

Gollner Publishing,
PO Box 1,
Portishead,

Bristol, BS20 8DJ.

Any queries regarding
your subscription should

be madeon 0272 842487/
and NOT the usual Goll-
ner Publishing number.

games programmer, and
much, much more. For
this first issue we are
making a very special
subscription offer. Sub-
scribe now and not only
will you receive 12 copies
of the world’s only dedi-
cated ST games magazine
but we’ll also send you a
copy of ‘The Last
Shoot'em Up’, a specially
commissioned, full-fea-
tures, commercial-quality
arcade game. Just fill in
the form, writing your full
name and address clearly
in block capitals, and send
a cheque or quote a credit
card number.

UK £18.00
Europe £30.00
World £40

| would like to subscribe to ST Action. | understand that my subscription
will commence with the next issue published and that | will receive my free
copy of ‘The Last Shoot'em Up' under separate cover within 28 days.

The free offer made on this page is made in good faith believing the goods
to be available. However, in the event of supply problems of any kind,
Gollner Publishing Ltd reserve the right to substitute the product with one
of similar value and in these circumstances no refund can be made.
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You don’t have to be a genius to play our games, but most people
who do can boast superior intelligence!

Now ST owners can enjoy our superb computer
implementations of these well-known games, greatly enhanced
to exploit the ST’s superior capabilities.

Scrabble De Luxe® runs on all Atari ST's
and Scruples® on all colour Atari ST'’s. £19.95

Leisure Genius, 2/4 Vernon Yard, Portobello Road, London W11 2DX.

ScruplesD 1987 HASBRO CANADA INC, Scrabble De Luxe® TRADE MARK AND COPYRIGHT LICENSED BY JW. SPEAR & SOMS PLC.




~ 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 agalnst the

computer or another opponent, or play 2 Commodore 64/128
against the computer. - Cassette £ 9.95
Variety. Play 2-on-2 hockey, 4-on-4, or 6-on-6 o 4.95
(regulation hockey). | DIsk £14.9:
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 ' Amlga £24.95

players of varying abilities and ages. Atari ST

£24.95

15 WOLSEY MEWS, KENTISH TOWN, LONDON NW5 2DX. TEL: 01 482 1755

Under licence from DesignStar Consultants Inc. Sublicensed to Databyte by Mindscape Inc. Mindscape and the Mindscape logo are
trademarks of Mindscape Inc. SportTime, SuperStar Ice Hockey, and the SportTime logo are trademarks of DesignStar Consultants Inc.

BEEEEERR



	atari_st_action_03
	atari_st_action_03_2
	atari_st_action_03_3
	atari_st_action_03_4
	atari_st_action_03_5
	atari_st_action_03_6
	atari_st_action_03_7
	atari_st_action_03_8
	atari_st_action_03_9
	atari_st_action_03_10
	atari_st_action_03_11
	atari_st_action_03_12
	atari_st_action_03_13
	atari_st_action_03_14
	atari_st_action_03_15
	atari_st_action_03_16
	atari_st_action_03_17
	atari_st_action_03_18
	atari_st_action_03_19
	atari_st_action_03_20
	atari_st_action_03_21
	atari_st_action_03_22
	atari_st_action_03_23
	atari_st_action_03_24
	atari_st_action_03_25
	atari_st_action_03_26
	atari_st_action_03_27
	atari_st_action_03_28
	atari_st_action_03_29
	atari_st_action_03_30
	atari_st_action_03_31
	atari_st_action_03_32
	atari_st_action_03_33
	atari_st_action_03_34
	atari_st_action_03_35
	atari_st_action_03_36
	atari_st_action_03_37
	atari_st_action_03_38
	atari_st_action_03_39
	atari_st_action_03_40
	atari_st_action_03_41
	atari_st_action_03_42
	atari_st_action_03_43
	atari_st_action_03_44
	atari_st_action_03_45
	atari_st_action_03_46
	atari_st_action_03_47
	atari_st_action_03_48
	atari_st_action_03_49
	atari_st_action_03_50
	atari_st_action_03_51
	atari_st_action_03_52
	atari_st_action_03_53
	atari_st_action_03_54
	atari_st_action_03_55
	atari_st_action_03_56
	atari_st_action_03_57
	atari_st_action_03_58
	atari_st_action_03_59
	atari_st_action_03_60
	atari_st_action_03_61
	atari_st_action_03_62
	atari_st_action_03_63
	atari_st_action_03_64
	atari_st_action_03_65
	atari_st_action_03_66
	atari_st_action_03_67
	atari_st_action_03_68
	atari_st_action_03_69
	atari_st_action_03_70
	atari_st_action_03_71
	atari_st_action_03_72
	atari_st_action_03_73
	atari_st_action_03_74
	atari_st_action_03_75
	atari_st_action_03_76
	atari_st_action_03_77
	atari_st_action_03_78
	atari_st_action_03_79
	atari_st_action_03_80
	atari_st_action_03_81
	atari_st_action_03_82
	atari_st_action_03_83
	atari_st_action_03_84
	atari_st_action_03_85
	atari_st_action_03_86
	atari_st_action_03_87
	atari_st_action_03_88
	atari_st_action_03_89
	atari_st_action_03_90
	atari_st_action_03_91
	atari_st_action_03_92

