








INTERVIEW: UBI SOFT - p. 68

Jason Spiller took time out to visit gay Paris, and more importantly, French software
supremos, UBI soft. Just what have our foreign compatriots got in store for us over

the next few months? Vive la difference!

Mark Smith and Dennis Hemmings take
a look at some of their favorite arcade
games and scrutinize their ST conver-
sions. Just what did they think of
Thunderblade, 1943, Operation Wolf
and Double Dragon?

Are you tired of looking back through
all the contents pages just to find the
review of you favorite game? Now, just
to help, we present this east-to-use
index.

In a retrospective lookback, Steve Merrett takes a peek at the STAIs of the past year.
If you thought a particular game was either over or underrated, here's your chance to
see whether we still thing the games have stood the test of time.
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This month Driller, Double Dragon, Rambo
Ill, Flying Shark, Batman and Goldrunner Il
all feature in Steve's Giving The Game
Away tips section.

Yes! It's our mega competition. We're offer-
ing hundreds and hundreds of lovely
prizes. So, if you fancy winning a T-shirt,or
a video, or a mug, or a pen, or a lead, or a
cable, or a clock, or a watch, or a game, or
a sticker, or a badge or a sweat shirt, then
get scribbling!

Yes we've done it again! Hacker extrod-
inare, Mark Lawrence, brings you mega
pokes for Ocean's Operation Wolf and
Batman and Domark's Return of the Jedi.

Andy Mitchell lets the Troll loose for yet
another month. Games features this month
include; Leisure Suit Larry | and II,
Dungeon Master and Space Quest.
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Hello, and welcome to ST Action's bumper birthday issue. Yes, we're one year old this month,
and just to celebrate we're offering you the chance to enter our mega tombola competition -
we've got hundreds of prizes that must be won. This month also sees yet more ST Action
exclusives; Run The Gauntlet, King's Quest IV, F-16 and Titan! Meanwhile we've a report from
Paris where Jason Spiller travelled to visit France's own UBI Soft. Steve Merrett takes a look
back over the first part of the last year and asks, "Did the STA1 rated games deserve the
accolade?". Anyway enough of this small talk it's time to read our BIG features!

BALLISTIX

Following on from last mon-
th's news feature about
Psyclapse's next release.
Ballistix, here are some
screen shots of the ST ver-
sion. As you can see this
futuristic football game
looks as though it will be
quite something. Expect
Ballistix any time now,
priced £19.95.

FOOTBALL
CrAzyY

Just received this month is a
demo of Anco Software's latest
title, Kick Off. As you have
probably guessed, the game is
a soccer program. Played in an
overhead perspective view. the
game provides frantic football
fun. It offers a full-size. multi-
directional scrolling pitch with a
scanner showing the exact
positions of all twenty-two
players. Tactical play. including
the sweeper formation is illus-
trated. Individual player skills
each have their own levels of
pace. stamina. accuracy and
aggression. The teams are all
different: the Danish team pos-
sesses fearsome strikers while
the Brazilians are amongst the
most skilful. Precise ball control
is possible, players can dribble,
shoot, pass, head and chip the
ball. and the ball is affected by
ground friction and wind direc-
tion. There are five skill levels
ranging from amateur club lev-
els to full international status.
The game also allows for
leagues, a range of corners,
throw-ins, injury time, sliding
tackles. penalties and both red
and yellow cards! Kick Off will
be available from the beginning
of April at the price of £19.95.
Watch out for next month's full
review.

The Real Ghostbusters

The Ghostbuster craze
seems to be having some-
thing of a revival just lately,
especially with the emer-
gence of the 'Real
Ghostbusters' cartoon
series. Activision's latest
game is based on the little
known coin-op of the same
name which, incidentally,
was never released in the
UK. Taking on the role of
one of the Ghostbusters,
you must zap your way
through twelve ghoul-ridden
levels in an attempt to rid
the world of the evil spirits.

At the end of each level you
must zap your electron
beam at an end-of-level
guardian ghost before
obtaining a key which will
allow access to the next
haunted area. It won't be
easy but, with the help of
your invincible friend,
Slimer, you just might make
it. The Real Ghostbusters
features a two-player facili-
ty; 8-way smooth scrolling;
great sound effects; fast
moving animation; a
dynamic introduction
screen; and bonus spooks

Take careful aim with you electron beam and then....

Ghosts and demons abound in
Activision's latest arcade
conversion.

with extra energy shields.
The finishing touches are
just being added to the
game, so expect to see it

soon. The Real
Ghostbusters will cost
£19.95.

Meanwhile, Activision's
very own Software Studios
mob are currently working
on a number of Sega
arcade conversions, keep
an eye out for the following:
Time Scanner, Wicked,
Galaxy Force Il, Ninja
Spirit, Altered Beast. Attack
Football, Super Wonder
Boy, Dynamite Dux and
Power Drift - phew!



THRUSTER®LAUNCH!
WARRIOR®LAUNCH!
SPEEDER®LAUNCH!

STRAIGHT FROM THE ARCADES COMES BLASTEROIDS.
TENGEN'S CLASSIC MIX OF ONE OR TWO PLAYER ACTION. WITH FULL
POWER-UPS. RIP-STARS. SHIELDS. DOUBLE-UP AND MORE. THIS IS
THE COIN-OP CONVERSION OF 1989.

COMING SOON FOR COMMODORE
AMIGA £24.99. ATARI ST £19.99.
Cé4 SPECTRUM. CPC AND MSX
DISK £14.99. CASSETTE £9.99.



"You HAVE FIFTEEN

Seconps To CompLy,."

Coming soon from Ocean is
the computer game of Orion
Pictures' brilliant  film,
Robocop. In case you are not
familiar with the story, it is set
in Detroit several years in the
future, a run-down seedy city
where corruption and murder
are rife. The film begins with
the brutal murder of a rookie
cop called Mike Murphy. The
corporation who now own the
police force, the all-powerful
OCP, take Murphy's body and
use it in their experiments to

make a robotic policeman.
Their previous attempt, named
the (ED)-209, had failed,
killing a member of the board,
but this time, using Murphy,
they cracked it. Robocop
takes to the streets, cleansing
the city of crime, but after a
while human traces start to
shine through, and
Robocop/Murphy begins to
remember his killers. Before
long, he is tracing them and
out to avenge himself.

Subject to change, this bit. The photo-fit section at the moment features
someone who looks suspiciously like Garry Bracey, but this will change to

Clarence Boddiker and his cronies.

Extra weapons can be collected by punching or shooting the various
crates that lie in the road. The three-way firing gun Robocop has here is
particularly useful for shooting the thugs that hang out of the windows.

Pete Johnson (famous for
Wizball and the Arkanoid
games) is tackling the conver-
sion, and so far it is looking
promising. There is a coin-op
of Robocop, but the ST ver-
sion enhances the basic idea,
adding sections that adhere to
the film more closely. For the
main part, the game is a hori-
zontally-scrolling shoot'em-up
in which you patrol Detroit's
villain-infested streets, killing
any assailants. Armed initially
with your metal fists, and later,
a gun, you move along the
scrolling city, shooting or hit-
ting any thugs. The villains
hang out of windows shooting
you, and walk around - some
even attack on motorbikes -
and, if their attacks hit you,

your energy bar is depleted.
Between these scrolling levels
there are several sections
viewed in third-person per-
spective. For instance, there is
one in which Robocop must
use the police identity kit com-
puter to match the face of one
of his murderers; this must be
done against a strict time limit,
and if he fails he loses a life.
Also, there is a scene where a
girl is held by a knife-wielding
punk. The action is viewed
through Robocop's eyes, and,
using a cross-hair sight, you
must kill the punk without
harming the citizen. Hopefully,
Robocop should be with us
within a month, and looks well
worth the wait.

"ARCHIPELIGWHAT?"

Coming soon from Logotron is
a game which their publisher,
Herbert Wright, describes as
'dangerously weird'!
Archipelagos is a game set
over a 3D landscape, and
involves destruction of strange
obelisks. It transpires that you
are a floating entity (told you it
was weird!), and you must
destroy the strange-powered

stone. This can only be
done by linking every
stone on the island using a
'landpath'. Once all of the
stones are joined, the
obelisk will be destroyed
and you can go on to the
next island. The landscape
is very impressive indeed,
scrolling smoothly around
under the control of your

Archipelagos is indeed a strange game, just what are those mutated palm

trees?
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mouse. Due to the stone's
power, land is infected with a
red virus and, if touched, it will
kill anything. Trees rise and
fall, indicating that they are
dying, but by pressing a key,
you can temporarily halt the
disease's flow. Herbert is con-
fident that the game is going
to be 'like nothing you have
seen before' and from the
three-level demo version we
have seen, it looks to be true!
Archipelago will be launched
onto the unsuspecting world in
a month or two, so if you
fancy some serious weirdness,
take a peek.

1

SLEEPING
Gobs LIE

Entertainments International
have given us news of their
latest game, an adventure
entitled, 'Let Sleeping Gods
Lie'. An evil wizard has taken
over from the old-gods, the
all-powerful warlock has the
future of your people in the
balance. Your only hope is to
awake the last remaining
god, who just happens to be
lying frozen in an ice tomb
located at the far reaches of
the lands. Sleeping Gods Lie
features strategy and arcade
action, and will available in
May. Just to wet your
appetite here is a pre-pro-
duction shot of the game.



HEWSON's BUMPER BUNDLE

Software supremos,
Hewson, are proud to
announce their first ST
compilation pack. Named,
'The Premiere Collection',
Hewson's bundle will fea-
ture four of their greatest
games: Nebulus, ST
Action's favourite tower-
toppling game; Exolon, a
spaced-out shooting plat-
form style game;

Netherworld, a fiendish
maze/puzzle game; and
Zynaps, a red-hot
shoot'em-up. The Premiere
Collection will be available
from the end of March, and
will cost £29.99. Hewson
have also named their next
release, a role-playing
adventure entitled
Onslaught - more next
month.

OcEAN's SEconp ComPILATION

Yes, hot on the heels of
Ocean's Five Star compilation
comes 'Precious Metal', featur-
ing Capt. Blood, Super Hang-
on, Arkanoid 2 - the revenge of
Doh and Xenon. This mega
bundle should materialize

around mid March and will
carry a price tag of £24.99.
Also due from Ocean are Red
Heat, Dragon Ninja and Run
the Gauntlet - watch this
space!

CLOUGHIE'S FORTUNES

Nottingham Forest's much pub-
licized manager, Brian Clough,
will soon be appearing on our
screens, courtecy of CDS soft-
ware. Brian Clough's Football
Fortunes take on a dual role,
not only as a computer game,
but also as a board game. All
aspects of football management
are covered as you 'wheel and

deal' your way to soccer star-
dom. The game was written
using the advice of Mr. Clough
himself and has already been a
best seller on the 8-bit format.
Expect to see Brian Clough's
Football Fortunes really soon.
For the signing fee of £14.99
what more could you want?

The moonbase, central command for the surviving human race.

MILLENNIUM 2.2

Activision, the Reading-
based company who are
normally associated with
arcade action games, are
proud to announce the
release of their latest game,
Millennium 2.2. The game
is an original, exciting and
complex strategy game.
Programmed by lan Bird, a
'master strategist' and pro-
grammer of titles such as
'High Frontier', Millennium
2.2 features splendid graph-
ics created by 18-year old
fine artist, Jai Redman
(himself featured in our
graphic artists feature STA
10). Set in the year 2200,
the world has been rendered
uninhabitable due to a mas-
sive asteroid that has
plunged into the Pacific
Ocean. There are no sur-
vivors on the Earth and the
planet itself will not be hab-
itable for at least another
four years. You are the
commander of not only a
moonbase, but also of the
last remaining group of
humans. Your mission has
now been drastically
changed - the future of the

human race is now in your
hands! Using your skills you
must cieate new spacecraft
that will enable you to colo-
nize new moons and
planets. Attention to detail
throughout the game is
magnificent; all the planets
and their moons can be dis-
played on a galactic map,
which moves in the exact
pattern the stars follow in
space. Millennium 2.2 fea-
tures a wonderful blend of
strategy and action and
should keep even the hardi-
est of players busy for quite
some time. Millennium 2.2
boasts stunning graphics
and sound; a wealth of
accurately researched data
to gather and explore; sci-
entifically correct move-
ment of planets and stars;
the opportunity to colonize
and travel the galaxy; and
most importantly, the
chance to make the Earth a
habitable place for
humankind to return to.
Millennium 2.2 will be avail-
able from the end of March
and will cost £24.99.

Using a Mk8 Solagen can create a fair wack of power - you'll need it.
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Pot Luck

Rack'em up Joe! Pool features
state-of-the-art 3D graphics.

Coming soon from Firebird,
is a game that will appeal to
all you Pool fans out there.
3D Pool has been officially
endorsed by the current
European Pool champion,
'Maltese' Joe Barbara, and
features a novel 3D perspec-
tive that gives the impres-
sion that you can actually
walk around the table! There
are four computer-controlled
opponents doing under
strange names, such as The
Catford Kid and Flash Harry,
and each must be beaten
three times before you may
proceed to the next tricky
contender. Firebird boast
that the game will feature
trick shots and intelligent
opponents, and judging by
the author, Orlando (alias
Nick Pelling), whose previ-
ous games include the 8-bit
Frak! and Firetrack, it could
well be true.

SUPERCHARGER

De Gale Marketing have
launched their Quick Joy
Supercharger. The
Supercharger retails for
£12.95 and is billed as 'the
game-player's dream'. Fitted
with the obligatory suction
pads, two firebuttons, autofire
and no less than six
microswitches, the
Supercharger is a very
responsive piece of equip-
ment . The Supercharger is
the first of what is to be a
family of four sticks from De
Gale. Backed by Electrocoin,
one of the UK's leading
arcade companies.

ROGER,

Hot on the heels of Zak
McKracken and the Alien
Mindbenders comes
Battlehawks 1942 from
Lucasfilm Games/d.S.
Gold. Apparently program-
mers used actual World
War 2 newsreel footage to
aid them in achieving extra
realism. The game re-
enacts the bitter battles
between the American
armed forces and the
mighty Japanese Empire.
Players may experience the
encounters from either side
and will be able to pilot a
number of different crafts
ranging from USAF Wildcat
fighters to fearsome
Japanese Val dive
bombers. Battlehawks uses
high resolution, digitally
rendered images that are
zoomed onto the screen in
a most convincing manner.
The game sticks closely to
the historical happenings of
the period and all of the
planes move in relation to
their technical abilities.

WiLco AND Our

Every pilot should know what he's shooting at - you'll have to pass a test

before take-off.

Bombing ships would be easy if it weren't for all the enemy air support.

QuEsT For THE TiME BIRo CooL JULE

Infogrames are proud to
announce their latest title,
The Quest for the Time Bird.
This time the French compa-
ny's game is an adventure
based on a famous French
comic strip. An adventure in
which you play the part of
three characters: the Knight
Bragon, an axe-wielding
warrior; Roxanna, a fero-
cious whip-cracking heroine;
and the Stranger, a mysteri-
ous man whose lethal cross-
bow rarely fails to make its

mark. The aim of the game
is to retrieve the Conch of
Time from the evil monster,
Ramor, thus stopping him
from destroying the planet of
Akbar. Along the trouble-
some road of your quest you
will encounter unknown
worlds, sacred and magic
objects, riddles, wonderful
legends and dangerous ani-
mals. Hopefully, the game
will be available in April and
will cost £24.95

Jules Verne's latest novel to be
converted onto the ST is to be
'Journey to the Centre of the
Earth' (the last one being
20,000 Leagues under the Sea).
Available from d.S. Gold,
although written by the German
company, Rainbow Arts, the
game sees you and four other
explorers travelling to the
Earth's core. Along the journey
your party will encounter slimy
reptiles, falling rocks. stamped-
ing mammoths and an ever
decreasing supply of food and
water. Of course, you may
choose which of the characters
you want to be, but you must
remember each have their own
attributes. The game features a
nice blend of action and strate-
gy and was programmed by the
same team responsible for U.S.
Gold's Joan of Arc.



It is daybreak. You join the other pilots in the squadron crewroom to
discuss objectives for the day ahead. Tactics, combat manoeuvres; all
are captured completely by F-16 COMBAT PILOT. During your pre-flight
briefing you instruct the ground crew on weapon loading and plan
your attack. ..

The threat of imminent destruction and the stress of high-g

combat you take in your stride. Your training perfected, you are now
master in all five roles of the F-16, from air-to-air interception to
interdictor strike.

H
‘
|
|

tHULATIoN

Atari ST screen.

But now - Operation Conquest - the conflict you hoped would never
happen. Aircraft, ground forces and the entire strategic infrastructure
iS under threat.

You haven't faced anything like this before. .. ever!

ORDER YOUR F-16 COMBAT PILOT NOW.
Simply phone (0276) 684959 quoting VISA or ACCESS credit card
number, name and address.

Digital Integration Limited,
Watchmoor Trade Centre,
Watchmoor Road, Camberley,

The Real World of Simulation Surrey GU5 3N (0276) 684959,

ATARI ST - £24.95. 1BM - £24.95. €64 CASSETTE - £14.95. €64 DISK - £19.95. AVAILABLE 1989: SPECTRUM CASSETTE - £14.95. SPECTRUM DISK £19.95. AMSTRAD CPC CASSETTE - £14.95. AMSTRAD CPC DISK - £19.95. AMIGA £24.95. AMSTRAD POW - £19.95.



French record company, Delphine’'s first ST game - Bio. Challenge

MicroPrROSE ON THE MovE

The latest news from the
Microprose camp is of their
next 'big' project, provisionally
titled 'Tank'. Programmed by
the same team responsible for
classics such as Gunship and
F-19 Stealth, Tank sees you in
command of an Abraham's M1
tank. No pictures as of yet, but
Tank promises to be a most
detailed simulation. Pirates is
at last having the final touches
made to it, expect to splice the
main sometime around the

middle of April. Soccer is also
nearing completion and is
expected on or around April
7th. As for all you budding
pilots, F-19 looks cleared for a
July take-off. One final piece:
Microprose took on the might
of Electronic Arts in a combat-
zone paint shoot earlier in the
month. The outcome: an out-
standing victory 6 - O! It just
goes to show that Microprose
learned something from their
game, Airborne Ranger.

Ultima V is almost complete - will you be able to save Lord British and his

knights?

Top TEN ScoriNG GAMES THIS MONTH

. King's Quest IV.....................87%
. Blasteroids ..........ccceeeeeee....81%
. Talespin.......ccceeeeeeeicccccnnnnnn...80%

. Zak McKracken............ccc......72%
. FO. FT . iieeeeereirennennnn 1%

Stormtrooper........................69%

1
2

3

4

5. Fusion.......eeeeeevvieeiiennnnnn . 78%
6

7

8

9. Space Harrier l.....................66%
1

0. TitaN..coeereeereereeeeeeeereeenennn61%
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PaLAcE GET DELPHINE

Coming soon from Palace
are a series of games written
by the programming division
of French company
Delphine records. The team,
who incidentally wrote the
main core of Elite's conver-
sion of Space Harrier, are
working on about five titles
which will be distributed on
the Palace label. So far,
Palace supremo, Pete
Stone only has news of
one, an arcade game called
Bio-Challenge, but he says
that the games will all be

TEMPLE
FLYING

New from Exxos, the com-
pany who brought us
Captain Blood and Purple
Saturn Day, comes the
Temple of the Flying
Saucers, a stunning graphi-
cal adventure. The Earth
has survived an nuclear
apocalypse and is now at
the end of its third millenni-
um. Three races inhabit the
planet: the Humans, degen-
erate and superstitious, they
live in small scattered vil-
lages; the Mutants, a hybrid
race who roam in nomadic
tribes; and the Tuners, an
exceptionally gifted and
telepathic race who weave a
secret communication net-
work throughout the world.
Two young Tuners, Raven
and SciFi, were sent to a
Netwerk centre to begin
their training but, on the

arcade-orientated. Bio-
Challenge is a fast-moving
platform game, with the
player controlling a half
man, half robot, central
character. Also patrolling
the screens are a number of
deadly enemies who can be
killed by causing a platform
to squash them. There are
going to be a number of
sub-games in Bio-
Challenge, featuring large
guardians, and Pete hopes
that it will be reviewable by
next month.

OF THE

SAUCERS

The search for your friend, Raven,
is an immense task.

way, they were attacked and
Raven taken hostage. As
SciFi, you must not only
rescue your friend, Raven,
but also reveal the evil plans
of his captors and unmask
their master, Zorq, and his
plot to create a new race
with the last of the humans.
The game will be available
from April at the price of
£24.95

Mazes abound within the temple - can you find the correct route?



BuLLFrROG's PopuLods

This month sees the review of
Bullfrog's first release, Fusion.
We are also proud to announce
their next project, Populous.
Apparently, Populous is a game
like no other before it. The
game is about two nations -
one good, one evil - both fanat-
ic followers of their own god
and both fearsome warriors.
The general idea is to invade

and populate new lands, evolve
new technologies and eventual-
ly wipe out the opposing
nation. Featuring an overhead
view of the 'world', players will
be able to instantly zoom into
an area which will be displayed
in glorious 3D. Of course, you
will be able to play against the
computer, but you'll also have
the opportunity to play oppo-

Bullfrog look set to become a major name in ST software, just look at

those graphics!

nents via a datalink, either ST
to ST or ST to Amiga - there's
even the option to play by
modem! Players will be able to
battle over hundreds of different
landscapes featuring four differ-
ent terrains, such as arctic or
desert. Players will even be
allowed to create their own
landscapes for use in later bat-
tles. With features such as digi-
tized sound, floods, earth-
quakes, sea monsters and giant
birds, Populous will certainly be
a much awaited title. Again, the

Populous features brilliant graphics
- hereis an arctic landscape.

game will be available in April,
at an asking price of £24.95

Populating the land would be easy, if it weren't for all the hidden pitfalls.

StEVE DAviS' WORLD SNOOKER

CDS Software are proud to
announce their second sporting
personality tie-in. Yes, now you
can take on the snooker genius
of the world's number one play-
er, Steve Davis. But wait, not
only can you challenge Steve
at his own game, now you can
also try your luck at both
British and American Pool,
Billiards and Carom (a strange
game played on a table with no
pockets, in which the idea is to
cannon the balls as many times
as possible). Steve Davis'
World Snooker, as the game is
known, features a multitude of
options. You may zoom in on
the action; control the cue ball,

ND F

Do recognise this photo? Ray
and Sara Maidstone are fanatic
followers of the legendary
Dungeon Master game. They
took this picture in a friend's
kitchen, apparently they tried
pressing the concealed button
several times but, alas, no
secret passage opened up
before them. Ray and Sara
went on to inquire; just when is
Chaos Strikes Back due for
release? Well, the answer to the
question that must be on thou-
sands of ST Dungeon Master

giving it as much spin and side
as you like; and even adjust the
power of your shot.
Accompanying the game is the
theme music, Dragnet, which is
used on most televised snooker
events. Steve Davis' World
Snooker is aimed at players of
all abilities from complete
novices (like me), to full blown
professionals. The computer
has been programmed to think
just as Steve himself would. So
chalk up your cue and wish for
luck - you're going to need it!
Steve Davis' World Snooker will
be available from sometime in
March and will be priced at
£19.99.

NALLY...

addicts lips is as follows. Due to
FTL being such professionals,
the game has taken a little
longer than expected (mainly
because of all the bug testing).
The good news, however, is that
Chaos should materialize
around mid April. Until then |
would recommend all DM play-
ers to keep improving their
character's skills - but remem-
ber, all the objects your team
are carrying are confiscated at
the beginning of Chaos Strikes
Back. You have been warned !

Can you beat Steve Davis at his own game? Take careful and steady aim

as you prepare to break.

What, a hidden button on a kitchen wall in Norwich?
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Want to find the review of your favourite game? Fed up with looking through all the contents pages to find it? Well,
now you don't need to. Just to help we've collated details from all of the first eleven issues and presented them
in this easy to use index.

TITLE SCORE ISSUE PAGE TITLE SCORE ISSUE PAGE TITLE SCORE ISSUE PAGE
1943 44% 8 88 Garfield 60% 7 60 Return Of The Jedi 65% 9 69
20000 Leagues Under Sea |50% | 10 59 Gary Lineker Super Skills | 37% | 9 47 Return To Genesis 70% 2 56
944 Turbo Cup 66% 9 68 Gauntlet Il 88% 4 60 Revenge I 40% 4 55
A Question Of Sport 58% | 10 28 Get Dexter 2 59% 1 78 Roadwars 62% <) 78
Action Service 53% 8 84 Goldrunner Il 71% 3 80 Rockford 65% 1 72
Advanced Rugby Sim 54% | 11 32 Great Giana Sisters 77% 5 74 Rolling Thunder 55% 3 85
Afterburner 65% 9 42 Growth 56% 9 77 Scrabble 69% 2 78
Airborne Ranger 70% | 11 48 Gunship 83% 1 66 SDI 83% 7 38
Alien Syndrome 69% 5 84 Hell Bent 52% | 10 59 Seconds Out 54% 1 60
Arkanoid Il 64% 6 74 Hellfire Attack 66% 8 92 Shackled 50% 4 50
Army Moves 39% 6 34 Helter Skelter 82% 6 37 Shadowgate 77% 3 76
Around World In 80 Days |34%| 8 78 Heroes Of The Lance 78% | 9 40 Side Arms 61% 5 78
Artura 55% 9 66 Hostages 82% 8 36 Sidewinder 65% 4 63
Asteroids Deluxe 43% 6 34 Hotball 26% | 11 30 Sinbad 60% 7 68
Atax 45% 9 66 Hotshot 54% 6 62 Skrull 66% 7 74
Baal 69% | 10 54 Hyperdrome 53% | 10 35 Skychase 60% 7 32
Barbarian |1 85% | 10 30 | Ball 48% 2 80 Slap Fight 58% 1 68
Batman 73% | 11 52 IK+ 81% 8 70 Soldier Of Light 58% | 10 58
Battle Probe 25% 7 82 Ikari Warriors 56% 2 68 Sorcery + 59% 8 74
Battleships 66% 2 54 Impossible Mission I 77% 3 54 Space Harrier 75% 6 44
Bermuda Project 58% 3 70 Ingrid's Back 75% 9 78 Speedball 75% 7 28
Better Dead Than Alien 52% 5 61 International Soccer 66% 2 76 Spidertronic 65% 2 74
Beyond The Ice Palace 58% 4 72 Jet 64% 6 60 Spitfire 40 70% 2 55
Beyond Zork 72% 1 62 Joan Of Arc 55% 9 48 Spitting Image 59% | 10 32
Bionic Commando 67% 5 72 Joe Blade Il 47% | 10 35 ST Wars 43% 3 81
BMX Simulator 54% 2 58 Jump Jet 42% 1 58 Staff 52% 2 79
Bomb Disposal 50% 4 51 Kennedy Approach 55% | 10 56 Starfleet 50% 4 78
Bomb Jack 55% 6 43 Killdozer 47% 4 68 Starglider Il 77% 6 68
Bombuzal 73% 8 76 Knightmare 48% 3 58 Stargoose 1% 7 72
Bounce Out 54% | 10 34 Lancelot 75% 8 68 Starquake 69% 3 79
Brainbox 58% 5 69 Leatherneck 62% 3 62 Starray 75% 8 42
Buggy Boy 83% 2 60 LED Storm 55% | 10 36 Stella Crusade 60% 7 70
Captain America 56% 3 64 Legend Of The Sword 81% 5 62 Stir Crazy 86% 3 68
Captain Blood 84% 2 72 Leisure Suit Larry Il 81% | 11 58 Stock Market 70% 3 86
Captain Fizz 41%| 1 31 Live And Let Die 54% 9 54 Street Fighter 43% 6 52
Carrier Command 91% 2 64 Lombard RAC Rally 71% 9 44 Street Gang 31% 7 82
Championship Cricket 42% 6 55 Lords Of Conquest 54% 4 54 Summer Olympiad 72% 6 64
Chopper X 52% 2 61 Luxor 45% 8 94 Sundog 70% 3 60
Chrono Quest 70% 9 80 Mafdet 44% 8 45 Super Hang On 84% 6 56
Chubby Gristle 54% 5 69 Manhattan Dealers 68% 9 56 Superman 61% 1 36
Chuckie Egg 68% 9 60 Manhunter New York 76% | 11 74 Superski 73% 4 58
Circus Games 64% | 10 26 Maniax 48% | 10 66 Superstar Ice Hockey 51% 9 62
Corruption 68% 5 86 Masters of the Universe 61% 3 66 Tau Ceti 66% 2 80
Cracked 58% 4 68 Menace 77% 9 72 Techno Cop 66% 1 Y/
Crash Garrett 56% 2 48 Mickey Mouse 78% 5 76 Tetra Quest 55% 8 72
Crazy Cars |l 70% | M 22 Mindfighter 58% 4 56 The Deep 63% | 11 54
Crosswords 67% | M 47 Mini Golf 63% | 11 60 The Games: Winter Edition | 77% | 11 40
Custodian 56% | 11 42 Mission Genocide 56% 2 67 The Grail 48% | 10 62
Cybernoid 81% 7 30 Moonbase 44% S 60 The President Is Missing 68% | 10 64
Cybernoid Il 68% 1 26 Motor Massacre 47% 9 53 Thrust 48% 2 67
D.Thompson's Olym Chall |67% 8 64 Motorbike Madness 54% 8 78 Thunderblade 78% | 10 44
Dark Castle 60% 2 63 Munsters 54% | 11 35 Thundercats 77% 4 48
Desolator 40%| 10 34 Nebulus 92% 6 28 Time And Magik 47% 2 70
Double Dragon 73% 9 64 Netherworld 65% 6 46 Times Of Lore 69% 1 38
Driller 76% 7 78 Nigel Mansell's Grand Prix | 46% 9 46 Tournament Of Death 34% 1 80
Dungeon Master 90% 1 56 Night Hunter 68% | 11 64 Trantor 36% 3 81
Elemental 76% 8 76 Night Raider 78% S 66 Trash Heap 55% 1 65
Elf 37% 8 45 No Excuses 53% | 10 66 Trivial Pursuit: New Begin  |61% | 10 65
Eliminator 80% 6 76 North Star 42% 3 85 Ultima IV 56% 1 74
Elite 78% 7 64 Obliterator 59% 2 46 Uninvited 72% 4 66
Empire 70% 8 66 Offshore Warrior 43% 9 74 Vampire's Empire 65% 2 52
Empire Strikes Back 75% 6 72 Oids 68% 1 54 Vectorball 52% 6 49
Espionage 48% 9 52 Operation Wolf 90% 10 22 Veteran 58% 7 66
Exolon 63% 7 36 Outrun 84% 3 72 Victory Road 44% | 10 46
Falcon 82% | 10 38 Overlander 69% 6 38 Virus 75% 5 58
Fernandez Must Die 63% 8 80 Pacmania 70% 7 80 Vixen 53% 4 64
Final Assault 69% | 10 63 Pandora 60% 4 70 Wanted 62% | 11 51
Fire And Forget 58% 5 71 Pepsi Mad Mix Challenge | 44% 9 60 Warhawk 46% 2 61
Fish 78% 8 90 Peter Beardsley's Soccer | 52% .| 5 88 Warlock 52% 1 64
Flintstones 49% 3 57 Phantasm 60% 5 82 Warlock's Quest 72% 2 79
Flying Shark 69% 9 76 Pink Panther 32% 2 59 Where Time Stood Still 67% 8 82
Football Director Il 64% | 11 30 Platoon 78% 4 75 Whirligig 62% 6 58
Football Manager Il 50% 5 80 Pool 63% 2 62 Wizard Warz 55% 8 94
Formula 1 48% 1 64 Powerdrome 59% 9 50 World Darts 57% 5 70
Foundations Waste 59% 3 84 Predator 62% 1 76 Xor 73% 3 82
Freedom 51% | 10 42 Puffy's Saga 64% 9 70 Zero Gravity 61% 9 77
Frost Byte 55% 1 65 Purple Saturn Day 66% | 10 48 Zynaps 63% 6 40
G.nuis 60% | 11 24 Quadralien 67% 4 76

Galactic Conqueror 24% | 10 60 R-Type 90% 9 58

Game Over Il 33% | 11 47 Rambo Il 52% | 10 50




Cinemaware present a special Double Bill for ST Users Starring
ROCKET RANGER and KING OF CHICAGO.

1940.The Nazis are set to win the war and dominate the world for
centuries to come. Only Rocket Ranger can change the
course of history and save the world as we know it.

Go back in time to Chicago in the ’30’s. Are you tough
enough to survive the power struggles and rampant
crime to gain control of the Windy City and become
King of Chicago?
BOTH OUT NOW for the Atari ST. Price £24.99

Cinemaware’s Defender of the Crown and
Sinbad and the Throne of the Falcon
already available
for the Atari ST.



THE LETTERS DESK

Got any interesting views about the software industry?
Want to air your anger? If so, then write to us at:
The Letters Desk, ST Action, 10 Theatre Lane,
Chichester, West Sussex. PO19 1SR.
And don't forget, we offer prizes for the most interesting letter.

Are 16-bit users getting
value for money?

If it is at all possible, could someone
please explain to me why it is that soft-
ware houses keep on producing games
that look like they are written for 8-bit
machines with poor graphics, poor
scrolling and poor game play. Such as;
Leaderboard, Seconds Out, Super Cycle,
10th Frame, Black Lamp, Crazy Cars,
lkari Warriors and Solomon's Key - to
name but a few.

How is it that software houses can jus-
tify putting a price tag of between £19.99
and £25.00 on software we can all consid-
er as being of the budget £2.99 class of
the 8-bit machines?

Why can't we see more of the type of
software that really uses full potential of
the 16-bit machines, such as, Barbarian,
Defender of the Crown, Hostages,
International Karate +, Oids, Dungeon
Master and Lombard RAC Rally?

Surely it is software of this high stan-
dard that we all should expect from soft-
ware houses, and not the shoddy rubbish
they try to palm us off with as 16-bit soft-
ware.

I would also like to take this opportuni-
ty to ask all the readers of your first class
magazine to stop buying this poor quality
software, in the hope that software houses
will stop producing this rubbish due to
poor sales, and start to produce more
quality software fit to be used on 16-bit
machines.

Steve Capel, Oxted, Surrey.

Steve, I'm not sure whether | agree with
your list of sub-standard games -
Leaderboard is one of my favourites. But,
I will agree that some ST software is of a
poor quality. My only suggestion is to
carefully read the reviews and, if possi-
ble, test games in the shop before you
buy them.

Roll call

I was wondering if you can put me in
touch with Norman Winstanley of
Macclesfield who wrote a letter to the
Letters Desk way back in issue 8.

John Pritchard, Halewood, Liverpool.

Sorry, John, but we don't like to pass on

addresses directly. Howeuver, if you still
want to get in touch with Mr. Winstanley,
we will be quite happy to pass on any
correspondence via the ST Action offices.

Proper play-testing?

Have you ever eagerly awaited the arrival
of a new blockbuster game, and upon its
arrival spent several hours coming to grips
with it. Then just as you begin to appreci-
ate it you discover something wrong. My
latest frustration is 'Hostages', it repeated-
ly crashes during the second half of the
game. "Return the game", | hear you cry.
Well, | already did that. To their credit
Castle Computers replaced it without a
quibble, but this second copy also carries
the problem. Then there was 'Annals of
Rome' which also carried a program flaw,
and to their credit, PSS replaced it without
a murmur (and the new copy worked, it
kept me occupied for hours). Before that
though, there was 'Carrier Command' my
first copy of which had numerous charac-
teristics (i.e. a chain of fifteen islands
could not refuel my carrier in 24 hours of
continuous computer time). Thankfully,
the second copy of this game was more
normal and | thoroughly enjoyed it.

Now if | go back to my Amstrad CPC
days | could list other such faulty pro-
grams, sometimes exchanged
successfully and sometimes not. My point
is: why should | have to put up with this
hassle? From what | have read in maga-
zines, the software industry is supposed to
have come of age. Surely this should
mean thorough play-testing by the soft-
ware houses. When | buy a game it may
or may not live up to my expectations, but
the very least it should do is work proper-
ly!
lan Black, Stamford, Lincs.

Sound advice

It is a well-known fact that the sound pro-
duced by a TV or monitor speaker is not
much to boast about. After searching
around for the right bits of wire, | came up
with this:

If your TV or monitor has a headphone
or 'audio out' socket you can connect it to
the CD/AUX socket on your HI-FI. Bingo!
Good quality sound from your ST - you



can even record ST sounds and music
onto tape. Your local Tandy or electrical
store should have an ample supply of
leads.

| have read somewhere that you can
get software which allows you to copy
protected games. Is this true? If so, where
can | get it and how much does it cost?
After all, it would be nice to know my
£15/&£25 software is safe from any com-
puter viruses.
Johnathan Dickinson,
Wetherby, W.Yorkshire.

Letter from America

| am replying to the letter by J.Lawson in
your January 1989 issue. | run an Atari
sales and service store here in the States,
am Systems Operator for a local Atari bul-
letin board system, and am President of
our local Atari ST club. Mr. Lawson was
wondering why the Atari ST was doing so
well in England and Europe compared to
the rather sluggish sales in the States. |
wish | knew the full and correct answer,
but | have some ideas. Atari does very lit-
tle advertising in the States - this does not
help the computer get known. While word
of mouth is a good tactic to use in adver-
tising, it is not going to hit the masses of
people who might consider a computer if
they were more informed of what is avail-
able. There may be some financial deci-
sions regarding this decision - | have
heard rumours that Atari does not do
much advertising in the States because
they would not be able to keep up with
demand. This is partly true, as a dealer
there have been several times | had to wait
months before receiving a shipment of
computers for waiting customers. | theo-
rise the problem might be costs of
'improving' hardware from out of the
country since Atari's plants are overseas.
This also creates a problem in shipping
time as well as other areas. | have heard
Atari does 70% of its business in Europe.
They are looking at 1989 as the year of
expanding in the States, possibly with a
production plant. Several such sites are
being looked at in Texas and Nevada.
Another item which has restricted some
release of hardware has been the FCC.
The Atari PC which is available overseas
failed the FCC testing and needed to have
some additional shielding before being
able to pass. | would assume Atari's pos-
ture is; let's sell it where we don't have to
modify it before pursuing all the work nec-
essary to sell it where we have to.

Finally, I think Mr. Lawson should consider
himself lucky to even have choice of a RF
modulator in the 1040ST. Here in the
States we cannot obtain this piece of kit -
again, | think it has something to do with
the FCC regulations. | received an acci-
dental shipment of them and sold them
like hotcakes. When | went to re-order |

was told it was an accident that | had
received them and that | could not obtain
more.

This year will be an important time for
Atari in the United States. No new major
hardware was shown at Comdex, unless
you include the foam mock-up of the Atari
laptop. There are numerous new software
titles available, but nothing like what has
been developed over previous years.
However, the support from software devel-
opers in Europe is another story. [ am hav-
ing to attempt to import software from
Europe to remain on the cutting edge of
software for the ST. Several magazines for
the ST were dropped this past year:
Compute's Atari ST, ST Applications, and
the FaSTer Newsletter - there seem to be
none taking their place. There are current-
ly about two or three magazines support-
ing the ST and, once again, | am having to
import magazines to fill this gap too. |
would ask Mr. Lawson and all other
European Atari ST users to help your
friends in the States by putting pressure
on Atari to increase their support to the
States to allow for more support for all our
users in the world.

Mike Farrar,
Cottonwood, California, U.S.A.

Brothers in arm

Whilst | enjoy your magazine and its
reviews, | am totally frustrated that it
allows itself to be dominated by the big-
name releases, and seduced by the appeal
of glossy colour screenshots and the
games that can provide them.

As a wargamer, | am interested in the
use of the computer to moderate and
umpire, and even provide an opponent, for
such games.

Games of this type are, | believe, avail-
able for the ST, but never seem to get
reviewed. Please then, make space for war
and strategy games - | just can't afford to
buy games 'on-spec'.

Finally, UMS which received such rave
reviews, was once again acclaimed for its
graphical representations. Not one review-
er was able to spot what should have been
obvious - that as a wargame simulation it
is pathetic and undoubtedly hopeless. So,
get a wargamer, not at computer buff, to
do these reviews.

Greg Mann,
Beckenham, Kent.

Every month top-quality strateg-
y/wargames come onto the market, most
recently the Atari Battlescape series has
begun to appear. Yet none of these games
ever seem to merit a review by even the
better ST We wargamers out
here thus have no easy way of finding out
what we're getting without having to front
up with the cash.

| concede that strategy/wargames may



not have the popular appeal of the
"knock'em-down/shoot'em-up" games,
possibly because they involve heavy
thought and are not cheap to buy. Yet |
wonder if the situation might change if
these games received at least some pub-
licity. For example: More publicity=more
interest=increased sales=more game
development=possible cheaper prices?
The fact that these games are being
developed proves that there is a market
for the "cerebral" game, yet no publisher
seems willing to even acknowledge their
existence. Your magazine is now way
ahead of its competition in both quality
and content. Can | ask on behalf of all
deprived wargamers out here that you
please review at least one good "thinking"
game each month. How's about it chaps -
one or two pages out of about one hun-
dred is not a lot to ask.
Chris Briggs, Woking, Surrey.

A Wolf in sheep's clothing

| feel | must write to complain about your
review of Operation Wolf in issue 10.
Although | agree that the game is an
excellent conversion, your reviews only
just mentioned the excessive amount of
disk swapping.

The fact that the game comes on three
disks (not mentioned) and that during the
game one is continuously swapping disks,
| believe completely ruins the playability.
Your reviewers should spend more time
informing us, your readers, on how the
various games have been implemented on
the ST, not a complete description of the
storyline. It may be obvious to you now,
but | purchased the above game after
reading your review and have been disap-
pointed.

Your review of Kennedy Approach | do
agree with, but with a rating of 40%. If one
gave the 8-bit version a score of 10, the
16-bit version would get 5! Compared
directly with the 8-bit versions, this effort
is pathetic.

Mr. W R Chapman, Porthowan, Cornwall.

Hello, Mr. Chapman, this is Steve here ,
the reviewer of Operation Wolf. In answer
to your statement, | feel that the disk
swapping didn't ruin the game - inter-
rupted its flow, yes - but it didn't ruin the
game. Additionally, with Kennedy
Approach, the game should have been a
lot better, granted, but it is not a totally
pathetic version, as the 8-bit's playability
and depth is still there. It is just that no
major enhancements were made, thus the
low rating.

Plagarism lives!

While reading through the Letters Desk of
the February 1989 edition of your maga-
zine, | noticed a letter which was remark-

ably familiar, not only in content but also
style and exact wording, to one that | had
previously submitted to another magazine
(TGM July 1988 page 119) and had, in
fact, achieved the status "Best Letter". At
the bottom of page 16 of ST Action (Feb
89) is a letter which you have titled status
symbol. You will notice that certain key
paragraphs are exactly the same.

I am not unduly perturbed by this bla-
tant plagiarism, however | believe | would
have been more upset if Mr. Sands' piracy
resulted in him winning the "letter of the
month" accolade (and game of his choice)
from your magazine, as | am sure was his
intention.

| notice, quite by chance, that at the
foot of The Games Machine's title page
there is a clause worded, "No material
may be reproduced in whole..." ...Well, I'm
sure you know the rest because a very
similar clause appears on ST Action's
contents page.

I do not expect Mr. Sands to be in any
way repentant, in fact | expect he is feeling
pretty smug at the whole affair. However,
maybe he will be so embarrassed he will
never try writing to anyone ever again.
Largely due to his lack of original ideas.
Afterall, anyone who has difficulties in
successfully ordering things from mail
order companies just because they once
owned a ZX81 has definately got a prob-
lem.

One last idea, why don't you include a
sheet of carbon paper with every Letters
Desk? It would certainly make life much
easier for those poor unfortunates who
can't think up original letters for them-
selves.

John Tapper, Garway, Herefordshire.

Praise Indeed!

| have been an ST owner for about 4
months now, and have been buying both
your magazine and that of one of your
competitors. Both of you have different
reviwing styles, the other relying on lots of
glossy photos to fill space yet offering only
about a quarter of a page of actual con-
tent. A perfect comparison between ST
Action's reviews and theirs is highlighted
in both your reviews of the Batman game.
Once again they went overboard on the
photos and hardly mentioned the game
play; telling us all about the forthcoming
film instead. ST Action, though, combined
a wealth of photos together with an infor-
mative main review and three different
peoples opinions. The other magazine
seems to rely on the popularity of their
reviewers, whereas you promote the
games rather than yourselves. Needless to
say yours is the only magazine | now buy
regularly, keep up the good work, and
long live ST Action!

P. Andrews, Aberdeen, Scotland.

Thank you for your kind letter, we will



endeavour to keep up the good work.

Catastrophic cover

In reply to S. Farnsworth's letter (X-rated
games slammed, ST Action 11), just who
does he/she think they are? | have been
computing for just over five years now and
have successfully managed to avoid sexist
programs, such as strip poker games, with
great ease. It is the choice of the individual
as to which games they play and if S.
Farnsworth's son wishes to play these
games then | suggest that the fault lies
with the parent and not the software com-
pany.

While in a moaning mood, just what
the hell happend to ST Action 11's front
cover? Batman has quite obviously been
in a nasty accident since | last saw him,
with his legs looking as if the Joker had
filled his tights full of water! Likewise,
Superman has had one of his fingers
lopped off and has got one leg shorter
than the other! Duval's covers are normal-
ly very good, so what on Earth happened.
And whatever it was please don't let it
happen again. Now this may seem a bit
silly after the past critisms, but ST Action
is still one of my fave reads - so keep it
that way!

Bob Murray,
Reading, Berks.

Sickened By Sierra

| feel obliged to write this letter to warn
other ST owners who have had their
machines for a while. | have been the
proud owner of an STFM for over twenty
months, so my machine has a single-sided
drive built in, rather than the new double-
sided type. | was not particularly bothered
by this trivial fault, until the other day, as
up until now | have had no problems with
software. Then | bought Leisure Suit Larry
II, because I'm another fan of Sierra's
adventures. It was not until | arrived home
that | noticed the legend, 'Dual-sided drive
required’, proudly embazened in minute
print at the bottom of the box. | had an
apprehension attack, surely it was a cruel
joke - if only that were the case! It didn't
work. [ took it back and tried it in the shop
to make sure the copy was okay but, alas,
it was fine. Thankfully, the lads at The
Computer Shop, Manchester, were very
helpful and refunded my money. Needless
to say, however, | am bitterly disappointed
with Sierra for this glaring error. For thirty
pounds surely extra disks could have been
provided. It seems like a kick in the teeth
for the users with older Ataris.

As a student, | cannot afford to pay out
eighty quid on a double-sided drive just so
| could play the odd game. Unfortunately
this now seems the case and my favorite

Sierra games will no longer be available to
me.

In reply to S.Farnsworth's letter
(STA11) about X-rated games, perhaps
she should realise that not every computer
user is a child and there are many adults
(young and old) who buy games such as
Anco's Strip Poker 2+. As to them being
degrading to women, | will not argue with
this, but a company advertising in your
magazine is selling a data disk for the
above mentioned game containing nude
pictures of men, so let's not use the sexist
argument.

The one thing | never want to see in
my life (apart from Man. Utd. winning the
cup again) is a movement such as the one
Mary Whitehouse is involved in with televi-
sion. Afterall, it is up to us what software
we play.

Paul, Salford, Manchester.

Paul, you are not alone. But, | have been
in contact with Activision, Sierra's UK
distributors, and am happy to report the
good news. It seems that Sierra know
about the problem, if you still want to
play the game, you should send your
copy of disk 1, together with a receipt
and covering letter, to Sierra's Customer
Service Department. They will then for-
ward you a copy of the game that will
work on your single-sided system. If you
have any further problems then ring
Sierra on 0101 209 683 4468.

Ghost Writer?

Okay, I've only really got one question.
Now that Martin Moth has left you, just
who is it that replies to these letters?
Would the culprit please stand up!

Peter Williams,

Clubmoore, Merseyside.

Ok, Peter, it's a fair kop. It's me Nick, the
poor and lowly editor of this fabulous
magazine. | would like to end on that
note. Thank you to all who have taken
the time and trouble to write in. If you
enclosed a stamped addressed envelope
for a reply, please be patient | will endeauv-
or to write soon. Until next month, au
reuvoir.
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"In case you hadn't guessed, this issue celebrates our First
Birthday. And as a way of a change, Steve Merrett has taken a
retrospective glance through the past STAls, to see if they
have stood the test of time."

ISSUE ONE:

Right, the obvious place to
begin is way back in the first
issue, where a bunch of fresh-
faced reviewers stepped up to
take a look at the cornucopia
of ST software available. |
wasn't a reviewer in the first
issue, and the team consisted
of Nick Clarkson, Jason
Spiller and Martin 'as an ex-
flyer' Moth. Only two games
received STA1 standard:
Microprose's Gunship and
FTL/Mirrorsoft's now leg-
endary, Dungeon Master. The
former was the long-awaited
conversion of the 8-bit
Apache helicopter simulator,
and received 83%, provoking
such comments as: "...the
most thorough and realistic
simulation to date..." from
Jason, whilst Nick "Wholly
recommended it to anybody",
and, never one to be left out,
Master Moth spouted that
Gunship was, "Essential for
all gung-ho 'Nam chopper
drivers!" However, Martin is
no longer with us, so [ shall
have my say on games he
commented on.

"l only recently started
playing Gunship properly, and
feel it is one of the best
games out. However, having
attained the CMOH [ now find
it somewhat less of a chal-
lenge." - NC

"Yeah, but it took you
long enough to get it!" - SM
"l think Gunship is excel-

GUNSHIP
MICROPROSE

lent, and has only just been
superseded by Falcon." - JS

"Hmmm, [ think Gunship
has the slight edge." - NC

"l think that the ratings
should go up to around 85%"
-JS

"Sodo [." - NC
The other STA1, Dungeon
Master, needs no introduc-

--- STA 18 STA ---

tion, and is commonly known
as THE RPG. Controlling a
chosen party as they ven-
tured through a veritable
labyrinth of monsters and
magic, Dungeon Master was a
superb success, causing
Mitch to advise you to "Buy
this today to wind up a
Spectrum owner." - never one
to mince his words was old
Mitch!

"As you know, Mitch, |
didn't get to review this game
- more's the pity. From the
scores awarded to other
games during the year | would

DUNGEON MASTER
MIRRORSOFT

have to say that this one was
scored too low. In my opinion
it's the best adventure game
on the ST and definitely the
best value for money." -SK
"This for me was also the
highlight of the year. If | am
ever cast away on that
famous desert island with
only eight pieces of software -
| intend taking eight copies of
this game. This is the one
review | would like to rewrite






because | agree that | got it
wrong. It didn't deserve a
mark of 90%, it deserved
100%." - AM

ISSUE TWO:

Moving swiftly onto the sec-
ond issue, we find three
games worthy of STAI. An

BUGGY BOY
ELITE

interesting month, review-
wise, considering that it con-
tained what | reckon to be an
almighty faux-pas - Elite's
lkari Warriors only getting
55%. This was a good conver-
sion that was worth at least
70%, yet it scored lower than
the dreadful Spidertronic
which got 65%! Still, that's
what you get for living in a
democratic world. Anyway,
first on the chopping block
was another Elite conversion,
this time, Buggy Boy. A new
face appeared in the com-
ment boxes then, a certain

Steve Merrett (me!), who
went on to enthuse that,
"Elite have surpassed them-
selves and come up with a
near-perfect conversion."
Strong words indeed! Nick
also rated the conversion,
saying that it was an essen-
tial buy. It went on to score a
hefty 83%

"Well, seeing this was
released almost a year ago,
Buggy Boy still rates as one
of the better race games." -
HG

"l agree. It has that basic
addictivity and 'just one more
go' feel that so many lack;
combine this with its crisp
graphics and the whole pack-
age rates highly with me. I'd
give it late 80s to early 90s
nowadays." - NC

"Yeah, as with Nick, | feel
that Buggy Boy hasn't aged
one bit. The game plays as
good as it looks, and | reckon
it was a tad underrated, and
deserved about 88%" - SM

"Yeah, that's about right,
I'd say 88% as well." - HG

Buggy Boy's rerated
score: 88%

Carrier Command was next,
receiving 91%. Mr.Moth had
been awaiting this game for a
long, long time, and when it
arrived, went suitably over-
board, gushing that it was a
'Masterpiece'. Our Art Editor,
Greg, for some reason had a

CARRIER COMMAND
RAINBIRD

comment and went mad,
telling you to "Sell your old
software to get it." Hmm. A
lot of mail followed this
review, most of it saying how
utterly wrong we were and

that it was more an exercise
in graphics than a playable
game. But Martin stuck to his
guns...

"No way should this have

CAPTAIN BLOOD
INFOGRAMMES

got 91%" - NC

"l agree, it seemed at the
time to be just an exercise in
graphics with a game grudg-
ingly attached" - SM

"Mmm, that's a bit unfair,
| mean there is quite a large
task there." - HG

"It's bug-ridden as well!" -
SM

"Well alright then, obvi-
ously its got to be lower,
about 80% I think." - HG

"No, | reckon right down
to 71%!" - NC

"Hear Hear!" - SM
Finally, the last STA1 of issue
two was Infogrames' novel
Captain Blood. This mish-
mash of pretty graphics and
unusual gameplay won
Martin's heart, and he said
that it was "a worthwhile
game." Our illustrious pub-
lisher, Hugh Gollner, had a
say in this one as well, calling
it "Innovative". Captain Blood
eventually scooped 84%.

"Captain Blood was a nice
idea that failed due to the
lack of gameplay." - SM

"Yeah, another thing that
bugged me was the fact that
it was promoted as housing
an entire galaxy. It did - but
only about a dozen planets
were inhabited." - NC

"Captain Blood was
indeed innovative, but | feel it
was merely an exercise in
graphics. Bring its score
down to about 70%" - JS

"l agree except that | feel
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the score should come down
to about 64%" - NC

ISSUE THREE:

STA3 marked a notable
improvement in the quality of
games we were receiving.
Licences were becoming big
business on the ST with
games such as The
Flintstones, Captain America
and Knightmare all appearing
that month. Coin-ops conver-
sions were becoming more
popular too, and this tenuous
little link brings me to the

OUT RUN
USs GOLD

major STA1 of issue three:
the long-awaited Outrun.
Driving your Ferrari at top
speed with a pretty girl beside
you appealed to the STA
crew, and comments, such
as, "excellent" and "outstand-
ing graphics", were uttered by
Hugh, Jason and myself,
before we eventually gave it
84%.

"On reflection, | think we
went totally over the top with
Out Run. The graphics were
poor and the sound was dire."
- SM

"Yes, but it had all of the
playability of its arcade par-
ent." - HG

"Maybe, but | agree with
Steve, even for a conversion,
Out Run was a shoddy effort."



WHAT'S THE SCORE?

It's fun, fast, exciting and addictive. MicroProse What's the score with MicroProse Soccer? It's a
Soccer keeps you on your toes, however oftenyou  winner.
play. . A

Challenge the computer or a friend, competing Now available for the Atari ST £24.95

in the World Cup, International Challenge or the
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An overhead perspective of the pitch makes it
easy to play good graphics and sound effects make
every match seem real.
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unique action-replay facility. SIMULATION e SOFTWARE

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



- NC

"Yeah. but there are limi-
tations to what the ST can
do..." - HG

"Agreed. but all the same
| feel it only deserves about
71% now." - SM

"No way, | reckon about
78%" - HG
Also from d.S. Gold that
rmonth, was the sequel to
what was probably the great-
est C64 game ever -
Impossible Mission. Gaining
77%. it saw the return of the

mad genius, Elvin
IMPOSSIBLE MISSION
Us coLb

Atombender and his plat-
forrn-laden screens. It was
about four times larger than
its predecessor and | thought
it "had been worth the wait."
Nick and Jason also thought
it was a credible sequel and
both said something along

STIR CRAZY
INFOGRAMMES

the lines of "get it now!"

"The thing that struck me
about this was its similarity
to its 8-bit predecessor. 16-

bit owners expect better
graphics." - HG

"No, | disagree, the
graphics were enhanced; just
take a look at this version
compared to an 8-bit and
you'll see what | mean.
Besides, the task was larger,
there were more robots, and,
if anything, the game was just
as playable as its predecessor
- and that's what counts." -
SM

"Sorry Steve, | agree with
Hugh, it is a bit too similar.
Nothing's really changed. OK,
so there is a larger task, but it
wasn't as dgripping as
Impossible Mission when it
was first released." - NC

"That's what | think, it
should get rerated to the
upper 60s now." - JS

"Nope, | reckon it should
increase to 78%." - SM
Collecting their second STAI
in as many months,
Infogrames released Stir
Crazy. Set within the confines
of a prison, you controlled a
character called Bobo, as he
attempted to escape from his
confines. Consisting of six
humorous section, Stir
Crazy's novelty gained it
86%.

"At the time | wrote that
its lastability may be short,
and | was right - | never
played it again!" - SM

"On first sight, Stir Crazy
was an excellent cartoon
game, but like Steve | found
its enjoyment very short-
lived, and also never played
it again." - NC

"No, | disagree. Stir Crazy
isn't a bad game, and it is
one [ still play now. [ think the

SHADOWGATE
MINDSCAPE

original scores still stand." -
JS

"No way, I'll bring its
overall down to around the
early 60s, let's say about
62%." - NC
The final STA1 of issue three
was Mindscape's,
Shadowgate. An icon-driven
adventure, featuring atmo-
spheric graphics and sound,
a spooked-out Mitch could be
heard to gibber, "This is
undoubtedly a fun-filled
cracker!" Whilst our other
adventure supremo, the mys-
terious Steve Kennedy, dis-

THUNDERCATS
ELITE

agreed, twittering that he
"couldn't get on with it."
Nonetheless, Shadowgate
haunted its way to a hefty
7%

"I'm afraid that, even after
all this time, | still don't rate
Shadowgate." - SK

"Oh, | do, it is just so
engrossing. | spent ages try-
ing to get past the Dragon's
lair." - NC

"As with Nick, | feel that
this was a nifty adventure.
Not quite a classic, but still
good. I'll stick by the original

rating." - AM
"It would be unfair to
lower the score simply

because | don't like it, so,
yes, keep it the same." - SK

"To tell the truth, I'd raise
it slightly to about 78 - 79%."
- NC

ISSUE FOUR:

Again, a spate of licences
ruled the pages of STA, with
subjects as varied as Corrine
Russell and Eddie Edwards
being converted into pixels!
Additionally, the three games
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that warranted STA1 were
licences, and the first was
Elite's conversion of those
feline TV stars, The
Thundercats. Essentially a
platform romp, you con-
trolled Lion-o as he set about

chopping everyone up along
a scrolling level. Thundercats
gained 77%.

"Now this is what | call a
brilliant game! When this first
came in | thought it was
incredible; its got ace graph-
ics, nice music and a
playable task." - HG

"No way! Thundercats has
really aged! | mean the task
you mention is repetitive, and
the controls are sluggish to
say the least." - SM

"How can you say the
tasks are repetitive; what
about the intermission 'res-
cue' screen?" - JS

"They were just more of
the same!" - NC

"Well | think this should
score higher now. Around the
86% mark." - HG

"Never! | think around the
lower 60s!" - SM
"Yeah, about 63%." - NC

Moving on from the car-
toon licence, we enter the
realm of film-to-computer
conversions. Ocean's Platoon
was eagerly awaited by the



chaps in the office, and the
following game was set
across six stages, each
adhering closely to the film.
Jason thought that: "You
don't play Platoon, you expe-
rience a tiny fraction of the
fear and terror", and the vari-
ety of levels and the atmo-
spheric action earned Platoon
a considerable 78%, but
someone in the art depart-
ment forgot to put the STA1
badge on it!

"Although over-hard, the

atmosphere generated by
Platoon made up for it. The
gameplay was nice and var-
ied, offering a separate game
with each load." - JS

"Yes, | agree, Platoon was
a worthy film licence, and
one that should have scored
slightly higher, around the
81%, | feel." - SM

"l feel that Platoon was
very overrated, the graphics
are very 8-bitesque, and

PLATOON
OCEAN

overall it's not my cup of
tea." - NC

"l disagree with what you
say about the graphics, Nick,

but | still think the original
marks stand." - JS

"No, it would score 71%
nowadays." - NC

Rounding off issue four,
was U.S. Gold's conversion of
the coin-op, Gauntlet II.
Having converted the original
Gauntlet rather successfully
to the ST, the sequel took a
surprisingly long time to
arrive. When it did, the jerky
scrolling of the original had
been cleared up, speech syn-
thesis added and the unique

four-player feature of its
arcade parent was included.
The closeness of the conver-
sion and the playability
earned Gauntlet Il a stunning
88%.

"For some reason, the
comment | wrote for Gauntlet
Il was never published. Still, it
would only reiterate what |
think now: that Gauntlet Il is a
timeless classic. The game is
better when played with
friends, but even on your
own, it is very addictive. I'll
stick by the original score."

"Yes, this was miles better
than the first, combining the
novel four-player option of
the coin-op with addictive
gameplay. I'd rate it a couple
of percent higher now." - JS

"Brilliant! That sums up
this conversion. Everything
was recreated in the humble
ST. This was a conversion
others should be judged by." -
NC

GAUNTLET Il
US GOLD

"l couldn't have said it
better myself!" - JS

ISSUE FIVE

With autumn only just around
the corner, September's STA
hit the news stands, sporting
Gremlin's Night Raider on the
cover. Inside there were only
two STAls, but there were a
couple of close runners-up.
The one that created the
greatest bone of contention

on my part was Rainbow

Art's, Great Giana Sisters
which never received the
famous accolade. This bril-
liant rip-off of Nintendo's
Super Mario Brothers
received a paltry 77%, when |
imagined it getting at least
84%. Likewise, Mickey Mouse
collected an impressive 78%,
but due to its lasting appeal it
wasn't deemed worthy of
STA1. However, David
Braben's Virus appeared and
immediately scooped 75%.
Converted from the co-author
of Elite's Archimedes game,
Virus had you controlling a
highly-responsive jet as it
skimmed over a pretty patch-
work landscape in an attempt
to halt the spreading contam-
ination. | wrote that the
graphics were "absolutely
incredible" and that the
"gameplay was good", whilst
Nick chirped on about having
his eyes knocked out by the
graphics!

"Virus' main fault was the
controls - they took ages to
master." - NC

"l agree, and once you
had mastered them the game
got very repetitive. Simply
involving skimming around
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shooting things." -"Yes, |
think the graphics' unique-
ness won us over slightly, as
the games' lastability is fairly
low." - JS

VIRUS
FIREBIRD

The cover game, Night
Raider, was a big favourite
too - practically halting work
all day! Unlike Gunship,
Night Raider used simplified
controls, impressing Jason
because he didn't have to
"wiggle his flaps". Because it
wasn't my scene, Martin pro-
vided a comment and, after a
lot of Air Force lingo, decided
he liked it. With Nick's com-
ment also praising it, Night
Raider scored 78%.

"Night Raider was fun at
the time, but it cannot really
be classified as a flight sim
as it features very simplistic
controls." - NC

"Yes, but that made the
game more accessible..." -
Js

"Mmmm, but somehow it
didn't really hang together
that well..." - NC

"Oh | don't know, it is a
very playable game." - JS

"No, | think I'll lower the
percentage to the upper
60s." - NC

"I'll stick with the original
rating." - JS

CONTINUED
NEXT MONTH

NIGHT RAIDER
GREMLIN



Gremlin's two-year project,
Federation of Free Traders, can now
offer the space trader the opportunity
to log on to the Galactic trading net-
work called Galnet. As a member of
FOFT, Galnet offers swift link-up to a
limitless supply of new business con-
tacts and a massive increase of trad-
ing possibilities. You join the federa-
tion on the ground floor as a cadet,
and as the company doesn't provide a
vehicle, you must use your father's
old Hartley Mk Il spacecraft. The net-
work contains menus and sub menus
which enable you to check your cargo
inventory, fuel levels, weaponry and
shield status, as well as the current
price of various commodities. You
can trade in: weaponry; ferrous and
non-ferrous metals; ammunition;
food; textiles; tools; electrical goods;
manufactured goods; grain and low-
tech items. The market price fluctu-
ates continuously and you have limit-
ed finance of 150 credits donated by
an unknown benefactor called LB.
With only 150 credits in your
account you are limited to how much
stock you can buy, and so it is advis-
able to purchase small amounts of
cheaper commodities rather than
blow the lot on gold. Once you have
bought your stock, a pre-flight check
familiarizes you with the instrumenta-
tion, controls and other features. The
'function' keys initiate various facili-
ties. For example, F2, F3 and F4 arm
your craft with Primary, Secondary
and Tertiary weapon systems. With
the craft armed and ready, pressing

The planetary system and limitless trading opportunities lay before you.

"Congratulations!
You're a fully-
fledged federation
trader.' 'Great,
where's my sales
area: Crawley,
Milton Keynes?'
'No son, you've
got the whole
universe!"
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'Backspace' issues the order to
launch and the huge doors slide open
to reveal the cosmic ocean and limit-
less opportunities for an enthusiastic
young trader. The craft taxis out of
the doorway and clear of the mother-
ship and the joystick assumes con-
trol. Left or right movements roll the
craft on its axis and moving it back
and forth lifts and lowers the nose.

If the federation has not offered
you a job, you must generate busi-
ness with the limited stock you have.
Planets of various size and distance
can be seen through the cockpit win-
dow and as the craft drifts through
space it appears that you are not
moving at all. According to Gremlin,

| Although F.O.F.T has been heralded
as an 'Elite killer', I'm afraid it did-
n't grab me the way Firebird's
game did. Once again. the 3D is
fast and smooth, but the action is
very slow-moving, with very little
going on onscreen. Sound, howev-
er. is excellent, with around twenty
tunes to choose from, all of which
are good. During the time | spent
with F.O.F.T, I visited planets,
docked with a geometric shape and
landed on a lush, green planet,
with nothing happening at all.
Perhaps I didn't spend enough time
with it, I don't know, but for the
several hours I did play it, | expect

a little more action. S

It has taken two years to develop
FOFT. and short of devoting half the
magazine to the review, it would be
impossible to do this game justice.
'Elitists" will particularly enjoy a
new trading challenge. and it is a
comprehensive introduction to any-
one who is bored of vacuous arcade
entertainment. Great attention to
detail has been payed to achieve
realism in spacetravel and the trad-
ing network is easy to use. There is
also enough alien hostility to break
up the monotony of space travel
and business. This is a fine example
that computer entertainment does-
n't have to be an all-action
shoot'em-up. Quite simply, FOFT
offers long-term entertainment and
the more you play it the more you'll

enjoy it.
JS

this is a realistic sensation because
of the distance and speed you are
travelling. But pressing the 'control’
key increases your speed and a tap of
the '#' key activates 'Timeskip' which
shortens your journey considerably.

A warning blast from the lasers has no effect and so you have no alternative but to pull up and accelerate.
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Each planet has a homing beacon for
navigation, and a compass symbol in
the corner of the screen turns into a
diamond shape to indicate that a
tracker beam has locked on to you.
The craft battles through the upper-
atmosphere and the ship's guidance
system breaks in to guide you to the
planet surface. Docking with a trad-
ing space station is much easier and
the possibility of damaging the craft
is minimal. Again, the long-range
radar plots a course to the trading
station. Engaging the docking-com-
puter enables you to sit back and pre-
pare for trading, as the station's trac-
tor beam drags you safely into the
docking bay.

Lucrative trading relies on your
ability to recognise commodities
which are priced high, as this indi-
cates that there is a shortage and a
demand for in the area. Then when
you come across the same material
at a cheaper price elsewhere, you can
buy in bulk, return to the original
market and make a killing. You can
log on to Galnet at any time and
check out the market. But as an hon-
est free trader you must be prepared
to protect yourself and your cargo
from alien marauders. The ship's
computer has a catalogue of alien
craft which operate in the galaxy and
if you are confronted by a vessel
which the computer identifies as hos-
tile, it is best to adopt a 'shoot first

Well here, at last, it is. And the
burning question, was it worth the
wait? Unfortunately, the answer. for
me, is no. F.O.F.T. was hyped as the
next Elite: only bigger and better. |
found the game slow and tedious,
its only saving grace, the brillant
soundtracks that accompany it.
There seems to be little feeling of
speed in the game, and | found
myself with large amounts of time
inbetween skirmishes. Having said
that, however. the graphics are good
and move fluently. F.O.F.T. is nei-
ther a complete failure, nor a run-
away success, although | seriously
question its asking price.

A cursory glance reveals why the ship was in such a hurry - a
possible trading planet looms large and so you change plans and
follow the anxious trader.

ask questions later' initiative. Tapping
F2 arms the Primary armoury system
and the weaponry sight appears on
screen. The warning system informs
you of an incoming missile and you
have little time to take evasive action.
Spinning the craft on its axis and
pressing Timeskip is usually enough
to avoid the missile. But as you re-
align your sights on the enemy and
prepare to fire, another missile is
already on its way. A press of the fire-
button sends a laser blast trailing off
into the inky blackness and a direct
hit is rewarded by a distant explosion.

With the excitement over, you can
select some classical music from the
ship's catalogue, sit back and enjoy
the rest of your journey, relaxed and
ready to do business with the uni-
verse.
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tance, an
unidentified
vessel comes
into view.
Avoiding the
ship would
mean going
off course, but
the craft con-
tinues towards
you, seeming-
ly oblivious to
an iminant col-
lision.

GRAPHICS:68%
SOUND:77%

LASTING APPEAL:78%
ADDICTIVENESS:63%

DIFFICULTY:AVE/HARD
1ST DAY SCORE:N/A



GRAPHICS: 58%
SOUND: 58

LASTING APPEAL:60%
ADDICTIVENESS: 62%

DIFFICULTY: AVE/HARD
1ST DAY SCORE: N/A

Essentially, Titan is a simple concept,
and yet its eighty or so levels indicates
that its game-play has limitless varia-
tions. To describe the game is difficult,
but if you can imagine a strange,
orange terrain which can be scrolled in
any direction with the joystick; a square
cursor, or bat, which stays fixed in the
centre of the screen; and an elusive ball

- then, quite simply, that is Titan.
Individually, these elements may sound
quite superficial, but combined, they
conspire to make this a most tenacious
game. Each level has blocks of bricks
scattered across the area and your task
is to remove every brick in each level
before you can proceed to the next.
The square cursor is used to nudge
the ball around the terrain in search of
bricks. But the constantly scrolling

Titan is a wicked combination of
the most compelling, agonizing
and torturous elements of arcade
entertainment, and yet the game
manages to retain a totally origi-
nal identity. I have not played
such a gripping, obstinate and fre-
netic game in a long time.
Thankfully, there is no time limit
for completing each level, other-
wise | would be wearing a rather
tight-fitting straightjacket now. If
you want a game which just refus-
es to be mastered, then buy Titan -
you will either play it until you do
master it or end up biting lumps
out of the packaging!

"The picture on the advertisements for Titan
shows a man near breaking point - he must be
suffering from an overdose of this compelling but
frustrating game."
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screen, a ball which refuses to be
tamed and a baffling maze, makes this
a fatiguing task. The first level is an
introduction to this unusual game, and
so the bat is conveniently positioned in
the centre of the screen. Suddenly, the
ball hurtles towards the centre and,
using the bat, you must nudge, hit and
coax the ball towards the bricks. One
by one the blocks disappear as the ball
makes contact. As the ball rebounds
you must constantly correct the posi-
tion of the bat in order to intercept the
ball and keep control of it. But you can
only see a small section of the game-
play area and so a radar which shows
the bat in relation to the ball help you
make the correct move. A brief respite
can be gained by moving the bat over
the top of the ball which momentarily
traps it. But as you move the bat away,
the obstinate sphere travels in the
opposite direction.

When the pace gets too much for
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In a game such as Titan, smooth-scrolling should have been of paramount
importance. Instead, the screen lurches as it atempts to keep the ball central,
both annoying the player and causing eyestrain. The idea behind Titan is a
good one, taking the basic idea of the bat'n'ball genre one step up the evolu-
tionary ladder, but, unfortunately, the jerky scrolling ruins the implementation.
The game also plays at a very slow pace, with no time-limit to urge the player
to complete the level; instead, the player can take as long as he likes, reducing
the amount of skill and timing needed to destroy the bricks. Despite these
faults, Titan is an enjoyable effort, but if a sense of urgency and the scrolling
had been sorted out, it would have been a lot better.

you, pressing the firebutton slows the
ball down to a more sedate pace,
although even in slow motion, it is diffi-
cult to control. Each level is more
exhausting, taxing and infuriating than
the last. There are bricks which take a
number of hits to destroy, even more
skull-infested passageways and oil
patches which cause the bat to slip
around uncontrollably. Each level has
its own fiendish theme such as; dots
that slowly turn into indestructable
blocks every time you pass the bat
through them, which threatens to
seperate the bat from the ball. Eighty
levels, each more frustrating than the
last await you - are you feeling
masochistic?






The defender-style game-play and keyboard-activated weaponry will remind you of the arcade.

"Alien blasting? References to Pink Floyd? South
America? A cast of a thousand llamas?
It must be the latest release from Llamasoft."
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Andes Attack is Llamasoft's effort to put
the sparkle back into arcade games by
combining those simple but addictive
properties which made the old games
great. The scenario, entitled: 'The obliga-
tory background waffle', describes a time
even before Pink Floyd, when an evil ter-
restrial force called the Zzyxians picked up
the RF emissions of a severely anachro-
nistic Commodore 64 and elected to

GRAPHICS:60%
SOUND: 63%

LASTING APPEAL: 50%
ADDICTIVENESS: 54%

DIFFICULTY: HARD
IST DAY SCORE: 12599

assault the Incas with Bioteknik mutants.
What's worse, their intentions were to
relieve South America of its population of
llamas. This terrestrial onslaught led to
the battle known as Andes Attack. The
game is based on Defender and your
objective is to guide a small craft over the
Andes and protect herds of llamas from
the enemy. These variform alien maraud-
ers have independent intelligence and
attack in different ways; Spores leave
traces of mines floating in the sky, while
others mount a face-to-face confrontation.
But while the attack craft keep you occu-
pied with self preservation, the sinister
Landers are plucking the llamas from the
terrain and carrying them back to mutant-
making factories.

The craft is mouse-controlled with the
left-hand button acting as a thrust and the
right changing the ship's direction without
delay. Arcade fans will be pleased to learn
that the weaponry, a rapid-fire laser and
smart bombs, is key-activated. Holding
down the 'Shift' key sends the laser rat-
tling across the multi-coloured sky and
when the marauders invade your airspace,
the 'Control' key activates a smart bomb
which obliterates everything within visible
range. The success of Operation Llama
Rescue relies on a scanner map which
shows where herds are in peril of abduc-
tion. Cries for help indicate that a llamma
has been captured by a Lander craft, and
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Despite some very colourful graph-
ics and interesting sound, even at a
tenner, Andes Attack is too much to
pay for a blast from the past - albeit
revamped. | had the same doubts a
few months ago, when we reviewed
Starray, and I still agree with them
now. Fair enough, Minter's version
is the most novel, with Acid 'smi-
leys' and other odd-balls replacing
the conventional Landers and
Baiters, but the gameplay hasn't
changed, and it doesn't have the
pretty backdrops Starray had to
support it either. Like the original
Defender, Andes has very little vari-
ation but plays at great speed in an
attempt to rectify this, but nowa-
days we expect more for our money.

At a time when computer entertain-
ment is being intellectualized, |
suppose this is what they now call
"mindless arcade game-play", and
Llamasoft make no apologies for
that. Obviously, the game-play is
inspired by the timeless arcade
favourite, Defender, although there
are some features, such as the inde-
pendent intelligence of the enemy,
which compliment the game well.
Coordinating the mouse and key-
board controls is confusing at first,
but before long you'll feel like
you're back in the arcades.
Pointless, mindless it maybe... but

it's great fun all the same! JS

your delicate task is to blast the abductor,
catch the animal on the back of your craft
before it falls onto the terrain, and gently
carry it to terra firma. Given half a chance,
the Landers will take the llamas to one of
the enemy's indestructible motherships to
be mutated into more alien craft.

Action becomes frenetic, and as your
rescue bid becomes increasingly impossi-
ble, it is tempting to waste the limited
supply of smart bombs for situations
which could easily be dealt with using the
laser. The destruction of the entire herd of
llamas is swift and as methodical as a well
rehearsed army manoeuvre, and the need
to scan the lanscape for animals in peril
and at the same time twart the enemy
forces, proves severely taxing. It is your
duty to protect this wonderful animal so
that it can frolic free in the Andes and spit
large globules of phlegm at stunned
tourists.



WHAT IS IT? Talespin is a package which allows the collecting together of drawings, texts
and sounds onto a series of pages together to form an interactive story, guide or textbook,
which isread purely by clicking the mouse on the drawings or texts. Variables may be used to
control the flow of narrative or record progress made. Talespin itself is entirely mouse-driven
and very user-friendly, requiring no programming skills for its use. It includes an art package
as well as importing Neochrome, Degas or IFF picture files and also imports ST-Replay or
Amiga A.M.A.S. created Dlgmsed Sound. The use of sound is optional. Its facilities include
giving full details of disk space usage, location of all pages referring to any particular page,
drawing, sound or variable, completely interactive development allowing changes to any part

of a title at any time, the copying of drawings and sounds from other titles, the ‘chaining’to
other titles allowmg the spreading of a story or textbook across several disks, and the
provision of Demo mode, which allows a title to run on its own fordemonstration purposes.

WHAT IS IT FOR? It can be used to create interactive adventure games, for profit, pleasure
orinstruction. Orin business to create a sales demonstration, or product servicing manual. Or
ineducation: either using Talespin itself to teach the design and logic of computer systems in a
non-technical way, or using Talespin as a vehicle for the teaching of any other subject. Or
create an expert system with it. Or a school magazine. Or .



I think this is a very exciting pack-
age. Anyone can put this to a
number of uses.
need some artistic skills to
something worthwhile, but
simple cartoon characters
used to make a game full
think we will find that this
age will be used for other
games as it is so
for non-programmers to
'books' of varying kinds.

"Is this an Adventure
Writer, an Educational Tool
or a Business Package?
Whatever it is, it's simple
to use and lots of fun."

There are a host of packages available
to take the slog out of writing an
adventure game, but if truth be told, it
is still a long, hard business. Talespin
has finally smashed that barrier and
brought the task of adventure creation
within the reach of everyone - every-
one who can draw, that is!

Anyone with the least artistic abili-
ty can construct a game. The idea is
to create a picture book, each page of
which you may fill with objects to be
investigated. Having 'clicked' on a
suitable object, the player will be
shown a pop-up menu from which he
can select an appropriate action. With
no typing to be done, this method of
play makes games easier for both
player and designer alike. Games pro-
duced by this method will tend to be
simpler than traditional adventures,
but they still can be great fun. A sim-
ple game for young children could be
constructed very quickly by someone
with absolutely no programming skills
at all.

A rudimentary art package is given
to help draw the pictures, but you
would be well advised to obtain a copy
of Neochrome or some other spe-
cialised software. Talespin saves valu-
able space by allowing artists to dis-
tort or reverse their original drawn
shapes and store these using only a
little extra memory. Each screen can
be constructed from a library of pic-
tures you have previously drawn, which
again keeps the disk and memory

space to a minimum. The Grail adven-
ture was created using this method
and for this reason most of the game
took place in a forest. Should you look
carefully, you will see that two simple
tree shapes have been repeatedly dis-
torted and used time after time to cre-
ate an impressive scene. Sound
effects can be included with the help
of the ST Replay system which is also
on sale from Microdeal. '

The 130-page manual is written in
a simple style which will enable you to
construct your first game in a matter
of hours. Two exercise games are
included in the package and the manu-
al makes use of these to demonstrate
the ease with which a game can be
created.

The manual also makes passing
reference to what may turn out to be
the most important use you can put
Talespin to. In addition to creating
adventures, it is custom-built for edu-
cational and business use. By creating
a 'book’, the reader may 'click' gradu-
ally down through a series of indexes
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and menus to obtain any information
they might need. The book could equal-
ly be a cookery book or an infant's fun-
book. This process could be practically
text-free, making it suitable for any
number of uses.

Another interesting use, is as a pic-
torial database. For example - finding
the reference number of a particular
part in a large complex machine. From
a top diagram, the user could find the
reference number of the smallest part
by simply pointing at the area on the
car, say, where the part is to be found.
By 'zooming', in increasing detail, a
user could identify with confidence the
exact replacement item he requires
with no need of professional assis-
tance. Constructing this kind of parts
manual is very simple with Talespin;
only disk and memory considerations
prevent you from constructing a
database as large as you might require.
An add-on option is going to be avail-
able which will enable the program to
spread over as many disks as may be
needed.
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Talespin used as a book- open the book, select the spell, choose the first Finding spare parts - Talespin allows the user easy access to its graphic
stage and look up the ingredients. database. Here we can see the side, front, lens and, finally, light bulb of
the car.
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In these days of top-notch
arcade conversions and realis-
tic simulations, what is the last
thing you would expect to be
able to buy on your powerful
16-bit ST? It can't be a
Breakout game because there
are dozens of them. No, go
back in time a little more until
you dget to the original

GRAPHICS: 28%
SOUND: 60%

LASTING APPEAL: 16%
ADDICTIVENESS: 24%

DIFFICULTY: EASY
1ST DAY SCORE: N/A

Thunderwing is a vertically-
scrolling shoot'em-up in the
traditional sense of the term.
The screen scrolls continuous-
ly and relentlessly at a fixed
speed; your assault craft is
equipped with the statutory
twin lasers and there is a con-
stant supply of very dispens-
able aliens. So what's new
about Thunderwing? Well, not
a lot, really!

GRAPHICS:34 %
SOUND: 25%

LASTING APPEAL:29%
ADDICTIVENESS: 37 %

DIFFICULTY:AVERAGE
IST DAY SCORE:23000

bat'n'ball games that sold a
million Binatone consoles. Yes,
in a surprising retrograde step,
U.S. Gold have released what
is a throwback to the early
days of computing.

After a brief load, a fancy
title screen appears, supported
by some boppy digitised
music. Pressing the space bar
prompts the next load and a
menu screen unfolds. Up until
now, you have no idea of the
game's style, and the options
imply that the game is a
futuresport of some kind.
Having chosen a one or two-
player game, or a knock-out
tournament, there is another
brief load and an attractive
backdrop is shown. It is round
about now that you realise that
you have wasted twenty quid.
To each side of the backdrop
there are walls, both three lay-
ers deep, and positioned adja-
cent to the walls are two bats -
the futuristic 'Bumperjets'. In

The joystick steers the
assault craft across the usual
sort of terrain and rapid fire-
button pressing keeps the
alien marauders at bay - | wish
I had a pound for every time
I've said that! Holding the fire-
button down for a second,
activates an extra feature and
the craft is encircled by a
whirlwind. But before you go
blundering into the alien ranks,
the brief instructions for this
game stress that this is not a
protection shield, but a so-
called Disruptor forcefield
which wipes out any alien that
ventures too close. Pressing
the spacebar also activates
the Disruptor if the action is
too hot to have the lasers out
of action for even a second.

Like all aimless shoot'em-
ups, the underlying theme in
Thunderwing is the pursuit of
points and there is a bonanza
to be won in this game. Six
types of airborne alien craft,

addition to these barriers, to
the top and bottom of the
playing area there are four
round 'bumpers' which bounce
the ball in random directions.
Finally, there are red and blue
rectangles, which affect your
bat, depending on when the
ball hits them. The mouse or
joystick controls the
'Bumperjet/bat' and, moving it
up and down you must use it
to deflect the ball so that it
breaks a hole through the wall
your opponent is guarding.
Every time you hit the ball you
are given points, and if yoa
manage to get the ball through
the wall, you score an 'inter-

ground mobiles and rotating
gun turrets defend the alien
bastion and the destruction of
each type of vehicle yields
varying point value. The action
sets your pulse ambling as the
enemy fighters fly down the
screen in formation; the vul-
nerable mobiles wait like sit-
ting ducks and the gun turrets
blaze with minimal accuracy.
The total destruction of
certain alien squadrons yields
an 'F' icon which when collect-
ed, increases your firepower
threefold. Meanwhile, wiping
out six consecutive attack
waves results in a '1-up' icon.
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galactic goal' worth a thou-
sand points and the wall is
rebuilt.

Unfortunately, no amount
of digitised music, flash back-
drops or options could raise
Spaceball from what it is - a
very basic bat'n'ball game. The
controls are responsive and the
game is implemented nicely,
but for twenty quid it repre-
sents extremely bad value for
money - especially when you
can buy one of the aforemen-
tioned coin-op conversions, or
whatever, for the same
amount.

Also, when certain ground
mobiles bite the dust, you are
presented the opportunity to
collect a 'D' icon which awards
you with one of those ineffec-
tive Disruptors.

'I'm sure I've scrolled this
way before,' | kept saying to
myself whilst playing
Thunderwing. This is a game
which lists vertical-scrolling as
one of its main attributes.
Quite simply, this is a very
simple and untaxing game
which offers limited entertain-
ment.



GRAPHICS:80%
SOUND: 65%

LASTING APPEAL:82%
ADDICTIVENESS: 82%

DIFFICULTY: AVE/HARD
1ST DAY SCORE: 15000

Accompanied by digitized music, you
enter the perilous and alien world of
Fusion. The screen shows an overhead-
view of the first section of the terrain
with various pods, sliding doors and silos
scattered around, and the occasional
large building dominating the game-play
area. Somewhere on this strange land is
your first assault craft - an insignificant
little module which the authors have
aptly called an 'assault Crawler' - and
crawl it most certainly does. As the joy-
stick assumes control over this sloth-like
craft, you are left vulnerable to a barrage
of guided missiles, mines and explosives
of all descriptions, as you struggle to
reach salvation. Safety comes in the
shape of a swift flying Trang fighter
which is waiting atop a silo. You must
guide the crawler up a ramp and onto the
assault craft when pressing the spacebar
switches control from land to flying craft.
This game is more than a senseless
shoot'em-up, it has a purpose and a puz-
zle that is filled with disheartening obsta-
cles. Your ultimate task, other than
self-preservation, is to locate and collect
a number of sections to a bomb which
are scattered far and wide. Only when
you have found all the parts to the explo-
sive must you retrace your long and
arduous journey through this vast and

This game has rekindled my pas-
sion for shoot'em ups - Fusion is
truly magnificent! The full-screen
action is incredible, the multi-direc-
tional scrolling is the smoothest |
have ever seen and the controls are
a joy. But it is the breathtaking par-
allax scrolling which really steals
the show - it is not so much a super-
ficial trickery but an integral part of
the game. Each screen is more out-
standing than the last, and the com-
bination of an intelligent opposition,
an unfathomable maze and puzzle
and the most compelling game-
play, means that you will play this
game until you drop. Fusion is set
to blast ordinary shoot'em ups clean

out of the galaxy.
JS

"Fusion - the shoot'em-up that boldly scrolls like
no shoot'em-up has scrolled before!"

FUSIO

== == == | F] FCTRONIC ARTS (£24.95)

| Fusion is quite simply the most playable game we've received for ages. The
shoot'em-up cum thinking gameplay draws you in almost instantly, and the
longterm task will keep you battling away for ages. Each level contains smooth
scrolling, complete with impressive and well-designed obstacles, and the colour
is carefully used, enhancing the look without being garish. The sound contains
various whines and alien noises, yet is unintrusive and adds to the general
atmosphere. Fusion can definitely be described as the 'thinking man's shoot'em-

| up', and breaks the mould for progressive shoot'em-ups. An excellent game, and
an impressive ST debut for the Bullfrog team.

SM

Sweeping across the incredible terrain with cannon blazing, the parallax scrolling gives the impres-

sion of unfathomable depths.

labyrinthian game to the first section.
Switches are the key to this game - liter-
ally, as they allow you to access from one
level to another in search of the bomb
parts. Moving the craft over the top of
the switch reveals an icon which indi-
cates that you can pass through a shaft
into another level.

As you explore this seemingly limit-
less game, each section reveals even
more spectacular graphics and parallax
scrolling and you are hounded every step
of the way by a most tenacious and intel-
ligent enemy. UFOs spin across the ter-
rain launching a stream of bullets; hom-
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ing-missiles sweep across in hot pursuit
and stationary eruptors keep up a con-
stant barrage of missiles. Each hit
depletes your shield, decreasing your
chances of completing the mission.
However, there is a rare icon scattered
thinly around the terrain which can reju-
venate your shields and increase your
firepower. It is likely that you will eventu-
ally find all the parts to the bomb. But
suffering from battle fatigue, confused,
bewildered and lost, and with your ship
weakened by a relentless barrage, you
must pilot the craft back to the begin-
ning of the game and detonate the bomb
safely.



CREATION SOFTWARE (£19.95)
"You are the Stormtrooper. Dare you patrol
through the alien-infested levels in newcomer
Creation's race'n'shoot'em-up?"

Sporting some attractive graphics, Stormtrooper is a playable little game.
Nothing is especially brilliant about it: it features weak parallax for some of the
backdrops, and the main sprite is decidedly portly; but all the same, when it
comes to gameplay it has more than its fair share. The backdrops for the levels
are attractive without being cluttered and the layouts on some of the later
screens are tortuous to say the least - some requiring pixel-perfect positioning
whilst avoiding the bullets from a massive gun! That said, the layout of the lev-
els never changes, so after a while, having to progress from the early levels is
both easy and repetitive - perhaps a save game feature would have compensat-
ed. Not an essential buy due to a couple of annoying points, but worth a casual

look, anyway.

As a member of an elite military corp,
you, the Stormtrooper of the title, have
been sent to a remote planet in search of
the corrupt physicist, Brayniget. Your
mission is to traverse the sixteen plat-
form-laden sectors of the planet, locate
the evil professor and retrace your steps
back to the pick-up point.

Having loaded, an introductory
screen unfolds and the massive Vstol
drop-ship rises onto the screen. It is
from this mighty spacecruiser that you

GRAPHICS: 72%
SOUND: 65%

LASTING APPEAL: 63%
ADDICTIVENESS: 71%

DIFFICULTY: AVE/HARD
1ST DAY SCORE: 14850

are deposited, and pressing fire starts
the actual game. Your podgy
Stormtrooper begins positioned at the
entrance to a mysterious walled city, and
moving left or right causes the screen to
scroll smoothly in these directions. Also
shown on the screen are several plat-
forms, and patrolling these are
Brayniget's guerillas. Contact with any of
these lumbering soldiers or robots
means instant death for the
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As a platform shoot 'em-up,
Stormtrooper is agreat game. The
background graphics are beautiful-
ly drawn and help create a really
atmospheric feeling. The range of
characters is also of a high stan-
dard and they are also well animat-
ed. The wealth of sectors help give
the game a fresh feeling as each of
the new levels are encountered.
The sound, whilst not being partic-
ularly brilliant, is adequate; the
stormtrooper's terrifying scream
being the most note-worthy.
Stormtrooper offers a great depth of
play, but is a little too hard for my
liking. Worth looking at.

Stormtrooper, but this fate can be post-
poned by shooting them with your trusty
laser-pistol. Due to incomplete program-
ming, though, your gun isn't equipped to
kill all of the enemy, but by collecting the
assorted weapon packs that are scat-
tered along the platforms, extra func-
tions such as lasers, heavy artillery and
grenades can be added, space being
used to cycle between the weapons.
Now the game would be very easy, to
say the least, if it simply required you to
clear a path until you reached an exit, so
to interrupt your rampage and stretch
your brain cells, there are power-generat-
ed gates to switch off. The controlling
circuits of these gates are housed in a
metallic casing looking suspiciously like
a parking meter, and a single shot
destroys it, switching off a generator. In
addition, as you progress through the
levels, they get progressively harder,
becoming riddled with mines and gaping
chasms that must be leapt over by the
heroic Stormtrooper. When the exit silo
to a level has been reached you may
receive a time bonus provided you
haven't loitered around too much.
Following this, there is a short load, and
the next level appears with you posi-
tioned outside the next entrance gate.



Pick a pair of games. One from the list down the left side and one from the selection across the top. RRP's are the combined retail prices. SRP's are our total prices for both games
including post and packing. Pacmania and Oids are highlighed as an example, our price is 18.96 for the two. We only sell to members of Special Reserve. If you are not already a
member please add the £4.00 membership fee. Please note that we add a S0p surcharge per game for orders placed by telephone. We sell almost all games individually at truly
amazing prices. For full details please send a stampedaddressed envelope or telephone on 0279 600204. All games individually boxed and new. Membership entitles you to:

Bi-monthly 12-page Buyers Guide, folder & membership card Best games at best prices (over 700 products) All games despatched individually by first class post
Sales hotline open 7 days each week and weekday evenings No commitment - you don't have to buy anything Instant refunds for delayed products (on request)
NAME MEMBERSHIP £4.00 Cheque, P.O., Access, Visa or Amex to:
ADDRESS GAME SPECIAL RESERVE
GAME P.0. BOX 847, HARLOW
ATARIST TOTAL Give expiry date if paying by credit card.
Special Reserve is a department of Inter-Mediates Ltd
POST CODE Registered in England Number 2054713
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has ALL its tricks ina 64K - no need to any other software: MULTIFACE is always there and ready.
MULTIFACE is menu-driven with one-touch commands and on-screen instructions, fully AUTOMATIC - so EASY to USE!
Pressing the MAGIC BUTTON wil FREEZE a program enabling you to SAVE or to use the MULTI-TOOLKIT to study/modify it.
The frozen (or saved & re-loaded) program continues from where stopped - to avoid playing from the start.
MULTIFACE a) compresses h) formats more effectively ¢) can save onto several disks to back-up programs of ANY length!
MULTI-TOOLKIT lets you inspect and change (in hex/dec/ASCII) simply everything - POKE infinite lives, customize programs, etc.
MULTIFACE may not be 100% successful in copying ALL commercial software, butitis EASILY the
However, to prevent any piracy, the MULTIFACE ST be attached to the cartrid to run the it saved.

| order a MULTIFACE ST at £49.95 or £59,95 plus p&p: UK £1, Europe £2, Overseas £3

| enclose a cheque PO for €............. or debit my PFNo== No_ __,Card exp...........
Name & address




From the gun turret on Bismarck, HMS Rodney emerges on the horizon. Full speed ahead to

confront the enemy with guns aimed at the vessel.

"The Bismark has been sunk dozens of times in
various sea warfare games, and here is yet
another chance to get even for the sinking of
HMS Hood."

- mm mm mm PSS (£19.95) m == = = = -

Bismarck - The North Atlantic Chase, is a
sea warfare game which re-enacts the
search and destruction of the Bismarck.
You can choose to captain either the
Bismarck or command the British fleet.
The British commander's objective is to
find the Bismarck before it leaves the
Atlantic, ensuring the safety of your
Atlantic convoys. But, as a German com-
mander, you must evade the British navy
and cause as much destruction to their
fleet as possible. Points are awarded for
damage inflicted on the British naval unit
and deducted for any damage incurred.
After choosing your side you are

GRAPHICS: 53%
SOUND: 48%

LASTING APPEAL:57%
ADDICTIVENESS: 48%

DIFFICULTY: AVERAGE
1ST DAY SCORE: N/A

presented with a number of scenarios
which re-enact the specific battles:
Bismarck and Prinz Eugen against HMS
Hood and Prince of Wales; Bismarck ver-
sus HMS Rodney and King George V;
Swordfish air attack on Bismarck; cruisers
against Bismarck and Bismarck attacking
British convoy. Moving a Combox over var-
ious icons which represent ships and air-

bases, identifies the icon and indicates
whether you are in control. A second press
transfers you to the command of the ship
or aircraft.

Whether you are in command of a bat-
tleship, carrier or cruiser, the screen
shows the view from the gun turret. The
various directional controls and weaponry
are selected with icons and activated with
either mouse or joystick. Selecting the
guns enables you to turn the turret and
survey the area for enemy vessels. Once
you have spotted a ship, selecting a tele-
scope icon identifies the craft. If it is the
enemy, selecting a directional icon moves
you closer to the vessel, but as you draw
near, the enemy will identify you and will
launch an attack. The guns blaze, and at
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Despite some attractive graphics
Bismarck fails to impress. Naval
strategy has been done before and
games like Microprose's Silent
Service offer more challenge.
Nothing really inspired me to con-
tinue playing, and the only
redeeming section was the gun-
ning part - something that had
been done in Access's Beach Head
years ago - and more successfully.
| can see this appealling to the
more devout wargamers, but I can-
not really recommend it to those
interested in taking a look at the

genre. SM

Considering PSS has gained the
reputation as wargame simulation
experts, Bismarck is rather sim-
plistic and leans further towards
arcade game-play than faithful
simulation. Although the icon sys-
tem is easy to use, it is not very
realistic and the game-play, both
in the air attack and sea battles, is
enjoyable but limited. Other
screens, such as a view from the
bridge with more direct control
over the vessel, would have provid-
ed more involvement and greater
realism. So much more could have
been made out of this perilous sea

chase. JS

first, the missiles drop harmlessly in the
water just yards from the bow. Each volley
of fire is more accurate and so you must
prepare the guns, aim and retaliate.
Pulling back on the joystick brings the
two guns up and pressing the firebutton
sends two missiles hurtling towards the
vessel. As the enemy return fire, the ves-
sel shudders as it sustains a direct hit and
a cut-away diagram of the ship pinpoints
fires blazing in the hull. You have no alter-
native but to select fire extinguisher and
put out the flames.

The Swordfish air strike on Bismarck
is an alternative to being a sitting duck in
the water. The screen shows a cockpit
view. The aircraft has simple instrumenta-
tion comprising an altimeter and airspeed
indicator. The Swordfish is armed with
one torpedo and as you close in on the
target the plane must drop to 100 feet in
preparation for the attack. Aiming a tar-
get cursor at the vessel and pressing the
firebutton drops the torpedo and the mis-
sile hurtles towards the Bismarck - will
you manage to repeat history?

Swordfish aircraft ended Bismarck's war and
here is your chance to repeat history.



Once safely home, Rosella quickly
returned to the important things of
life, like embroidery and brushing
her golden hair. But these things
were not to be and, again, the fates
forced their way in through the
palace door. Struck down by a sud-
den illness her father, the King, was
at death's door and only a miracle
could save him. It was then that the
image of Genesta the fairy appeared

"If you are one of the many thousands of game-
players who sacrificed their youth and their eye-
sight to save Princess Rosella in King's Quest I,

then I have news for you. She's in even worse
trouble now!"

SIERRA ON-LINE (£29.95) === wm wm

in Rosella's magic mirror and told
her of the fruit which grows on a
magical tree in the faraway land of
Tamir. The fruit would certainly cure
the king and kindly Genesta would
be only too happy to magically
transport the heartbroken Rosella to
Tamir in the twinkling of an eye. Well
who could refuse an offer like that?
It was only upon Rosella's arrival in
Tamir that Genesta happened to
mention a slight complication to the
plan.

Tamir is currently under the
thumb of an evil witch called Lolotte.
Unless Rosella can recover the mag-
ical talisman which Lolotte holds,
Genesta will die in 24 hours - and
then there will be no way of getting

Poor King Graham lies seriously ill in bed - who will save him?
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home. Oh yes, and one other small
point: the magical tree whose fruit
we have such urgent need of, hap-
pens to grow in the middle of a
swamp on the far side of the moun-
tains! Not your day is it?

With a quick flick of Genesta's
wand, your beautiful palace gown is
transformed into the clothes of a
simple peasant girl and you are set
upon the trail which leads into the
enchanted land of Tamir where prob-
lems come in jumbo-sized pack-
ages. Lolotte obviously employed
the same architect who built wizard
Manannan's castle in King's Quest
Ill, because she too has had her
castle built at the wrong end of a
twisty mountain trail. Add to that
the fact that she employs a band of
bat-winged guards, who will snatch
you up and deliver you to the dun-
geons if you dare set foot on the
rocky path, and you will see why
this is not the best route to begin
with. Before attempting that per-
ilous journey, | would suggest that
you spend some time getting to
know the inhabitants of the sur-
rounding forest. Having just arrived,
Rosella has no idea where she is or
what she is going to find in this
strange land; but wherever it is - 'It
sure ain't Kansas Toto'!

The graphic backdrops to this
adventure have more than a touch of
the magical about them. The forest
scenes abound with small animated
characters reminiscent of old Disney
movies. Twittering birds, a magnifi-
cent unicorn and sparkling water-
falls combine to create pictures
which can only be described as
charming. The game's creators have



trawled their fairy tales for ideas,
and with the addition of their own
off-beat humour have produced
scenes which should please every-
one. A lily pond, complete with a
large frog wearing a crown, awaits
your investigation. Close your eyes,
screw up your courage and pucker-
up for a lip-smacking, stomach-

churning smackerroo of a kiss.
Tucked away in a corner of the
forest is the final touch - the home
of the Seven Dwarfs. If you enter the
dusty, old cottage and issue the
command 'Tidy dp' you'll soon see
our would-be Snow White make the
dust fly. Who knows, when the
dwarfs get home from their diamond
mine there may be a sparkling
reward for her good deed. Other
homes which nestle in and around
the forest include a fisherman's
shack, an Ogre cottage and a creepy
old mansion which is surrounded by
a graveyard. The mansion also hous-
es a magnificent organ which luckily
Rosella appears to be more than at
home with. Once guided to the won-
der organ, Rosella will manage to

L]

Aha! The seven dwarf's home and their place of work

blast the cobwebs from the organ The graphics are definitely anoth-
pipes and let you hear just some of er step forward for the Sierra games
the music which is to be found and one can only wonder at the time
throughout the game. and effort required to achieve this
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I played this game while an audience of hard-nosed engineers peered over my
shoulder, and I think I can make no better comment than to repeat the remark
that I heard from one of the crowd. In an awed voice | heard someone say: 'OK,

I'm sold. What computer system do I need to buy to use this software?'
No complaints, it's a great game which is bound to be a best seller.

This cementry

certainly looks

spooky, maybe if |

wait until dark
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standard. Rosella is beautifully ani-
mated and as she walks, her long,
golden tresses bounce behind her.
The King's Quest series must be
amongst the most popular of the
Sierra adventures. The combination
of colourful animated graphics, the
humour and the wonderful puzzles
have captivated players of all ages.
Sierra alone seem to be capable of
blending adventures with sounds
and pictures to create a mixture
which is satisfying to the whole
spectrum of ST gameplayers.
Children have marvelled at the
delights of the Three Bears' Cottage
in King's Quest IlI, whilst the older
audience giggled at the evil tricks
played by the wizard upon our luck-
less hero. All the expertise of the
Sierra team seems to have come
together to produce what must now
be their crowning glory: 'King's
Quest IV - The Perils of Rosella'.

TEXT/GRAPHICS: 89%
GAMEPLAY: 80%

LASTING APPEAL: 85%
ADDICTIVENESS: 83%



FAST - Bidirectional text printing at a quick 80 characters
per second.

QUIET - less than 56DB noise (In case youi need to hear a
pindrop).

VERSATILE - Under control from you computer print line
can be set for double size characters at 40 per line or half
size characters at 160 per line, linespacing can be
programmedto45,60r9line to the inch.

Standard unit Iess than three pounds in weight including
100ft of paper roll.

ECONOMICAL - Uses low cost thermal paper, sharp tear
bar permits economy tear off paper lengths - use only
what you need no ribbons to run out or replace.

Manual controls - power on/off, linefeed.

Print modes text - bidirectional, graphics
- unidirectional

characteristics - alphanumeric.
80 characters perline.
40characters per line in Expanded Mode.
160 characters per line inCondensed Mode.
Graphic - dot addressable.
4800dots per square inch (60 vertical by 80 horizontal)

Self test build in standard, activated by holding
down linefeed switch with power off and then
turning power on.

(Overseas orders add £10 00 post charges)
Payment can be made by cheque, Access/Visa or postal order.

NAME
ADDRESS

POST CODE
| authorise you to charge my Access/Visa card no.

Signature:
Send your order today to:




ATARI ST
Action Service.........ccccoectveeiennenn 11.95

Action ST...... 13.95
Adv Art Studio.. 14.95
Afterburner........ 14.95
Alien Syndrome 11.95
Alt Reality......cccoocevueenennes 11.95
Arkanoid Revenge of Doh. 11.95
.V (V] - TS 13.95
Baal..... 11.95
Ballyhoo.........cccevieeiirienieieeen 7.95
Barbarian 1 or 2 PAL . 11.95
Bards Tale 1............ 17.95
BAT....coceeenn 17.95
Bermuda Project.. ....9.95
Better Dead.......... 1.95

Beyond Ice Palace..
Bionic Comm .......

Black Tiger.... 13.95
Blazing Barrels..........cccoeeeeenene. 11.95
BMX Simulator .

Bobby Yazz Show... 11.95
Bombjack......... 11.95
Bombuzal...... 11.95
Borrowed Time 7.95
Bratacus .... 9.95

Bubble Bobble . 1.95
Bubble Ghost... 11.95
Buggy Boy .... 11.95
Butcher Hill ....... 13.95
California Games..........cceccueneee 16.95
Capone.........ccveeeeeeeeeeeeeeenen, 19.95
Captain Blood...... ..14.95
Carrier Command... 14.95
Chessmaster 2000 . 17.95
Chronoquest........ ..19.95
Colossus Chess........cccceeueeueennes 17.95
Combat School ..........ccceeeunen. 11.95
Corruption..... 14.95
Cracked........coceeuveiinieeie e 7.95
Crystal Castles .... ..10.45
Daley Thompson 88................... 11.95
Dark Castle.........cccoeeeuerieniennene. 14.95

Defender of Crown .
Deflektor ..............
Degas Elite

DejaVu..... 11.95
Dream Zone.. 16.95
Driller............... 14.95
Dungeon Master .. 14.95
Elemental...... 11.95
Eliminator... ..13.95
EMPIire .....ooeeeeeeeeecieece e 17.95

Empire Strikes Back .................. 11.95
Enlightenment......... .

5Star ST .........
Fast Basic Disc
Fast Basic Rom ...
Fed of Free Trade...
Fernandez Must Die
F15 Strike Eagle ..
Final Command ...

Firezone........ 14.95
Fish............ 14.95
Flight Sim 2.......... .26.95

Flight Disc 7 or 11 ...
Flight Disc European ..
Flight Disc Japan....
Football Director Il ..
Football Manager II.
Foundations Waste.
Frank Bruno Boxing

Galactic Conqueror. .
Game Over 2....... ..13.95
Garfield .....

Garrison 2.. 14.95
Golden Path.. ....7.95
Gryzor........... 11.95
Guerilla War.. .11.95
Guild of Thieves.........cccccevueeunee. 14.95

PREMIER MAIL
ORDER

Formerly Trybridge Software Distribution.

TRACKSUIT
MANAGER
WAR IN MIDDLE EARTH
BEST ST SOFTWARE AT BEST ST SOAFTWARE
BEST PRICES AT BEST RICES
Adv Rugby Sim................ 11.95 Kristal ......ccooooveiiieen 19.95
Adv Ski Sim . Lombard RAC Rally 14.95
Asteroids ...........cccoeevrennn. 7.95 Manhattan dealer ... 11.95
Batman Caped Crusader.11.95 Missile Command .............7.95
Battlezone.............c........... 7.95 Monsters of Night............ 17.95
Crazy Cars 2.................. 11.95 Moonbase ...........cccccceene 7.95
Damocles ...........cccceuene. 11.95 Moon Patrol.... .7.95
Double Dragon................. 11.95 Operation Wolf . ...11.95
Dragon Ninja Paperboy ....... ..11.95
Elite ..o, . Powerdrome.................... 17.95
F16 Combat Pilot ............ 16.95 Pro Soccer Sim ............... 11.95
Ferrari Formula 1 ............ 17.95 Purple Saturnday........... 14.95
Flying Shark..................... 14.95 Rocket Ranger................ 19.95
Galdregons Domain......... 13.95 Roger rebbit ..19.95
Ghosts & Goblins ............ 11.95 Shoot ‘'em Up Const Kit...14.95
Hellfire Attack . Super Breakout .
Hostages..........ccccccu..... . TV Sports Football .......... 17.95
JOUSE ..o 7.95 WEC LeMans.................. 11.95
BLASTEROIDS RUNNING MAN
£11.95 £11.95
Gunship ......... 14.95 Legend of Sword . 14.95
Hacker 1 or 2. .7.95 Live & LetDie ..... 11.95
Hardball ...... .9.95 Living daylights ... 11.95
Hawk.... 17.95 Maria Whittaker ... ....9.95
Hawkeye. 14.95 Mars Cops .......... 11.95
Hellbent....... 11.95 Masters of Universe .9.95
Helter Skelter..... 9.95 Maupiti Island...... ..11.95
Heroes of Lance 16.95 Menace............ 11.95

Hit Discs Vol. 1 ..... 14.95 Mercenary Comp 14.95
Hollywood Hi Jinx . ..7.95  Microprose Soccer.. ..14.95
Hot Football .. 14.95 Mindshadow ...........ccccoevurenienene 7.95
Hotshot ..........cc..... 13.95 Mortville Manor ...............cccce.... 15.95
Hunt for Red October .. 14.95 Motorbike Madness ....9.95
Hyperdrome........... 11.95  Music Con Set..... 17.95
Indiana Jones.............................9.95 1943 13.95
Ingrids Back...... 16.95

Ikari Warriors
Impossible Mission 2
Int Karate +

Nigel Mansell Grand Prix........... 11.95
Iron Lord . .

Night Raider...................

Jel i NOhStar. ........cccueveveeerereceecend 9.95
Jewels of Darkness Oids 11.95
Jinxter................ 00ps....ccvrvrnrnnns 13.95
Joan of Arc. Operation Neptune . 14.95
Joe Blade II........ .9. Outrun.....ccoeeeeeeeees 13.95
Kennedy Approach.................... 14.95 Overlander 11.95
Knight OrC.....cvveiiieiieeieee 11.95 Pac Mania. 11.95
Lancelot ...... 1195  Pandora. 11.95
Laser Squad .. 16.95 Pawn......... 14.95
Leaderboard Birdie.... 13.95 PepsiMadMix. 10.95
Leather Goddess .. ....19.95 Peter Beardsley .. 11.95
LED Storm .....coeeveeecrcerineieene 13.95 Phantasm............ 11.95

Please send Cheque/PO/Access, Visa No. and expiry date to:

PREMIER MAIL ORDER

POW....cccoveee 19.95
Psion Chess .. 16.95
Puffys Saga. ... 15.95
Quaderalien.... 11.95
Quantum Paint.. 14.95
Rambo 3............ 11.95
Return of the Jedi .11.95
Road Blasters........cccceceuevueennene 13.95
RoboCOp .....c.ccveveeeeeeec 11.95
Rolling Thunder 13.95
RType.....ccccceee 13.95
Sargon 3 Chess 1495
Savage.............. 1495
Scrabble Deluxe .. 13.95
Sentinel.........

S F Harrier.

Shadowgate..

Silent service ....
Sinbad & Throne
Skateboard
Skate or Die...
Skychase.......
Soldier of Light..
Sorcery + ..........
Space Harrier....
Space Harrier 2
Space racer ..
Spitfire 40...
STAC.........
Starglider 2
Starquake ..
Star Ray.....
Star Trek....
Stealth Fighter ..
Stir Crazy ......
Street Fighter.
STOS.....coeet

Strip Poker 2.........coccovvivevinnnn. 9.95
Data Disks:

Bev & Dawn......ccccccoveininncis 7.45
Lee & Roy.. .7.45
Rachel & Kim.... .7.45
Suzanne & Bianca .7.45
Summer Olympiad......... 11.95
Supercycle...... ..7.95
Super Hang On............... 13.95
Superman......... 14.95
Tass Times ..795
Technocop . 13.95
Testdrive........ . 17.95

The Games Summer ..
The Games Winter .....
The Munsters.......

Three Stooges .. 14.95
Thunderblade ... 13.95
Thundercats.. 11.95

Tiger Road.
Time & Majik .
Times of Lore....
Time Stood Still.

Trivial Pursuit ........cccoocoviieeee 11.95
TT Racer 2..... 14.95
Turbo Cup .. 11.95
Typhoon..... ..9.95

Ultimate Golf..

Uninvited.... 11.95
Univ Military Sim... 14.95
UMS Scenario 1 ............. ...8.95
UMS Scenrio 2 .8.95
Uridium .....cccooeennen. 13.95

Verminator . 14.95
Victory Road . 11.95
Virus........ 11.95
Vixen ... 11.95
Vroom ........ 11.95
Wierd dreams 1495
Whirligig ........ 11.95

World Games.

Xenon ........ 13.95
Zero gravity 11.95
Zynaps........... 13.95

8 BUCKWINS SQUARE, BURNT MILLS, BASILDON, ESSEX SS13 1BJ
Please remember to state the make and madel of your computer when ordering P8P inc. UK Eur ope add £1 per item. Elsewhere add£2 per tem for aimmail.

Telephone order : 0268 590766
MAIL ORDER ONLY




"Newcomers, Krisalis, present their look at the
future - a bleak world where everyone is in fear
of The Prison."

- s mm omm KRISALIS (£19.95) = mm

With crime reaching epidemic proportions,
the ruling government of Earth decided
that capital punishment wasn't the
answer. For too long the elderly had been
too frightened to leave their buildings, and
the constant stream of murders and

crime he knew nothing about, he was sen-
tenced to end his days couped up on
Altrax. Having witnessed the corruption
and brutality of the guards, Jag had to get
out. Rumours were common amongst the
prisoners, but one particular tale perma-

thefts must be termi-
nated. The ruling
classes realised that
a prison was the
solution, but Earth
was over crowded, so
where could they put
it? A planetary
search was ordered,
and within the
month, a perfect site
chosen. The planet
was a remote, moon-
less dump called
Altrax, a planet that
had only a handful of
desperate colonists,
and within the month
the domed prison
was built. Time
passed, and the
prison of Altrax was
hyped as the 'ulti-
mate deterrent’, a
place where no-one
comes back from -
little did the public
know, but it also pro-
vided the government

with a place for embarrassing scapegoats.
Jag was a scapegoat. Framed for a

Prison is one of those infuriating
maze games that you will either
love or hate. Its game-play relies
on you getting hopelessly lost in a
complex labyrinth and having to
try numerous ways of progressing
in the game. This is all very well
as long there is something else to
keep you occupied and amused,
and in Prison, this variety is in col-
lecting various objects and having
to work out where and how to use
them. Add to this some opposition
in the shape of some ugly big sprit-
ed aliens and that is Prison. The
graphical presentation is distinc-
tive rather than inovative and the
controls are adequately responsive.
But the overall objective of the
adventure doesn't change from
game to game and so you have to
go through the same proccess of
object collecting and path finding
every time you play the game.

nently raised the
hopes of the inmates
- the story of a work-
ing spaceship that
was left when it
crashed. Clutching at
this microscopic
straw, Jag plotted
his escape, and wait-
ed until night fell.
The game
begins with a short
sequence showing
Jag escaping from
the dome as dawn
breaks. Clutching
only a rucksack and
a stolen wrist-com-
puter, he enters the
nearby town. The
town and all of the
areas surrounding
are viewed from the
side, and Jag can
move freely between
the flick-screens.
Below the main
action, is a view of
his mini-computer,

and this can tell the time, indicate if a
usable object is present in the room or be

Before gaining access through the locked door, a pass must be found. Perhaps it lies within the
wreckage of that destroyed securi-bot.

--- STA 43 STA ---

Although Prison looks good, featur-
ing dark, atmospheric backdrops,
the gameplay is of the standard we
tend to expect of an arcade/adven-
ture - nothing more, nothing less.
OK, so the genre's scope is limited,
but there is nothing new or original
in Prison that makes it an essential
purchase. Little quirks, such as
night turning to day, are nice, but
with the repetitive action, Prison
has very little to offer the discern-
ing gamer. Not bad, but it could -
and should - have had a little more

variation. S

As in real life, night falls. Jag's watch warns of
this and he can sleep if he wants, but remembe
that there are still people prowling around.

used to manipulate any objects.
Additionally, this status panel shows how
many of Jag's three lives are remaining,
and an inventory of what he is carrying.
Movement around the strange land is con-
trolled by the joystick, and Jag must keep
his eyes peeled for any useful objects or
deadly obstacles such as mines on the
floor. To combat the odds - along with any
enemies he may come across - Jag can
jump, crouch, and has an array of fighting
moves. Securi-bots present the most
problems, but can be rendered scrap by a
repeated succession of kicks and punches
- and don't forget to search the debris
afterwards! Jag's ultimate aim is to find
his way through the unforgiving city and
escape Altrax using the mythical craft,
but only after he has solved all of the
object-orientated puzzles can he do so.

GRAPHICS: 56%
SOUND: 50%

LASTING APPEAL: 62%
ADDICTIVENESS: 58%

DIFFICULTY: AVE/HARD
1ST DAY SCORE: N/A




As adventures go, Zak McKracken
isn't too taxing. Having said that
even the most hardened adventur-
ers won't finish it too quickly. The
feature I found most welcome was
the way in which commands were
input: I never had to re-type a
command because of a fussy
parser.

The game's graphics are very
colourful and well presented; the
animation isn't the best I've seen
on an ST but that doesn't really
matter in this type of game. There
are a number of rudimentary
sound effects and these are well
executed, attention to detail being
observed at all times. Overall, Zak
McKracken is a wonderful little
game - not too hard, but not a
complete walk-over.

"Take me to your leader.”" - Wow, it's the King!

"A strange phenomenon is sweeping across the globe. For some reason
the phone lines are linked to an international stupidity epidemic. But just
who or what is causing this weird occurrence?"

I BN D S E. (_[,S,GO]_D(£19_95) N N N N N B N B B

Step into the shoes of Zak
McKracken, a downtrodden newspa-
per reporter. Poor Zak felt as though
life was passing him by: dreaming up
stories about Sasquatch kissing con-
tests, alien amusement parks and the
like was all very well, but Zak felt he
had to do something more worth-
while. Afterall, how could he possibly
win a Pulitzer prize working for a

Ok, the machine is complete. All that's left to do
is flick the switch.

sleazy tabloid like the National
Inquisitor?

Our hero's adventures begin the
morning after the night before.
Having gone to bed, Zak tossed and
turned until he finally managed to get
to sleep, then... Wow, what a weird
dream! An extraterrestrial plot to
take over the world. It was so lifelike,
it could have almost been real!

The problem was, however, that
the dream was indeed real. Zak
McKracken, ace reporter, had stum-
bled upon an alien race's attempt to
take over the World. Furthermore,
these meddling meteor mutants, or
Caponians as they are really known -
were using the telephone systemto
make all mankind go mad.
Something had to be done and,
unfortunately, it seemed as though
Zak had been chosen as the human
race's saviour. Our hero, however,
although he didn't know it, was not
alone. An archaeologist named Annie
also knew of the aliens' spaced-out
plot. Together with her help, and that
of two college girls who had some-
how landed on Mars, Zak must put a
stop to the Caponians' fiendish plan.

You, as you may have already
guessed, are Zak McKracken. Using
your cunning, wit, wisdom and what-

--- STA 44 STA ---

Zak McKraken seems to be the per-
fect introduction to the world of
adventuring. The control and input
system is well designed and easy to
use, and the main graphics are
passable. The fault I find with Zak
though, is that the puzzles are a bit
illogical to say the least, requiring
you to collect everything and cycle
through them on a trial and error
basis. Unfortunately, this sytem is
also very unforgiving, and if you
miss an object you must retrace
your steps and go back and get it.
Lucasfilms have produced a
playable game here, it is just a pity
that the puzzles let it down. If this
problem had been rectified, Zak
McKraken would have been up to
the standard of the Sierra quests.



ever else you may find, you must
thwart the evil plans of the Caponian
invaders. It certainly won't be easy -
Earth is getting sillier by the minute -
but if you try... well, you never know.

Zak McKracken and the Alien
Mindbenders is essentially an adven-
ture game. But, before you turn the
page and read about the latest multi-
layered scrolling shoot'em-up, wait!
Unlike other adventures, be they text
or graphical, Zak McKracken is differ-
ent. You need no typing skills to play
this game; there is no wrestling with
uncompromising parsers; and no real
heavy thinking, either. All the action
is mouse-controlled; simply move the
cursor to the appropriate verb from
the list displayed, then point at the
required item - the computer will do
the rest. To guide Zak around, or any
of the other characters which you
may control during the game, you
simply point to where you want to go.
The character will then walk to the
desired point. Using items from your
inventory is also very simple. For
example: if you had a gun and wanted
to use it, you would point at the verb
'use' and then at the word 'gun’'.
Simple, eh?

Humour is very prominent
throughout the game and Zak gets to
meet some very strange characters:
two-headed squirrels, golfing gurus
and an odd gentleman who wears
Groucho Marx glasses and a ten-gal-
lon hat, to mention a few. As |
already mentioned, the puzzles aren't
too taxing either: clues, graphical or
otherwise, are usually scattered
everywhere. Another noticeable fea-
ture of the game is the way in which
the puzzles don't have to be solved in
any specific order; it is usually possi-
ble for you to retrace your steps if
you forgot to take something some-
where the first time. As you progress
into the game you may find the ability
to 'dreamshare' with other charac-
ters. This process is important for

Karma chameleon! It's
Nepal's legendary golf-
ing guru.

Yeah, you've got some
nifty moves chief, but |
don't think you'll make it
to TOTP.

puzzle-solving later
on in the game,
especially where one
pair of hands can't
manage.
Another feature
of Zak McKracken
and the Alien
Mindbenders is the
way in which you would have to go
out of your way to actually kill off a
character. The programmers have
deliberately made the game like this
so novice players will not become too
disheartened. Oh yes, one final point
- Zak McKracken also runs in
monochrome. Having dream-shared with a friendly dolphin,
Zak explores the undersea world of Atlantis

Remember when adventures were uninspiring still-screens and stuffy text? With
its easy-to-use point-and-click control system, terrific interactive animation,
hilarious plot and quirky humour, Zak McKracken is designed with fringe
adventurers in mind. From the moment Zak leaves his apartment, his destina-
tion and adventures are up to you, and there is no limit to the daftness of the
plot. From San Francisco to Katmandu, England and Mars, Zak could encounter
two-headed squirrels and reincarnated rockstars in his journalistic enquiries.
Don't just sit there - the world is waiting for you!

GRAPHICS: 73%
SOUND:50%

LASTING APPEAL:82%
ADDICTIVENESS: 73%

DIFFICULTY: AVE/HARD
1ST DAY SCORE: N/A
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GRAPHICS:66%
SOUND: 50%

LASTING APPEAL:42%
ADDICTIVENESS: 51%

DIFFICULTY: AVE/HARD
1ST DAY SCORE: N/A

Working in an arena, clearing up after the
lions isn't the best of jobs, and Ludicrus
hated it. In fact, the only thing Ludicrus
looked forward to was going to the
'Caesar's Arms' tavern for a few goblets
of the local brew. And, by golly, did he find
solace in it! Every night Ludicrus was in
the '"Arms’, and every night he had a skin-
ful, followed by the customary annoying of
the gladiators. Normally, the gladiators
would leave it at that, but one particular
chap, Biggus Musculus, had had enough,
and made sure that word got to Caesar
about this 'noble warrior'. Caesar was so
impressed by the stories told, that he sent
a couple of centurians out to find Ludi.
This should make good entertainment, he
mused...

Naturally enough, you are that drunk-
en scallywag, Ludicrus, and it is up to you
not to become a shish kebab for the lions
next morning. Armed only with a sword
and a wooden shield, you must prove your
strength by defeating the three mightiest

The title of this gladiatorial come-
dy promises a game which is
abundant in hilarity and hijinx,
and that is exactly what you get.
The characterizations of the hap-
less Roman, | Ludicrous, and his
unlikely opponents, are big, bold
and comical, and considering the
size of the figures, the controls are
fairly responsive and the anima-
tion smooth. But when the belly-
laughs have subsided, you are left
with a game which simply lacks
variety and this seriously ques-
tions its long-term appeal. JS

"Ludicrus the gladiator must fight against
numerous opponents in order to get the 'thumbs
up' from Caesar. More importantly, will he get
the OK sign from us?"

| LUDICRUS

= mm ACTUAL SCREENSHOTS (£19.95) wem wm

gladiators in Caesar's army. After a
humorous loading sequence, which shows
Ludicrus collapsing with a fit of the gig-
gles, you are asked to choose from a one
or two-player game - the two-player mode
being particularly useful to acquaint your-
self with Ludicrus' movements before you
begin the actual tournament. As
mentioned, there are three opponents:
Herr Liss, the bald German; Bon D'age,
the voluptuous female fighter, and Bud
Vyzer the beer-drinking disemboweller.
The first you meet is Herr Liss, so donning
your metal helmet you enter the arena.

The action is viewed sideways on and
is depicted in cartoon-quality graphics
reminiscent of those used in the BC and
Wizard of Id cartoons. The moves avail-
able to Ludicrus are all accessed via the
joystick and include attack, crouch, round-
house and, best of all, his famous 'Big
Wobbly' move, which sees him swing his
sword violently. Additionally, Ludicrus can
roll, jump or simply move out of the way
of any oncoming sword-wielding combat-
eers. Both Ludi and his opponent can sus-
tain five hits, but should this limit be

After the extensive programming time, | was expecting a lot more from I Ludicrus.
True enough, the graphics are of cartoon quality, but the game itself is restricted
by the lack of moves and repetitive action. All of the opponents seem impossible
to beat, but can actually be beaten by a set pattern of moves. Howeuver, even using
this method, the fighting is very hit and miss and it is difficult to tell who is los-
ing due to the lack of an energy bar. Basically, | Ludicrus seems to be an exercise
in attractive graphics, and it passes the test. Regretfully, the gameplay doesn't.

HerrLiss and the crowd can only watch as
Ludicrus uses his 'Big Wobbly' move.

exceeded, the character will fall to the
floor, only to be rejuvenated for the next
attempt. You must knock out your oppo-
nent four times before you can go on to
the next, but should you fail you will be
thrown to the lions. Once again, the lion
must be hit five times, and if you manage
to kill it four times, you will be allowed
another crack at the previous warrior.

Bon D'age is the most agile of the fighters. Here we see her somersaulting out of Ludi's range.

--- STA 46 STA ---



SOFTSELLERS

12 SANDPIPER CLOSE, LONGRIDGE PARK,

36A OSBOURNE ST,
COLCHESTER,

ESSEX,

(RETAIL)

TITLE ST
Afterburner .........coeevvveeinceeeenceeees 13.99
A Question of Sport ... ...12.99
Alien Syndrome...... 12.99
Armalyte ......... 12.99
Baal...... 12.99
Batman........... 12.99

Bards Tale 1 or Il

BAT... 16.99
Barbana . 12.99
Battlechess................. 16.99

Better Dead Than Alien.
Bionic Commando......
Black Lamp.........
Bombuzal ....
Bomb Jack...
Butcher Hill ..
Buggy Boy ...
Bubble Bobb
Carrier Command
Captain Blood.....
Chrono Quest.
Combat School
Corruption.......

Crazy Cars Il ......... 15.99
Daley Thompsons O.C.. 12.99
Degas Elite............. 16.99

Dragon Ninja ...
Double Dragon ...

Dungeon Master. 15.99
Driller.............. 15.99
Elite ...... 15.99
Eliminator 13.99
Falcon............. 15.99

Fernandez Must Die ..
Fed of Free Traders..

Fire and Forget.......
Football Manager Il
Football Director Il..
Gauntlet II............

Garfield....
Guerilla War.
Gunship .......ccc...
Goldregons Domain ..
Goldrunner 1or Il ...

Ghosts & Goblins ...
Heroes of the Lance ..
Hellfire Attack .........
Hostages ...............
International Karate +
International Soccer .........
Incredible Shrinking Sphere .

Iron Lord...... 16.99
Instant Music .. 16.99
Jet...ornne 29.99
Joan of Arc..... 13.99

Leaderboard Birdie
Legend of the Sword .
L.E.D. Storm..............
Lombard RAC Rally...
Leathernecks......

TITLE

We will match any Software price
advertised by another company providing
the advertis a current issue and not a
special offer. Please state the magazine
and company concerned.

HARDWARE

Atari 520 STFM with 1 Meg Drive269.95
Atari 520 Super Pack with 21 Games +
Business Organiser - Database/
Spreadsheet/ Diary/ Wordprocessor ....
349.95
Atari 1040 STFM Professional Pack with
Microsoft Write Wordprocessor
Superbase Personal Database VIP
Professional Spreadsheet........... 449.95
Professional Pack with SM 124 Mono
Monitor........ 549.95
Professional Pack with SC1224 Colour
Monitor 749.95
Atari 1040 Super Pack with 21 Games +

Business Organiser ..........cccceeun. 449.95
Atari 1040 Super Pack with SC1224

Colour Monitor .........ccevseveencennans 749.95
Atari SC1224 Colour Monitor ......299.95
Cuman 1 Meg Drive ST ................ 109.95

Amiga 500 with Free Modulator, Tutorial,
& Extra's Disc 369.95

Amiga 500 as above with 10 Game Pack
399.99
Amiga 500 with A501 Expansion Fitted
Modulator and Dragons Lair ....... 499.99
Amiga 500 with 1084S Colour Monitor.
599.95
1084S Colour Monitor.................. 249.95
Cumana 1 Meg Drive Amiga.......... 99.95

Amiga A501 Memory Expansion + Clock
Card 139.95
Commodore PC 1 SD512K + Vat.299.99
Citizen 120D Printer...................... 199.95

Please include £5.00 postage and
packaging on all hardware items in the
UK. Overseas £10.00

10 3 1/2 inch Blank Discs................. 9.95
Joystick Exstendors...........cceeureunns 4.95
4 Player Adaptors.........cccceeversursnnnanns 4.95
Mouse Mats 4.95
Cheetah 125 Joysticks.........ccceeuenees 7.95
QS Turbo Joysticks........cccceeurenrunnn 12.95
Pro 5000 Joysticks. 14.95
Cheetah Starfighter............ccceeunen 14.95
Konix Navigator........c.cceecresersunsenens 14.95
Pro 5000 Extra .15.95
Pro 5000 Clear 15.95
Disc Storage Box 40 ..........cccceeuernnene 7.95

Disc Storage Box 80 ..
Sega Master System
Sega System +
Sega Super System........cceceeureuenee

Price

ESSEX. CO4 3GE

6 BOND STREET,
IPSWICH, SUFFOLK
(RETAIL)

LanCelot.........cocvevveieiirier e
Manhattan Dealers...
Menace .......cccceeeue.
Microprose Soccer ...
19 BootCamp.............
Nigel Mansell's Grand Prix.
Nightraider...................
Nebulus.........

Operation Wolf .
Out Run.....
Overlander .
Paperboy...
Pacmania......
Peter Beardsley.
Powerplay .....
Platoon......
Powerdrome......

Pools of Radiance
Purple Saturn Day
Puffy's Saga ..
Quadralien.....
Roadblasters.
Robocop....
R Type...........
Rocket Ranger ..
Return of the Jedi.

Shadowgate.....................
Shoot Em Up Construction.
SpaceHarrier 1 or ll........
Starglider Il...........
Skateball ....
Skychase....
ST Five Satr..
Star Ray.....
Stargoose...
STOS ...
Streetfighter...
Speedball ...
SD. ...
Skate or Die ..
Super Hang On.
Techno Cop...
The Kristal.....
Tiger Road .
Test Drive...........

Tracksuit Manager
Trivial Pursuits...

Thunderblade
Thundercats ......
Time and Majik ..
Times of Lore ...

STA APR



- | Castle House,
11 Newcastle Street,

B | s

Castle Stoke-on-Tront

ST6 3QB

Computers - Eeibgos
SALE SALE SALE SALE SALE SALE SALE SALE SALE SALE

= Pandora.......ccccoceenne £11.99 RType...ccooeveveencennn. SS95
The Kristal Pink Panther................. £9.95 Enduro Racer............... £5.95
£19.95 Karate Kid Il.................. £7.95 Tracksuit Manager-.....£12.95
J ! Heroes of the Lance...£16.95 Trauma........c.ccccooeueueee £65.95
ZYNaAPSe ....ooovivniiinins £7.95  ‘Bionic Commandos ...£13.95 QBall...cccooevrnininnnee. £4.95 Trash Heap................... £3.95
Eliminator.................... £7.95  Buggyboy .................. £12.95 Paintworks.................... £9.95 Heroes of the Lance ...£17.95
Spitfire 40...........ccc..... £7.95  Black Lamp................. £12.95 Road Wars.................. £1295 Ultima4......ccooeeenen. £15.95
Strikeforce Harrier....... £7.95 Bubble Bobble............ £12.50 Times Of Lore............. 215196
Superman ................... £995 Barbarian .eeeveeveeen. £12.95 Beyopd Zork VirUS v, £12.95
STWars ......ccooovueen... £5.95 CrazyCarsll............. £14.95 Our Price £9.95 WHhirligig ........oveverenee. £11.99
(CF1 (o T £9.95  Victory Road............... £12.95 {  Super Hang On .......... £12.95
Balance of Power...... £11.95 GFL Basketball............. £7.95 i e LT - War Zone.......ceeee....... £3.95
4 Road War Europa....... £18.95 ) ;
221B Baker Street ...... £9.95  Captain Blood............. £14.95 : Winter Olympiad........... £7.95
’ Return to Genesis....... £11.99
Mean 18........ccccceeee £7.95, Catch28FE........o....5 £ _ TRIRderbEEE — . | £12.95 Football Man. 2........... £12.95
Nigel Mansell's GP......£9.95  Clever & Smart............. £4.95 Skychase £995 Stock Market ................ £7.95
Shackled.................... £8.95  GFL Football................. £8.95  goitting Image...........£11.95 CONdS Ot £7.95
Rolling Thunder .......... £8.95 Dungeonmaster.......... £15.95 Stationfall...................... £9.95
/ Overlord...................... £13.95
Bombuzal.........cccc....... £9.95 Degas Elite................. £15.95 S O[CCTCTMERESE—_ £8.95
:\(A.ﬁgiax ........................ ggg :Endogr SS;;oLtsBkg?ggg F16 Falcon Sea Stalker................... £7.95
illdozers ........ccccocu..... L mpire Strikes Back...£12.
Fernandez Must Die ...£895 ENf .....ccccveeiriiiiii . £7.95 £15.95 S_krull
Armageddon Man ......£7.95  Flintstones................... £12.95 Our Price £14.95
VIXEN ..o £6.95 Get Dexter Il ............... £11.95 Kennedy Approach....£14.95 |
SPY V' SPY .. £6.95 Gunship........cccoveuuee. £15.95 Spellbreaker ................. £7.95 Trantor
Karting Grand Prix ...... £795 Gauntlet2................... £15.95 Suspect .........ccooeenne. £7.95 £5.95
| Ludicrus .......coue....... £12.95 Hacker2...................... £4.95 Starcross..................... £7.95 :
Cybernoid ................ £10.95 Hacker.......coooeeeenn. £4.95 =
Hellfire Attack............ £8.95 Hollywood HiJinx........£7.95 Night Hunter R
Silent Service............ £14.95 lkari Warriors ................ £9.95 £12.95 anarama .......... s d
' Enf Return of the Jedi......£12.99
Orbiter...........cceeeen.... £14.95 nforcer........ovevnienne. £5.95
Shadowgate............... £11.95 Hostages.................. £14.95 Spaceport........ccceuuene. £305 [Lancelot........ e
POPUIUS .....cooveeeee. ¢£15.95 F15 Strike Eagle......... £10.00 Streetfighter................ £12.95 s'tarhGoose """""""" £1g.gs
Custodian.................. £13.95 Infidel................ £7.95 Supercycle.................... £7.95 BT s L
K. Dalgleish Soccer .£12.95  Afterburner ............... £12.95 Space Pilot................... £3.95 D_e]a i P
Ballistix... oo £12.95 Music Cons. Set ......... £12.95 Space Harrier ............. 1265  [FlEVEIFEICatr o Slgwb
Leieure St L DAANG SRS LOS PSS MEY SN £18.95 Tanglewood .................. £7.95
Speedball ......... y ..... £13.95 Nebulus .........cceuvee. £14.95 Shuffleboard................. £3.95 Baal £1 2'95
Starglider2.................. £14.95 Witness......ccceeveeuennnen. £7.95 Captain Fizz £9.95
ATARI ST SOFTWARE Nightraider.................. £14.95 Purple Saturn Days ....£15.95
Nord & Bert................... £8.95 North Star..........cccce.. £6.95
Lombard RAC Rally...£14.95 Marble Madness........... £8.95 Stella Crusade............ SHZ9S
AMAZON oo £495 Outrun ... £1450 Shanghai...................... £6.95
Helter Skelter................ £995 Overlander.................. £12.95 Super Huey .................. £6.95  The Munsters........... £13.95
Sargon Il Chess ........ £13.95 Plundered Hearts ......... £8.95 Mortville Manor........... £14.95  UMS Vietnam.............. £8.95
Alien Syndrome.......... 250 EE) Srechocborambostcboomook £14.95 Summer Olympiad........ £995  StarWars....ooooi £12.95
: Planeffall....................... £8.95 Rambo lll.................... £12.95  Mortville Manor ......... £14.95
Joan of Arc P. Beardsleys.............. 22195 BN S Ky il G g e £4.95 D. Thompsons .......... £12.95
£13.95 SDI (Acticision)........... £13.95 Space Station............... £3.95  powerdrome ............. £16.95
. Psngers on the Wind....£5.95  Trivial Pursuit.............. EUZEE T (R £12.99
Psngers on the Wind 2.£5.95 Tau Ceti........cccceeuneee. £11.95

We offer a fast reliable service by return of Post! Cheque's P.O's to:
CASTLE COMPUTERS

Please note we use 1st class post and test all our software before despatch



"Computer athleticism can be almost as
demanding as the real thing. Is your joystick
arm strong enough to withstand the exertions of
Run the Gauntlet?

RUN THE
GAUNTLET

mm mm OCEAN (£19.99) == mm mmn mm mm wmm

The computer version of Run the
Gauntlet is split into three events: one
land-based in which you must complete
a number of circuits in a buggy of some
sort; a water circuit, requiring skilful
manoeuvring; and an obstacle course,
designed to test your physique. The
game opens with a digitised rendering of
the show's theme, and pressing fire exits
this screen. You are now asked to
choose the country you wish to compete
for. Up to three people can take part,
but, if there are only one or two people
playing, the computer assumes control

GRAPHICS: 50%
SOUND: 53%

LASTING APPEAL:55%
ADDICTIVENESS: 52%

DIFFICULTY: AVERAGE
1ST DAY SCORE: N/A

of two pacers. The basic object of the
contest is to attain more points than
your opponents, thus gaining the coveted
'Run the Gauntlet' trophy.

Seated within the confines of your
buggy, we prepare to begin the off-road
obstacle course. The track, along with
your vehicle, is randomly chosen by the
computer and you are shown positioned

on the starting line. To the right of the
main action, there is a map of the
intended route, and your vehicle (repre-
sented by a glowing dot) must follow the
dotted line indicating the set course. The
buggy is controlled by pushing forward to
accelerate, with left and right turning the
vehicle in the required direction. The
muddy terrain is punctuated with bumps
and tight hairpin bends, and just to make
your race harder, controlled explosions
constantly go off beside you. Should you
end up last, you are disqualified.
Succeed, and you can continue to the
next event.

Next, we have the water-based equiv-
alent of the off-road racing. Once again,

--- STA 49 STA ---

Run the Gauntlet is an all-action
programme, giving us the chance
to gasp in awe as manly blokes
whizz around in expensive toys
accompanied by loud flashes and
bangs - something that could be
captured perfectly in a computer
game, perhaps? Obviously not.
Ocean's version of Run the
Gauntlet is a collection of three
games, two of which are virtually
identical Super Sprint clones,
whilst the third is a cast-off from
Konami's Combat School. The
graphics are passable, though very
8-bit in their execution, and the
sound also just makes the grade.
Overall, Run the Gauntlet is a
missed opportunity which just
doesn't live up to any expectations.

Disappointing.
SM

Take the car racing classic
Supersprint, flood the track,
change the little racing cars to hov-
ercrafts and called it Run the
Gauntlet. The game-play is very
similar to the aforementioned clas-
sic and really comes to life when
two-players are racing against
each other. The Joystick control is a
believable interpretation of the
uncontrollable hoverboats that drift
and turn around the bends. The
graphical presentation is adequate
for the game and the overhead
radar/map of the course works rel-
atively well. However, the game-
screen just does not show enough
of the action and the scrolling
always seems to be struggling to
keep up with the race.
Nevertheless, entertaining two

player action.
JS

the course and vehicle are chosen from
random, only this time there are jet-skis,
hovercrafts and inflatables to choose
from. Once again, the top right corner
features a map of the route, and the
same controls apply.

Finally, we encounter the assault
course. Without the safety of a buggy or
boat, it is up to you to run up the verti-
cally-scrolling screen, leaping walls,
traversing rivers, and avoiding the
sweeping motion of the powerful water-
cannon. Holding down fire and using the
age-old skill of joystick waggling
prompts your tracksuited man into
action. Replacing the map of the other
two sections is a picture of a seven-
stone weakling. However, as you build up
speed, the wimp's picture is gradually
replaced by that of a bronzed muscle-
man. To clamber over the walls and
obstacles, a combination of pressing fire
and up is used, and on doing so, your
character is seen leaping over them.



Having cleared this sector of asteroids, the portal to the map screen appears, and you are dragged,

spinning, to its epicentre.

Blasteroids only serves to remind us
that the old themes of arcade enter-
tainment are invariably the best, and
this is a welcomed variation on an
old favourite. The mouse controls
eliminate the uncontrollable thrust
mechanism from the original
Asteroids, and the lack of a cowardly
hyperspace facility means that you
must confront the enemy at all times.
The solid colour graphics and slick
presentation enhance the appeal and
enjoyment of the game even further.
If Imageworks intend to up-date the
classics to this standard, then we
could be in for a real treat.

"Venturing into space
and shooting aliens is
nothing for most of you

hardened space Captains. But for Inagework's Blasteroids, only the
'boulder' ones need apply!"

Back in the early days of computing,
amusement arcades were going through
something of a revolu-

tion. Video games had

begun to appear in

most arcades, and at

this time they were

split into two factions:

the raster graphic

machines such as

Space Invaders, and

the vector graphic

machines such as

Atari's Asteroids.

Neither offered much colourwise, but the
latter offered a lot more in clarity; you

IMAGEWORKS (£19.95) wm

could even see your little triangular ship's
ray traces, as it blasted the geometrical
boulders into oblivion!
Now, as computer
games seem to be
going back to their
roots, it seemed about
time that Atari's boul-
der-busting classic was
given a new lease of
life. Converted by
Teque from the
Atari/Tengen coin-op,
Blasteroids takes the
basic form of asteroids and adds a more
varied challenge. The vector graphics of

Once you have battled through the solar system and cleared it of all the asteroids. you can face the evil Mukor. This
foul creature must have all of his sursounding lugs blown away before he is vulnerable - no easy task!

--- STA 50 STA ---

It's easy to see where the idea behind
Blasteroids came from. Tengen have
taken the original Asteroids theme,
added a few new ideas, and come up
with this. In my opinion, Blasteroids
is classic arcade fun and Imageworks
have converted it brilliantly. The
sound is very atmospheric; the
pounding tones helped keep me
transfixed. The graphics, too, are pre-
sented well - Mukor's facial expres-
sions being my favourite. It is, how-
ever, the gameplay that is the game's
stongest feature. Blasteroids is such
a simple game that just keeps draw-
ing you back for more. I really
enjoyed it.

the original have been dispensed with and
have been replaced with solid boulders
that look as if they really could smash you
to bits.

Blasteroids can be played by one or
two people, both of whom have one life.
The length of this is dictated by an energy
bar, and any collisions with the floating
space debris reduces it considerably. If it
expires, your game is over, but it is possi-
ble to restart by using the helpful credit
system. However, before you can begin
blasting rocks galore. you must choose
the required difficulty level. Your ship
waits by four warp gates, each of which
offers an increasing challenge and a high-
er bonus. Having chosen, your craft is
shown in front of a grid. This is a chart of
the planetary system, and you can travel
to any planet you are adjacent to. The
number of planets a system holds is dic-
tated by the level of difficulty chosen, with



nine to fight your way
through on the easy
levels, and sixteen
when you feel brave.
Having chosen
your starting area, you
are dumped into orbit
around the planet.
Almost immediately
after your arrival, the
onslaught of boulders
appear and you begin
the fight for your life.
Your small craft is
controlled by using left
and right to rotate,
and fire to thrust into
the direction you are
facing. Conspicuous
by its absence is the

,| It may be based on an 'oldie’, but it
| sure is a 'goodie'! Blasteroids
. brings back all the fond memories
| of steering your highly-responsive
|ship through wave after wave of
death-dealing boulders. The graph-
ics are great, with the background
planets adding another dimension
| to the hectic action. Presentation is
top notch, with the boulders mouv-
ing smoothly and the craft just as
sensitive to the controls as |
| remember. Sound is limited to the
i obligatory shooting noises, but a
 decent tune accompanies the main
action without getting irritating.
' Blasteroids is nothing new. but it
- does present an old favourite in a

lack of the hyperspace
option; instead, pulling
back on the joystick
causes your ship to
transform into a differ-
ent form. By repeating
the movement, your ship will change into
one of three possible combinations, offer-
ing an enhanced feature of weaponry,
shields or speed. However, there is a dis-
advantage: choosing one of these features
causes the other two options to become
weaker - forinstance, you lose speed and
fire-power if your craft is heavilyarmoured.

Your ship is armed with the traditional
single-fire blaster and can move anywhere
on the screen. 'wrapping' around to the
same position on the other side. Likewise,
the boulders appear from all directions
and, when shot, split into several smaller
rocks which branch off into separate
courses. There are several types of aster-
oid which attack you, each containing a
special property. There are grey boulders
that are essentially cannon fodder: red
ones that release an energy-restoring

GRAPHICS:72%
SOUND: 68%

LASTING APPEAL:69%
ADDICTIVENESS: 85%

DIFFICULTY: EASY/AVE
1ST DAY SCORE:209543

challenging

' netuw. formula.
| Recommended.

crystal; Seeker
asteroids that
attack you at high
speed when you
shoot them: and the
unusually-named
'Popcorn' rocks
which, although
indestructible, can
be stopped in their
tracks by peppering
them with bullets.
As well as the float-
ing flints, assorted
space ships and
artefacts float
around, shooting
you. There are eggs
that shatter when
shot, releasing a
life-sapping leech,
and the flying
saucers of the origi-
nal are back. When
these saucers are
destroved, they
relinquish a special
add-on for your
craft, and these can
be higher-potency
weapons which
make boulder-bash-
ing easier, or extras
such as speed and
shields.

Once a sector is
cleared, a portal
flips onscreen. Your
craft is magnetically
attracted into this,
and when you are on
its dais, you are
spun back to the
map screen. When all of the sectors in a
galaxy have been cleared, you are sent to
deal with a monstrous creature called
Mukor. This evil being constantly
harangues your ship, draining energy
rapidly, but can be killed by shooting the
lug-like tendrils that surround him. Each
'lug' requires several shots, and all the
time you must avoid being trapped by the
rotund monster. Once Mukor is killed, you
are then given access to the next solar
system.

---STA 51 STA ---

The map screen. Using your joystick or mouse, you can plot your next desti-
nation. Each is individually named, and our craft is heading towards Zaniah.



"Miniature Golf games are experiencing some-
thing of a revival at the moment. So 'putt' your
hands together and bid welcome to Electronic
Arts' computer version of the crazy pastime!"

wee wem wem m F| FCTRONIC ARTS (£24.95) we= wem

If you like nothing better than try-
ing to hit a golf ball through orna-
mental gardens, then you will find
Zany Golf delightful. Computer
crazy golf enables the course cre-
ators to go further than ornamen-
tal windmills and gnomes, and
subjects as diverse as pinball
machines to handburgers have
been turned into course hazards.
The mouse pull-back power control
enables you to play the game with
the minimum of fuss, and the
graphical presentation is pleasing.
But as real life crazy golf is
designed kill half an hour during a
trip to the seaside, | seriously
doubt the lasting appeal of Zany

Golf. Js

Electronic Arts' latest release fea-
tures all the ups and downs of a
miniature golf course - with a few
additions! Up to four people can play,
each taking their shots alternately,
and the basic idea is very simple: get
the ball down the hole in as few shots
as possible. There are nine holes in
all, each featuring the most varied
and unusual courses you are ever
likely to see. Obstacles attempting to
divert the ball's route take the form
of jutting walls, windmills and ham-
burgers, which will blow, deflect or
generally obstruct the player's shot -
no wonder it's called Zany Golf!
Preceding play there is a short
load, which shows a stylised picture,
naming the next course. They all go

To get ypur ball into the hidden hole, that ham-
burger must be raised off the ground. By click-
ing the mouse button repeatedly, the 'burger
rises and falls slowly. Get your timing right, and
you can slip the ball under it!

by strange names, such as Magic
Carpet, Fans and Castle, the title
reflecting the main obstacle of the
course. The game is entirely mouse-
controlled, gauging speed and direc-
tion. Positioning a cross-hair cursor
on the ball, you must click the right
button to prepare to putt. An elastic
line now extends from the cursor and
must be positioned in exactly the
opposite direction in which you wish
to hit the ball. Additionally, the length
of the line dictates the strength of the
shot - ranging from a gentle putt to a
mighty thwack! The number of shots
allowed for each hole is shown above
the play area along with the course's
par, and if this is exceeded the game
is over. Between you and the hole
there are the aforementioned obsta-
cles. Fans can be activated by mov-
ing the mouse rapidly from side to
side, thus blowing the ball in the
required direction; walls rise and fall,
deflecting the ball; and a hamburger
must be made to jump by continually
clicking the left-hand mouse button
until it is high enough for you to get
the ball under! Other courses also
have different features, and can take
the form of a pinball table, complete
with ball-reflecting flippers, and a
maze-like castle. Sometimes, before
a putt begins, a screen will appear
informing you of a bonus. This will
involve successful navigation of a
route or hitting a fairy with your ball,
and you will receive extra shots for
your trouble.

Looking a bit like a screen out of Marble
Madness, the Fan level involves wiggling the
mouse to get the fans to blow the ball into the
direction required.
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Following hot on the heels of
Gremlin's Mini-Golf last month,
Electronic Arts' game has about the
same par rating. The ball movement
isn't quite as good as in the Gremlin
game, but it offers more challenging
greens. The courses look extremely
nice, and a different ditty accompa-
nies each hole, adding to the gener-
al 'jolliness' of the game. The varia-
tion in the courses is also good,
offering sub-games, such as the
Pinball level, and each is well laid
out with no room allowed for mis-
takes. Graphically, Zany Golf wins
the war of Crazy Golf games hands
down, but I feel it may prove a little
too frustrating for some people. Take
a look at both before you decide,

When the ball is on the chequered carpet it can
be guided with mouse.

The line extending from the ball is used to plot
the direction and strength of the shot

GRAPHICS:61%
SOUND: 43%

LASTING APPEAL: 52%
ADDICTIVENESS: 64%

DIFFICULTY: HARD
IST DAY SCORE: N/A




All prices include VAT and Delivery
. Hardware Offers

520 STFM SUPER PACK

Includes 520 STFM with 1MEG drive, over £450 worth of software, joyst |ek mouse,
User Guide and 5 disks of Public Domain Software. Software inclu

E S e 0339 o0

Wihan For Only
Inc VAT & delivery

Eddie Edwards Skl Seconds Out

Ikarl Warrlors Zynaps Orpanser Business Sware
£269.00
£399.00

520 STFM with-1MEG intemal drive fitted
1040 STFM as above with ‘Microsoft Write’' & ‘VIP Professional' .................... £419.00

1040 STFM latest version with inbuilt TV modulator

1040 STFM with 21 games, business software and joystick extras
" e £419.00
£459.00

as with above described ‘520STFM Super Pack'
1040 with ‘Super Pack’ extras as above, with ‘MS-Wirite’ & ‘VIP Pro’ ...

Mega ST2 with mono monitor, ‘MS-Write’ & ‘VIP Pro.’ ..
Mega ST4 with mono monitor, ‘MS-Write' & ‘VIP Pro.’ ..
520 STFM 1MEG internal 3.5" drive upgrade kit inc. full instructions ..
SLMB804 laser printer

SM124/5 mono monitar £119.00
SC1224 colour monitor £279.00
Mega-File 30Mb hard disk £539.00

Mega ST2 special offer package - includes Mega ST2, 2nd 3.5" drive,
mono monitor, SLM804 laser printer, ‘Microsoft Write’, ‘VIP Professional’,
‘Fleet St Publisher and 90 days on site maintenance all for £

Atari DTP pack -

NEC 5.25" Extemnal floppy drive 360/720K intemnal PSU inc. s/ware

Pace Linnet Modem Pack inc.cable & ‘Fastcom’ soft

Philips 15" FST Teletext TV/monitor model 1185, with full rem/ctrl & cable ..

Philips CM8833 colour monitor c/w ST lead . £229.00

Philips CM8852 as above, higher resolution

Cameron Hand Mouse, hi h uali r acement ST MOUSS ..........cccereererrennas

nly £199.00

Colour version also available,

Only £249.00

Prices include 2
black ribbons free

Star NB24-10 24 pin, cut sheet feeder + extra ribbons .................
Star NX-15 budget wide printer
Star NB24-15 wide version of inc. cut sheet feeder .....
Panasonic KXP1081 reliable + sturdy 9pin 10" printer 120/24 cps .
Panasonic KXP1180 super new feature-packed multifont 9pin 11"
Panasonic KXP1124 new good specification multifont 24 pin 11" .......... £31

NEC P2200 budget 24 168/56¢cps £319.00
Epson LX800 popular 10" 180/25 cps £199.00
Epson LQS500 £319.00
Citizen 120D £139.00
Citizen £399.00

Top Quality 2nd Drive for the ST

at a price that makes sense!

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

EVEN
LOWER
PRICE!

£82.95

including VAT
and delivery -

An external

2nd drive for the

Atari ST at an ultra low

price - complete with its own plug-in external power
supply! Based around a top quality Citizen drive
mechanism, this drive gives the full 720K formatted

Quiet in neat slimline design,
matched to the ST, with a long connection ~ Why pay more?
cable for location left or nght of the computer.
UTILITIES

¢ SOFTWARE BACKUP with new turbo nibbler
Version 4 incorporates a very fast and powerful
menu-driven backup utility. Makes use of all available
drives and memory.
¢ 56 SOFTWARE BACKUP PARAMETERS
Parameters now includes 56 individual routines to
backup and de-protect the toughest protection schemes.
¢ FAST BACKUP
Will backup a non-protected disk as quickly as possible
using ‘File Allocation Copy' techniques.
< EXTERNAL DRIVE BOOT
Allows many programs to startup from drive B.
¢ ORGANISER ACCESSORY
New look Version 4, providing extremely useful disk
management commands under one
including FORMAT, RENAME, etc.
¢ EXTRA

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

¢ RAMDISK and SET DATE/TIME accessories.

¢ plus UNDELETE, DISK ANALYSIS, UNFORMAT
DISK SPEED CHECK and much more !

Only £24.95—Fw s oty 5

Cyber Studio (CAD 2.0)......
Cyber Control (animator)
Cyber Paint 2.0 ..

CAD3D10.......
Architectural/Human/Future design ......
Genesis molecular modeller ...............
GFA Basic version 2 (inc. compiler) ..... £31.95
GFA Basic Version 3 £49.00 COLR oo £18.95
GFA Compiler ... £31.95
GFA Draft £69.95
GFA VEOCIOF ......ocoeeeviniincecacncacanes £2495 Book Keeper ....
Accountant ...
Accountant Plus .

First Word Plus £59.95 Financial Controll
GST C Compil

Macro Assembler

1st Mail 1st Word .
Carrier C d . ic R( .
Flight SImulator I1...........ccecereeeeeeueeene £37.45 Fast Basic Disk . £37.95
Gunship. £16.95 Fleet Street Publisher . .
SHONt SBIVICE.....cvreerrcevrresenrereerres £16.95 FTL Modula-2 ....
UM.S. £18.95 Logistix

Mark Williams C.

PC Ditto .
Sugns andgandnsers ................................. £8.95 Pro Sound Designer Mk Il ..................... £58.95

Js Car

Ca]endars & Stationary ....
Art Library 1 (dlip art) ...
Art Library 2 (dip art) ...

H ow to order ffom All prices include VAT and delivery. Express Courier delivery £5.00 extra.

10 Bulk packed DS/DD 3.5" disks
with labels, fully guaranteed ..
25 bulk disks as above .
10 disks as above with plastic case ... £13.95
25 disks as above, with 40 capacity

lockable storage unit ............ccecevruecenencnnne £34.95
Kodak DS/DD 3.5" disks, top quality

storage _. Box of 10

Phone us with your
ACCESS or VISA
card details on :

@ 0386-765500

= Send cheque, Postal Order Evesham Micros Ltd
or ACCESSIVISA card details 63 BRIDGE STREET
EVESHAM

Gowt., educ. & PLC orders welcome WORCS WR11 4SF

Same day despatch whenever possible ©® 0386-765500
All goods subject to availability, E.&O.E. fax 0386-765354
Open to callers 6 days, 930-530 telex wew..

at: 1762 Pershore Rd., Cotteridge, Birmingham B30 3BH Tel: 021 458 4564



ATARI ST RRP OUR ATARI ST RRP OUR
PRICE
PRICE TRIAD ONLY £19.99 ot pass a0
2000 Loagues Under P e DEFENDER OF CROWN + BARBARIAN dbai 95 %
American Givi War 1295, 8.9 (PSYGNOSIS) + STARGLIDER xS
a .99
it ;
Bat......... 5 STAR GAMES ONLY £16.95 §
Black Orchid ENDURO RACER + WIZBALL + BARBARIAN  Ultmav %9
Blasteroids (PALACE) + CRAZY CARS + RAMPAGE
EPYX EPIC ONLY £18.99 — _ 1a0
Borodino . 24.95 14.99 CHAMPIONSHIP WRESTLING + SUPER Wanted .o 95129
o : e s CYCLE + WORLD GAMES WEC Lo Mane . B 1299
Chaos Stikes Back, Dungeon Master Add on .......... 1495 s 9.99 Western European Scenery Disk ....... . 19:99 .............. |2:99
Shcketas 1595 2% ARCADE FORCE FOUR ONLY £17.99 OFFERS
Golossus Choss X 249 1% ROAD RUNNER + GAUNTLET + METRO -
Daley's Olympic Challenge....... 1999 10.00 CROSS + INDIANA JONES Annals of Rome 2499 e
BARGAIN BUYS ONLY £7.99
BORROWED TIME + TASS TIMES +
e N 1998 et HACKER Il Borrowed Time ...........c.. 2499 3m
Dungeon Master 2499 14.99 Brian Clough'sFoobal Fortunes. 24.99 5.99
Elite. 2495 15.99 Circus
Emmanuelle 19.99 9.99 HIT DISKS 1 ONLY £16.99 Dizzy Wizard.
ETPLS i 1988 28 GOLDRUNNER + SLAYGON + JUPITER  Emiehu sas
Federation of Free Traders 29.99 2.9 PROBE + KARATE KID 2 A e Eagle.....
SILICON DREAMS ONLY £9.99
Final Command.. e 19.99 L 12,99 SNOWBALL + RETURN TO EDEN + " .
Fish... L ST WORM IN PARADISE Moon Mist
Flight Simulator Il ... 3999... . ..2495 Not a Penny More Not a Penny Less.... .
Flight . n 39.95 2495 Planettall ...
Gatncte Congoeror, 1995, 50 ACTION ST ONLY £14.99 P
Ghost n Gobiin DEFLECKTOR + NORTH STAR + TRAIL Ramboll .
Gorilla Wars BLAZER + 3D GALAX + Spitre 40
MASTERS OF THE UNIVERSE
COMPUTER HITS ONLY £14.99 oV
Soanotarar DEEPSPACE + BRATACCAS + HACKER Il +  soly 88Y oo

LED Storm.... . ....... LITTLE COMPUTER PEOPLE Summer Olympiad..... .
LastDuel.. ... Superman..
Looking for Love... Suspect... .
x:';:;gs COMPUTER HITS TWO ONLY £9.99 ?mﬂp’ -
Operaton Neop TETRIS + TRACKER + JOE BLADE + Tass Times
Pacmania..........cceeeieeenieninieeseeeeaens TAU CET| Trinity ...
LEADERBOARD BIRDIE ONLY £14.99
Poals of Radiance . . LEADERBOARD + LEADERBOARD TOUR Ulbma ...
Presi.dent is Missing... Victory Road ..
ATypo JEWELS OF DARKNESS ONLY £9.99 Wanderer 9% A0
Reaim of COLOSSAL ADVENTURE + ADVENTURE Whero Time Stood SHl... . .. 19.99 999
Rocket Ranger. Winter Olympiad... 4!
STOS... QUEST + DUNGEON ADVENTURE Winter Olympi
Scenery Disk 7 or 11 Zynaps

Scenery disk Japan ..

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

Type of computer

Title: Amount

Total Enclosed £

Please make cheques or postal orders payable to BARGAIN SOFTWARE
Price includes P&P within the Uk. Europe please add £1.00 per disc

L Elsewhere please add £1.50 extra per disc. _J




At the end of each sector you are confronted by a large guardian. Here, it is a three-headed mechan-

ical dragon. Two heads appear at once, bombarding you with flak, and must be blown off, one by

one.

s e mm mm ([.S. GOLD (£14.95) = wm w=m

"Releasing another Capcom conversion,
d.S. Gold slap you around the face with their
corporate glove. Dare you accept the Last Duel?"

The twin planets, Bacula and Mu, had
lived in harmony for thousands of years,
their peace only tainted by the devious
machinations of Bacula's Galden tribe.
This warmongering group had been trying
to provoke a battle for years, and by the
year 2012 they succeeded. Gathering all
of their resources together, they built

GRAPHICS: 46%
SOUND: 33%

LASTING APPEAL: 37%
ADDICTIVENESS: 56%

DIFFICULTY: AVERAGE
IST DAY SCORE: 39975

huge warships and gradually wiped the
Baculans out. Re-equipping their own
armies with the Baculans' technology,
they built an armada of space ships and
their attention turned to Bacula's sister
planet, Mu. The planet could offer no
resistance to the Galden's attack forces,
and could only watch as their Queen, the
beautiful Fheeta, was dragged into their
ship and taken away. They traced the
ships' progress to the other side of the
planet, and prepared a rescue force using
the fastest vehicles they could find.
Piloting one of these vehicles, it is up
to you - and a friend if you so wish - to
travel through Mu's six levels, destroying
all that stands in your way, until you reach
Fheeta. Each level is vertically-scrolling,
and your three-wheeled vehicle can move
in four directions, the screen scrolling to
centralise it. The action swaps with each
alternate level from a car to a space ship
but, apart from the graphics, the action
remains the same. The causeways you
travel are pitted with giant holes and
guarded by the remnants of Mu's security
droids - except now they are under the
Galden's control. Your ship is armed with
the latest in pulse lasers and can shoot
any obstructions, and, in addition, by
pushing the joystick forward and pressing
fire, you can leap over the yawning gaps.
Also lying in the road, along with the debri

--- STA 55 STA ---

As arcade games go, the Last Duel
didn't. Even so, | would have expect-
ed a better conversion than this. The
actual game-style isn't too bad - it's
Jjust the silly little mistakes that
should have been ironed out that
ruin it. Things appear that | imag-
ined | would never see again, such
as, getting stuck in the landscape
until | had lost all of my lives. The
controls aren't particularly good
either, and jumping across the yawn-
ing holes in the road was achieved
using more luck than skill. Combine
these daft mistakes with factors such
as the annoying wait between
games as a droning tune plays and
the jerky horizontal scrolling, and
you have a very substandard game.

SM

If you hanker for the simple things in
life, and your requirement for a game
is no more than a mindless and
untaxing brawl with some very dis-
pensable aliens, then look no further
than The Last Duel. This step-by-step
shoot'em-up has obviously been
designed to be playable, with its swift
and responsive controls, limitless fire-
power and an enemy that seems
quite content to be blasted again and
again. As a shoot'em-up, The Last
Duel meets the very basic require-
ments - the vertical scrolling is
smooth and relentless etc. but don't
expect anything new or surprising

from it.
JS

of the shot weapons systems, are little
pod-like crystals. Shooting these reveals
a collectable icon, and passing over this
enhances your weaponry, allowing you to
collect up to three times more shot power
and sideways-firing guns.

At the end of a stage you will reach
the one last barrier between you and the
next area. Consisting of a giant guardian
of some sort, this alien requires hundreds
of shots to be pumped into him before he
finally expires. A different nasty occupies
the end of each stage, and they vary from
skeletal dinosaurs to the ultimate fiend - a
giant mechanical crab. Once one of these
creatures is dead, the words 'Nice Fight'
appear, and you scroll up to the next level.

The action takes place both in space and on the
ground, swapping alternately with each level.



"We became blase to progress in space
exploration, but the tragic Shuttle crash served
to remind us of our mortality, fallibility

ms mm mm @ MIRRORSOFT (£19.95) wn wem wn wum

and insignificance."

Spectrum Holobyte were developing
Orbiter at the same time as the fated
Shuttle space program, in an attempt to
simulate Shuttle flight and the sort of
satellite maintenance tasks that this re-
usable space craft would perform. They
claim that Orbiter is based on the actual
commands and procedures used by
NASA and that the instrementation panel
and display are a close approximation.

compressed and pre-launch begins at
T50:00, and audible speech synthesis
relays the messages and directions from
NASA Mission Control. NASA checks to
see if communication channels are open
and you must pull down a communication
menu and reply, 'Roger'. You are then
advised to make system and cockpit
checks by entering an alpha numeric
combination on a control panel. Mission

The program is sup-
posed to simulate
the experience of
launching, landing
and engaging in the
missions, and you
must overcome the
complications,
mechanical failures
and errors of judge-
ment which will
arise. The first view
inside the shuttle
shows the Forward
Main Station and
clicking the mouse
reduces this full
screen to a quadrant.
An inset screen

I think that the problem with

Orbiter is that it is too close to the
real thing for its own good.
Everything is done at a snail's
pace, with no sense of urgency, and
there are no brilliant planet scapes
or alien worlds to brighten up the
dull display. Having to pilot the
thing in what seems to be real-time
is a bind, and you don't get a
chance to look out at the galaxy
until you have been up there for
about twenty minutes. Like its dis-
play panels, Orbiter is dull. And,
although it indeed may be the next
best thing to going into space, the
real thing must be at least a hun-
dred times more exhilirating than

control confirms
that the system is
okay and directs
you to initiate APU,
(Auxiliary Power
Unit), pre-launch
procedure.
Following control's
commands until
just before final
countdown, you are
prompted to close
the External Vents
and set the APU
and Main Engine
Auto Shutdown
buttons on. You
now have the
choice of initiating

enables you to
change the configu-
ration of the program
which includes expe-
rience of the launch,
orbit and landing phases and you can opt
to receive fewer prompts from mission
control. Next is mission selection begin-
ning with a walk-through training mission
called Operation Hubble.

Operation Hubble deals with putting
telescope into orbit. The event time is

this.

auto-pilot or
attempting a man-
ual launch.
Mission
Control confirms
that all systems are go, counts down the
last seconds and the Shuttle is launched.
Control will continue to talk through the
launch stages and you can monitor the G-
Force change and acceleration on the
landing panel. The Left control panel
diplays the automatic roll manoeuvre and

SM
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Orbiter is a space flight simulation
designed with purists in mind. It is
a closed-face program which con-
centrates more on thoroughness
and accuracy than graphical pre-
sentation. Of course, | cannot com-
| ment on its accuracy, but I can on
" its attention to detail which is sec-
ond to none. The speech synthesis
from Mission Control is audible and
the dialogue is very technical and
detailed which indicates that a
1 great deal of study went into the
development of the program. But
although I acknowledge the thor-
oughness of the simulation, I found
it rather bland and uninteresting
and there is just not enough tangi-
bility to the game-play for my lik-

ing. 7S

launch trajectory and Control then
acknowledges that the SRB (Solid
Rocket Boosters) separation is complete.
Selecting Map from the views menu
shows the Earth and a black dot repre-
senting the shuttle. Finally, at T+10,
clicking on the shuttle windows reveals
views outside the shuttle. At T+53 you
must select Aft view from the menu and
view the cargo bay which holds the
Hubble telescope. Now you select 'Orbit'
from the menu and enter the correct
angle from equator 28, and orbit height
300 km. With the correct angle and alti-
tude, you are ready to launch Hubble.
Mission Control issues instructions on
speed and altitude which must be fol-
lowed. After checking that the telescope
is operational, the launch is achieved with
the Remote Manipulator System.
Selecting 'Arm' from the display, and
then pressing the 'Power On', 'Unlock’
and 'Hand Open' options, will cause the
'Arm Grabber' menu to appear on screen.
You can then select 'Tele-scope' and the
arm automatically grabs Hubble and
takes it clear of the Shuttle. Clicking on
the shuttle windows you may see Hubble
leaving the cargo bay and drifting away
from the Shuttle. With the mission
accomplished, you can follow NASA's
instructions to return and land.

GRAPHICS:33%
SOUND: 50%

LASTING APPEAL:59%
ADDICTIVENESS: 37 %

DIFFICULTY: AVE/HARD
1ST DAY SCORE: N/A






"To enhance the origi-
nal Space Harrier, Elite
have released this
pseudo-sequel, offering
extra levels for less
money. Are you up to a
bout of bare-back
dragon riding?"

Resuming your role as the hardened lead-
er of the legendary Space Harrier corp.,
you have once again been drafted in to
clear the galaxy of Dragonworld from the
aliens that are controlling it. Armed only
with a rapid-fire pulse laser and a pair of
jet boots, it is up to you to travel through
the sectors of the planet, shooting any of
the deformed creatures that appear on the
horizon.

A crackly, digitised 'get ready' pre-
cedes play, and the onslaught begins. Our
red-jerseyed hero is controlled by either
the joystick or the mouse, and can move
in the customary eight directions and fire.
The chequered landscape of the planet
scrolls smoothly towards you and, with it,
brings the first barrage of aliens. The
obstacles are both air and ground-based,
with the planet's fauna and rocks proving
as deadly as the aliens. Our hero is initial-
ly given four lives, but contact with any of
the scenery, the aliens or enemy fire
reduces them one by one, causing your
man to buck backwards and release a
digitised scream. However, on losing all
four lives, there are three 'credits' which
allow you to restart from where you died -
complete with a replenished set of lives.
As mentioned, though, a member of the
Space Harriers is never unarmed, and
your carried gun is more than a match for
the seemingly endless waves of monsters.
Your weapon isn't totally reliable though,
as later sectors feature jutting pylons that
deflect your fire but, for the most part,
anything it hits is reduced to a ball of
flame.

Once you have blasted a large enough
trail of devastation through a sector, it is
time to face the enormous end-of-level
demon. These are as varied as the actual
'in game' creatures, and require numerous

GRAPHICS:70%
SOUND: 60%

LASTING APPEAL:58%
ADDICTIVENESS: 70%

DIFFICULTY: AVE/HARD
1ST DAY SCORE: 4005645
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mines its longevity.

Space Harrier Il is every bit as fre-
netic as the first, and incorporates
the same colourful graphics and
racey sound. The trouble is that it
is too similar to the first.
Admittedly the idea was meant to
enhance the original by adding
extra levels - it's just that I would
have preferred more original mon-
sters and more variation to the lev-
els, perhaps not sticking to the
wave-after-wave then end-of-level
guardian format would have
helped. Basically, Space Harrier I
succeeds in its attempt to add fur-
ther interest to the original but,
unfortunately, I think its asking

price is much too high. S

hits before they will die. They come in two

forms - the snake-like beasts and the

cluster aliens. The former weave in and

out of the screen releasing fire like a
medieval dragon and can only be

destroyed by being continually shot in the

head. Doing so causes them to change
colour, indicating they are weakening,

before they eventually explode, each seg-

ment igniting as it whizzes past you.

Secondly, the cluster aliens tend to reduce

--- STA 58 STA ---

Space Harrier is still one of my arcade favourites, but it is a game which relies a
great deal on the hydraulics which shake and shudder as you leap across the
terrain. | was impressed with the original conversion of the game, but doubted
that a sequel could be made out of a relatively limited theme. In my opinion, |
was right. The controls are still as responsive and, again the graphical presenta-
tion is accurate; with even larger sprites on the screen, but it is too similar to
the original. This is a spectacular game but its lack of variety seriously under-

JS

your lives more rapidly, as they offer very
little room in which to manoeuvre. A group
of four or five aliens circle the screen, fir-
ing laser bolts almost continually and you
must sneak through their defences and
shoot them when vulnerable. Only when
each of the group has been destroyed can
you progress to the next, individually-load-
ed level.
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Tracksuit Manager is the latest
addition to the surprisingly
successful theme of football
management simulation. You
have the choice of managing
any European team, or you can
opt to manage the built-in
England squad. It is July and
your first task is to prepare the
squad for the forthcoming

GRAPHICS: 47 %
SOUND: 50%

LASTING APPEAL: 56%
ADDICTIVENESS: 45%

DIFFICULTY: AVERAGE
1ST DAY SCORE:N/A

Nations Cup finals in two
years time. The first qualifying
match is in October and first
you must pick a team from the
players in the national league.
The game runs on a four year
term which includes two years
for the national cup and two
for the World Cup, and all the
other countries in the tourna-
ments are computer-managed.
A team selection screen
shows a list of English players,
and using the joystick you can
scan through the list, scruti-
nize their current individual
form and make your decision.
A knowledge of football is nec-
essary to place the players in
their most favourable posi-
tions. For example, Shilton in
goal, Hoddle mid-field and
Butcher in defence. You must
choose a minimum of thirty
players to last for the tourna-
ments and you can access a
scout report at any time during

15
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Cascade are certainly living up
to their name with Disk 15.
This compilation offers the
seemingly unbeatable offer of
fifteen games for £19.95. The
fifteen in the collection range
from simplistic interpretations
of board and card games like
draughts, solitaire and
Mastermind, to simple and
hackneyed-looking arcade
games. Each game is alpha-
betized from A to O.

The first thing you notice

GRAPHICS: 16%
SOUND:25%

LASTING APPEAL:12%
ADDICTIVENESS:21%

DIFFICULTY:AVERAGE
1ST DAY SCORE:N/A

about 3D Noughts and
Crosses, is that it is not in 3D.
You simply click on a square
with the mouse to place a
nought or cross and the com-
puter makes its challenge.
Second on the list is Sliding
Blocks in which you must slide
twelve squares into numeric
order. Following on, Draughts
has an alpha-numeric gridded
board and you have to enter
the coordinates of the draught
you want to move and then the
square that you want to move
it to. An amusing Hangman
game comes next, in which
you must guess a word set by
the computer and each wrong
letter moves the stickman
closer to his death.

Based on Space Invaders,
Astro Dodge replaces the
aliens with a cascade of boul-
ders. You must avoid the rocks
and blast them for points.
Then after a bout of vacuous-
ness, you might feel inspired
to draw a picture, and so
Cascade have kindly provided
ST Doodle. This very simple
package allows you to scrawl
lines of various thickness

the game.

The next stage of the
game is to analyze the qualify-
ing matches running up to
your first game and scrutinize
the performance of individual
teams and players in prepara-
tion for the match. The match-
es and results running up to
your fixture are described with
brief details of the game, and
you never actually see any
game action on the pitch.
However, when England plays,
you must read a running com-
mentary and form your tactics,
decisions and substitutions on
the commentator's description
of play.

| am amazed at the popu-

larity of football management
simulations, mainly because of
their intangibility. Like all the
examples already available for
the ST, Tracksuit Manager con-
centrates entirely on the deci-
sion-making behind the game.
I acknowledge the thorough-
ness of Tracksuit Manager and
its comprehensive structure,
which makes it more straight-
forward than other titles | have
played. If the statistics and
logistics of football manage-
ment interest you, then
Tracksuit Manager is as good
as any.
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using the mouse and then
erase them. Next, Sub Hunter
may sound a bit more engag-
ing, but it isn't. A little boat
moves along the surface of the
water and beneath the waves
are dozens of enemy subs.
Pressing the spacebar drops a
depthcharge and the subs
retaliate with torpedoes.
Likewise, Rally Driver could be
misconstrued as a more
absorbing game. The screen
shows a maze with two little
racing cars moving round and
round. You control one of the
cars and collect lots of yellow
dots, and a computer controls
the pace car. My favourite is
Heli Bomber in which a heli-
copter constantly flies over
skyscrapers and each fly-pass

--- STA 59 STA ---

is lower than the last. You
must avoid a collision with the
buildings by dropping bombs
on them. The list of insipid
titles continues, with
Diamante Sid. Balloon Crazy,
Othello and 49'er, which all
follow similar lines to the
games | have briefly described.

When you consider that all
fifteen games fit very comfort-
ably on one disk with room to
spare, you can imagine the
sort of programs that feature
in this compilation. This is
more an unwelcome trip down
memory lane than an unbeat-
able offer for sixteen-bit users.



THE
ATARL 5T
PECIALIST

TERNAL DISKDRIVES
3.5” DISKDRIVE ATARI ST

DSDD SLIMLINE 79 95
5.25" DISKDRIVE ATARI ST

— Top quality slimline drives

: :;;'OZH'S\:;ZC;;/BO tracks (IBM) 8 9 . 9 5
FLOPPY SWITCH BOX -

—-Connects up to 3 drives 4 9 9 5
—No need to reset your computer ]

FREEZE FRAME ST

—The ultimate backup cartridge.

—Easy to use, menu driven.

—Enables backup of commercial soltware.

—Just press a button & save to disk. 3 9 - 9 5
—Picture grabber. save as degas picture.

MONITOR SWITCHBOX

=T he ultimate monitor switchbox.

—Just press a button to switch monitors

—=T'he only one that does not reset : 2 9 9 5
when you switch. .

CLUB 68000 LTD

SUITE 1

WICKHAM HOUSE

2 UPPER TEDDINGTON RD.
KINGSTON, SURREY KT14DP
ENGLAND TEL. 01-977-9596

SOUND DIGITIZER

—Digitize sound or music, up to 4 minutes.
—Icon driven, MONO / COLOUR support.
—Compatible with leading packages

—Cut & paste, block facilities

—Echo, hall & flip (backwards) effects

—Full docurmentation : ;9 9 5
(]

CAMERON HANDYSCANNER

Version 4.0 2 9 9 e

FASTLOAD ROM

—Speeds up disk access time incredibly

—Fits inside your ST

-Works with 520/1040 (state model) 1 9 9 5

—Works with internal/external drives n
CLOCK CARTRIDGE

-Fitted in seconds

—Battery backed up clock
—Retains time & date
[ ]

—internal & External models

HARRDSK..  THE LARGEST

HARDDISK 4C MEGABYTE  47Q —-
HARDDISK 60 MEGABYTE 599.--

-Suplied ready to run —Compatible with ram
. expansions.
—built in power supply s
=You can place your monitor

cables and software  on op of the hardolisk unit. _

ST CL
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DO YOU OWN AN ATARI ST COMPUTER?

For everyone who owns one of these computers, Club 68000 offers members software, hardware and accessories
at huge savings off recommended retail prices! Each item has been carefully chosen to offer the best value and quality.

HERE’S WHAT YOU GET: When you join you will receive a free disk with a games compendium.
A free catalogue (New every 3 months) on the top commercial products with huge
discounts (top games, top business programs, hardware and accessories).

HERE’S WHAT YOU DO

Fill out the coupon below and return itto Club 68000 Ltd. Your only commitment s to pay £10.00 for one year’s membership
of Club 68000, Suite 1, Wickham House, 2 Upper Teddington Road, Hampton Wick, Kingston on Thames, Surrey KT1 4DP.

Title

1st Word Plus..........ccocveeinieennnen.
Animator...

C Editor..

CampuE Draft ..

RRP Member

RRP Member

Easy Calc/Graph
FTLModula2.....
Fleet Street Pub .
F S Laser Driver...
FS Postscnpl Driver
Flashback...

K Spread Il ..
K Switch li

F
Home Pubhsher
Hisoft Basic........

Hisoft Devpac.....

Home Accountant .

Juggler i ....ccoooiiiiiiiiiii0..39.95......27.95  Power Basic........cccceeeiiieriienenns
Title Title

ARBIDUINGI ... Game Over Il ...........ccocevieiccniiicnnnns
Batman Garfield

Bombuzal Gauntlet Il

California Games..........c.coceeveueeueueenenc Heroes of the Lance

Captain Fizz Hostages.

Barbarian |l Hotball

Captain Blood.... International Soccer

Carrier Command . Impossible Mission li

Colossus Chess 10... ....24.95.. . Jot

Crazy Cars Il...... Joan of Arc

Kristal
LED Storm
Lombard RAC Rally ............ccccoeueunnneee

Double Dragon
Dungeon Mast
Down st the Trolls

Dragon Ninja Mini Golf

Elite.....cociiiiiiicciiccceen. 249501695 Menace..............

Flight Sim Il ....39.95.. . Operation Wolf...

F Sim Il Scenery Disk... ....19.95.. .95  Outrun.....

Falcon F16 Operation Neptune
Purple sturn day

Final Assault....... Paladdin

Football Director Il
Fusion .........ccceeeene
Fed of Free Traders ..
F16 Combat Fighter..
Five Star ( 5 games )
Gunship
Great Gianna Sisters..............c.cceeee...

Pacmania
Poole of Radiance
Powerdrome ..
Puffys Saga ...
Psion Chess.

Rambo IlI

Mail to CLUB 68000, Suite 1, Wickham House, 2 Upper Teddington Road, Hampton Wick, Kingston upon Thames, Surrey KT1 4DP

Please send me £
£
£

Type of

Software: Free Post & Packaging within the UK. Europe £1.00. Overseas £3.00. Hardware: Courier service £6.00

O Cheque enclosed O Visa/Access/Mastercard O Postal Order O CreditCard

Name Signature
Address Telephone No.
Post Code

Title RRP Member

Protext Filer..........ccocveiveiivennenne 29.95........ 20.95
Protext Office .....
Quantum Paint Pro

Skyplot .......ccviiinns ...69.95.... 95
Superbase Personal Il . ...99.95........ 69.95
Superbase Professional............. 249.00......174.95
Sprite Construction Set................ 2495........ 17.95
Tempus ... ..2995.....21.95

Twist ..
Tune U

Turbo =~
Ten

Ten Disk
Ten Disk
Word Perfect 4.2

10 Disks

Title

Robocop
Shoot Em Up Cons Set..........cccoeeneee
Skrull
Star Glider Il...........cooveveriniiiinicns
SDI
Speedball
Spitting IMage.........cceeeeveeverenenieeene
STAC

RRP Member

STOS
Stormtrooper
Test Drive.......
Times of Lore.
Tiger Road
Thunderblade
Triad (3 gamMeS) ....coeveueeveereeireeeenes
Technocop
UMS
UMS Scenery Disk 1
UMS Scenery Disk 2
Ultima V
Verminator
Volleyball Simulator ......
Who Framed Roger Rabbit..

£
£

Total £
Plus Membership only £10.00

Total
enclosed ~ o

Expiry Date
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ACASE FORTH
NVERT D

Operation Wolf
Converted by:
Ocean

"Operation Wolf" was fea-
tured in Case for Conversion
way back in issue five and
the ST version reviewed in
issue ten of ST Action. We
reckoned that Operation
Wolf was a pretty hot game,
and waited for the conver-
sion with some anticipation.

There have been no
major changes in gameplay,
with the same idea of blast-
ing everything in sight
(except the nurses) being
followed. However, instead
of the mock sub-machine
gun found on the arcade

version, you now use an on-
screen sight, controlled by
the mouse, to shoot and
bomb the enemy. Extra
ammo and grenades can be
found and collected by
shooting the appropriate

item.

Even though we did

sion, we were still surprised
at just how well the ST ver-
sion turned out. In many
parts of the game, it's hard
to distinguish the graphic
differences between the two
versions. Fast and effective
controls are complemented
by the detailed sprites and
smooth scrolling, with the
atmosphere even making

you break into a sweat when
the action gets a little too
tough. Some of the speech
from the original, as well as
most of the inter mission
screens have been included
too, giving a polished finish
to a first class

conversion.
It's very
difficult to fault
Operation Wolf
- the swapping
of three disks
can be a bit of
a pain, but it
does allow all
the features
from the origi-
nal arcade
game to be

included. As there are so
few differences between the
ST and arcade version,
Operation Wolf fans (and
anyone else for that matter)
will go crazy over it!

1943
Converted by: Go!

Another victim of issue
five's Case for Conversion
was 1943, Capcom's high-

flying, low-scoring arcade
'hit'. We didn't think there
was any point in converting
such a boring game - Go!
did. We were right.

The basic idea behind
1943 is to shoot your way
through wave after wave of
World War 2-style planes,
fending off the aircraft until
you reach the end target.
It's then a matter of dodging
a screenful of bullets whilst
shooting at the end-of-level
target (usually a large bat-
tleship). Hardly inspiring!

However, Go! were obvi-
ously impressed, and set
themselves the task of con-
verting 1943 to the best of
their abilities. They did pret-
ty well too, with both similar
graphics and gameplay, but
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This month Dennis Hemmings
and Mark Smith compare ST
arcade conversions with the
original arcade licenses. Just
how did our favourite games

live up their expectations?

the game itself still stinks.
Graphically, there is very lit-
tle difference, except some
detail on the sprites and the
awful representation of what
is supposed to be the sea
(looks more like a load of
squiggly lines to me). The
gameplay is much the same
as the original, for, despite
the nice scrolling and air-
craft variation, it's all too
predictable and dull.

1943 might have been
the turning point for the
allies in the war, but it does
nothing for arcade or com-
puter entertainment.

Double Dragon
Converted by:
Melbourne House

To tell the truth, | had never
seen the 'Double Dragon'
machine in the arcades
before the ST version
dropped through my letter
box, courtesy of Melbourne
House. | had seen the
Nintendo version and was
very impressed, so | had a
fair idea of what | wanted to
see. It actually turned out



quite well, but has lost a lit-
tle in translation.

Double Dragon is a
karate game of sorts with a
number of hoodlums to beat
using a variety of attack
methods. The enemies
come in all shapes and
sizes, occasionally bran-
dishing baseball bats or
whips, but most relying on
their martial arts skills. Two

players can play simultane-
ously, lessening the odds a
bit, but not making the
game too easy either.
Double Dragon proved
quite a hit at the time of
release, and spurred quite a
few clones, including
Vigilante which we have
reviewed in a past Case for
Conversion.

Melbourne House have
done a commendable job in
converting the game to the
ST, managing to include
most of the features of the
original. The graphics are a
little different, some sprites

to the point of looking odd.
The scrolling, although not
really too important, is fine,
and the backgrounds effec-
tive.

The arcade game has
three buttons along with a
joystick to control Billy Lee

(the 'star' of the game), yet
Double Dragon on the ST
just requires a normal joy-
stick. Pressing fire with a
direction will perform an
action, but it did prove awk-
ward at times because of
Billy's abilities to move to
any part of the screen. A lit-
tle more time making the
controls a bit more effective
would have given us some-
thing really special instead
of something adequate.
Something worth men-
tioning about the Nintendo
version is that it isn't exactly
the same as the arcade or
ST versions- various parts
have been altered to suit the
NES better, allowing for a
more enjoyable and
playable game. Maybe our
software houses could learn
something from this.

Thunderblade
by d.S. Gold.

Well, we prayed, we really
did. We prayed for a really
decent version of

Thunderblade, one that lost
none of the appeal of the
arcade original.
Unbelievably, our prayers
were answered, thanks to
d.S. Gold.

Thunderblade (which,
incidentally, also appeared
in issue five's Case for
Conversion!) is a superb
shoot'em-up involving two
different perspectives (from
above and behind), super-
fast gameplay and out-
standing graphics (well,
that's the arcade cred any-
way!). The idea is basically
that of progress - another
'save the world' if you like -
blasting as many hostile
vehicles as you can before
you meet your own demise.

d.S. Gold have done
wonders in converting
Thunderblade, using just
two disks to bring you all
the atmosphere from the
arcade machine into your
bedroom (or wherever you
use for such purposes).
Almost everything has been
crammed into the conver-
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sion, and, although part of
the screen is lost to a pretty
border, much of the exhila-
rating gameplay is still pre-
sent.

The graphics on the ST
Thunderblade are as good
as one could hope for. They
obviously don't rival the
original for speed and detail,
but they perform superbly.
It's still difficult to dodge
those bleedifh' skyscrapers!

As we thought in our
arcade review, the
hydraulics are more of a
novelty than a necessity,
and their absence in no way
effects the game. The con-
trols help reproduce the
excitement caused by
Thunderblade in the arcades

and add the finishing touch
to what was already an
excellent product.

Thanks to Leisure World,
Torquay, Devon for the
use of the arcade
machines.



In the way of a change, we thought that, instead of having a competition
where only about a handful of you can win, we would run one where everyone
had a chance to get something. So, then we thought: "Why not run a tombo-

la, where practically anyone who enters and gets the answers right wins a

prize!" So, lo and behold, here it is... the ST Action birthday tombola - our
way of saying thanks a lot to you, our loyal readership! Many thanks also go
to the generous software houses without whom this competition wouldn't
have been, and let's take a look at the prizes...
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Airborne Ranger is a move away from the
simulation side of MicroProse releases but
isstill a step above the normal Rambo/
Commando style of shoot- em-up. An
effective combination which should attract
those looking for a thought- provoking

ame’
g —TGM

Not content with the purely lifelike, militaristic
simulations that MicroProse have brought out in
recent times, Major Bill Stealey decided to take a
step out of the line and introduce some of the
Strategy and quick reaction thinking that
MicroProse simulations are renowned for and
pump them into an ‘action strategy’ game. The
result? Airborne Ranger, an addictive game
combining the best of MicroProse strategy with
fast arcade action where you control one of the
troops belonging to that crack American combat
unit who have earned the privilege to wear the
exclusive black beret.

As the best of the best, you are chosen to single-
handedly accomplish twelve missions, setin the
three difficult parts of the world.

Amongst the frozenwastes of the Artic, you must
beware the pitfalls of walking on thin ice. In the
more temperate climate of Central Europe, you
are faced with the prospect of coming up against
the best frontline troops that the massed
Communist hordes can produce. Alternatively,
you could end up somewhere in the Persian Gulf
taking out a fuel dump where, if the enemy
doesn't get you, the heat and fatigue almost
certainly will.

On each mission, you can choose from an
impressive array of weaponry and supplies that
will form the contents of three supply canisters
that will be your lifeline on your mission.
Grenades, magazines for your carbine, LAW
missiles, knifes, time charges and first aid packs
can all be selected to best suit your needs for the
coming mission.

ADVERTISEMENT

Once packed you are flown to your destination in
an Osprey aircraft. Having parachuted safely
down to terra firma, the action really starts to hot
up as you run, walk or crawl your way towards
your objective, picking up the dropped supplies
as you go. The difficulty can be altered be: ore
each mission, thus affecting your chances of
survival. However, those with experience can go
for higher risk and the greater glory that ensures
on return from a successful mission.

Although providing popular with simulation die-
hards, seasoned arcade players will also enjoy
getting to grips with Airborne Ranger. The game
can be played as a fast-moving, hit-and-run
action game, but players will soon find that it will
require some thought and pre-mission planning
if one is to succeed in achieving each objective.
This is where MicroProse’s reputation for
excellence in strategy and simulation games
comes in. Often it is a matter of getting to your
objective in as quiet a manner as possible,
thereby ensuring that the enemy remains
unaware of your presence.

GRAPHICS
SOUND

STRATEGY 9
PLAYABILITY 9

The action is real — the suspense triggers the
adrenalin rush that starts your senses working
overtime. Airborne Ranger is an addictive
strategy game in an effort to complete the next
mission and get back in one piece.

‘Basically, Airborne Ranger is a straight
forward commando-style game. It is the
added extras, however, that make it
something special.

Airborne Ranger will appeal to those who
enjoy games that require a modicum of
quick reflexes.’

MicroProse Software , 2, Market Place, Tetbury. Glos GL8 8DA. Tel: 0666 54326 Fax: 0666 54331 Telex: 43422 MPS UKG



First of all, we have five groovy sweat-
shirts and five likewise groovy T-shirts
from Electronic Arts to make you look
dead cool this summer. Also from EA,
we have five EA-embossed mugs so that
your tea will never look better; fifty stick-
ers to adorn the fronts of your bedroom
doors; ten posters to cover that embar-
rassing crack in the wall; and five copies
of their futuristic racing game,
Powerdrome.

Right, what's next? Oh yes, from
those awfully nice chappies at Domark,
we have two pairs of royal slippers to
celebrate the release of their Spitting
Image game, along with two Empire
Strikes Back videos for you to watch in
the safety of your own home.

Next, we have a massive prize from
Logotron. How would you like to own
one of their games? You would! Well,
they've put ten of each title up for grabs,
so you could be zapping aliens in style
with Starray, solving puzzles in
Quadralien, undulating in Stargoose, or
taking someone's Queen in Sargon Il
chess!

Oh blimey, O'Reilly! Those mateys at
Microdeal have been exceptionally gen-
erous! In fact, they are offering one of
practically everything in their range,
from useful four-way joystick adaptors
and joystick extenders, to monitor sock-
ets. So what I'll do is bundle a few
together and let you win a set of various
leads. Also from Microdeal, we have
three very tasty disk holders that are
worth a few bob, disk-head cleaners, and
ten very handy disk wallets that are
standard issue in our office!

Hewson next, and they are offering
you the chance to win one of ten tower-
toppling copies of Nebulus; one of ten
copies of their 83%-rated shoot'em-up,
Cybernoid; and one of ten copies of their
zoom'n'doom Eliminator! Not content
with this neat selection, they have also
sent in squillions of posters.

From those chummy brummies at
U.S. Gold we've got ten copies of their
STA1-rated Thunderblade, so that all
you lot out there can earn your wings;
ten massive big'n'baggy T-shirts of the
said title; five copies of their 'World's
Greatest Epyx' compilation; five Bionic
Commando AND five 1943s - not to
mention lots and lots of Thunderblade
posters and badges that will wow your
friends and relatives!

If you want to get ahead - get a hat!
And that's one of the prizes Ocean are
offering. The Mancurian wonders are
offering five bullet-riddled Operation
Wolf hats and five normal Ocean hats -
and don't worry if your head's massive,
'cos they are all adjustable! Ever caring,
they have also bunged in five T-shirts:
two featuring the Lucozade-guzzling
wonder, Daley Thompson, the other
three ol' Sly himself as Rambo the third!
Also, to boost any flagging software col-
lections out there, you can win one of
five copies of Daley's Olympic
Challenge, Operation Wolf, the FiveStar
compilation and Victory Road.

Ooo0 la, la! Our French friends, UBI

Soft, are next and they are offering two
table clocks set in the trendiest see-
through perspex; two massive clocks
that look absolutely brilliant; five pen
sets; five T-shirts; and lots of posters.
Merci bien!

Next we have Melbourne House, and
they are putting up for grabs five copies
of their fightin'n'fumpin' game, Double
Dragon, along with two copies of their
Tolkein epic, War in Middle Earth, and
three copies of the Bitmap Brothers'
classic shoot'em-up, Xenon.

From Grandslam we have five nifty
little clocks, so that you can keep an eye
on how long you've been playing.

Those wonderful evr'ybod peeps,
Activision, have also been really gener-
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ous, and are offering ten copies of their
conversions of R-Type and Afterburner.
So, if you fancy destroying Bydo or
clearing the sky of bandits, get answer-
ing.

Another French contingency, this
time ERE, have also put some software
up for grabs: ten copies of their two-sec-
tion game, Staff.

Bouncy bouncy wheeeeeee!!l Those
bright and bouncy chappies at
Audiogenic are offering ten copies of
their hair-tuggingly addictive platform
game, Helter Skelter. So, if you receive
one, you can bounce on cute monsters
whenever you feel like it!

Digital Integration next, and they are
offering four hip'n'trendy ATF sweat-



shirts to keep the wind from your back.

With all the posters on offer, | don't
think a single wall in Britain will have a
crack showing! So, in an endeavour to
help the 'hide the cracked walls fund',
Krisalis have lots and lots of luvverly
Prison posters on offer.

From those luvly Liverpudlian chaps
at Psygnosis, we have one of each of the
following: arhaeological mayhem in
Baal; horizontally-scrolling destruction in
the brilliant Menace; two-player antics in
Captain Fizz; and, finally, muscle-rip-

pling action in Barbarian.

If you saw the review of Lombard
RAC Rally a couple of issues back, and
wanted to try it - wait! Because those
ever-so-nice people at Mandarin are
offering ten copies. So there is still a pos-
sibility that you can whizz your Sierra
around corners at 180mph, after all.

Titus tickle our fancy next. Famous
for their break-neck speed action games,
they are offering ten copies of both Crazy
Cars Il and the space shoot'em-up,
Galactic Conqueror. Not only that, but

ST Action Competition Rules: The Editor's decision is final and no correspondence will be entered into regarding com-
petitions or the results of competitions. All prizes are offered believing them to be available. If. however. a prize is
unavailable we reserve the right to substitute a prize of comparable value. No cash alternatives will be given. Results
will be published as soon as possible and prizes despatched soon thereafter. Please refrain from phoning regarding
competition results or prize delivery. Employees of Gollner Publishing Ltd and companies participating in competitions

are not eligible to enter.
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there are dozens of badges waiting to
find homes.

Our old news editor, Martin Moth, has
been extremely kind on behalf of
Microprose as well. They are offering ten
copies of the classic helicopter sim,
Gunship; ten copies of the submarine
sim, Silent Service and ten copies of F-
15 Strike Eagle.

Is your old Henry's Cat mug looking
tired and stained? If so, those busy
Freescapers at Incentive have just the
job - twenty-five Incentive/Freescape
mugs (that means they move in solid
3D!) So, if you win, you can be the envy
of your local coffee morning!

Finally, we close with the very, very
generous Mirrorsoft. Up for grabs from
them are ten copies of Falcon, so you
can shoot MiGs from the safety of your
bedroom; ten copies of the utterly bril-
liant futuresport, Speedball (that is if |
don't decide to keep them all!); ten total-
ly trendy and hip Imageworks T-shirts;
and ten, also trendy and cool, wrist
watches!

Right, | bet you are asking: "OK then,
how do | get my hands on one of these
brilliant prizes?" Well, all you have to do
is answer all of these three questions
correctly and send your answers to "ST
Action Birthday Tombola Competition,
Theatre House, Theatre Lane,
Chichester, West Sussex, PO19 1SS."
Entries must be recieved no later than
April 10th. If you do not want to deface
your copy of ST Action we will accept
photocopied entry forms, although any-
body found guilty of multiple entries will
be disqualified. Afterall, we want as
many of our readers as possible to win a
prize.

1. What game has been awarded the
highest percentage rating in the ‘history
of ST Action?

2. What two games received the coveted
STA1 award in our very first issue?

3. Name two of the ST Action reviewing
team?

Answers

ROSHCOCC ISR S . s

Daytime telephone number...................



'Come and stay at our beautiful chateau
for the weekend'. That was UBI Soft's
irresistible invitation to the European

press last year. This intriguing request

worked perfectly as representatives from
all over the continent descended on

Rennes in Brittany. A year later, Jason
Spiller travels to the 'City of Lights' to

report on the latest developments of this

exciting company.

The UBI chateau - once the home of French aristocracy, now the working
place of UBI Soft's software development staff.

Just hours after arranging an
interview with (Bl Soft, | was
on the plane to Paris, strug-
gling to decipher a pidgin-
English fax of the changes and
connections to be made on the
labyrinthian Metro. As this was
my first visit to Paris, | was
looking forward to seeing the
famous landmarks and monu-
ments. But as the under-
ground train rattled through
the darkness, stopping abrupt-
ly and briefly at the Bastille,
Eiffel and Notredame stations,
| could only imagine the sights
above ground. After two hours
of darkness, | emerged from
the concrete depths at my
destination, 'Voie Felix Eboue',
in Creteil, the location of UBI
Soft's Paris offices.

UBI Soft was originally
established by the Guillemot
family who are native to rural
Brittany. Yves Guillemot, presi-
dent of UBI Soft, described the
transition from farming to the
software industry: 'My father's
business was the distribution
of agricultural supplies to
farmers, which taught my
brothers and me about mar-
keting and distribution. But
whether it is farming supplies
or games you are selling, it is
the satisfaction of the cus-
tomer that makes you a suc-
cess or a failure." The
Guillemots' first venture into
hi-tech industry was the distri-
bution of compact discs: 'At
the time, it was uncertain
whether CD would be a short-
lived fad or a success, and
large companies were hesitant
about investing in it.
Therefore, my brother, Michel,
realized the opportunity and
developed a successful busi-
ness supplying retail outlets
with CDs.'

Mouve to entertain

The move into the entertain-
ment software industry
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Yves Guillemot: 'If it means delaying the
release of a product to make it as good as

possible, then that's what we will do.’

seemed a natural progression
from CD distribution. But there
was a major obstacle to over-
come first. Guillemot
explained: 'Existing software
distributors in France were
enjoying a monopoly of the
market and newcomers were
not welcome, and so they
formed a cartel which was
committed to ostracize us
from the French market.'
Evidently, Guillemot posed a
threat to them. But today, as
the director of Europe's pre-
mier software company, he is
adamant that there is a place
for everyone in the industry
and is excited by new devel-
opments: 'Ultimately, it is the
software buyer who decides.'
As a result of this hostility,
Guillemot's involvement in
UBI Soft was kept a secret for
a year - although there was
obviously a driving force
behind the company: 'The
British market was particularly
exciting, and in 1986 we
negotiated with Elite Systems
to represent their software in
France. UBI established Elite
SARL in France and for the
next eighteen months there
was always an Elite title in the
French top ten.

This success opened the
channels and UBI's 'French
Connection' with Britain was
firmly established: 'We have
represented Mirrorsoft's affili-
ated labels in France since
1987. We advise on translation
and, of course, we are in a
better position to suggest
which games will be popular in
France. Dungeon Master from
FTL has been particularly suc-
cessful over here. We also
market Domark's Trivial
Pursuits which is a real hit in
France.

Software Chateau

With creative and effective
promotion and marketing, UBI



LADBROKE COMPUTING
INTERNATIONAL

£99. 99

Midistudio is a 20 tack Midi Music Studio. This Midi software package is a realistically priced

introduction to Midi music processing and includes the following features.

20 wacks each assignable onc of 16 midi channels, each track can be transposed up or down 2 octaves,

the main screen features full tape deck controls with individual volume sliders for each track, note

editing facilities including cditing of pitch, octave, duration and velocity, plus full midi controller |
editing(pitch bend, mod wheel. etc.). Full control over phrases is offered through Quantizing,

transposing, and phrase arrangement software pages. The arrangement facilities allow moving and |
cl:;:py;ng phrases on any of the 20 tracks. The package is easy to use and is a strong competitor with |

o 24.

" Out performs Pro-24 v2. ] in almost every way ”
Alarr ST User Jan 89

The Image Scanner is a peripheral for the ST which can provide
high quality graphics digitising for a tenth of the cost of other
digitisers. This simple unit plugs into the catridge port of the ST
and accepts scanned information via optical cables which fix easily
1o the head of any printer. Scanned images can be saved in raw
data, Degas and Necochrome formats. The Software supports
scanning resolutions of 75,150,216,300,360 and 1000 dots per inch
horizontally. An example disk is available which contains a slide |
show of images scanned with this product. The cost of this disk
is £3.99, £2.00 of which is redeemable on purchase of a scanner. !

IMAGE SCANNER ONLY £85999

Add with Oscar is a fully mouse controlled Spell with Oscar is a game which teaches
cducational game with full colour screens spelling, keyboard skillls and motor coordi-
and sound for teaching addition, subtraction, nation. l:ll‘clures of 0:’1§°‘5 m‘.’l"‘;‘ 5“]‘30‘“])"
o s e X accross the screen and the pupil should spe
multiplication and dmsnop l‘o children. This the name of the object while Oscar checks
prog'ram has selectable difficulty levels and for mistakes. Spell also incorporates select-
a Hi-Score table. able dificulty levels and a Hi-score table.

Extra data disks £5.99

Quick List Plus is a wility that
compiles a directory of your disks. Sort on
disk or name, reads any drive, including
hard drive. Printer output for hard copy of for creating and animating sprites.
databases. It supports GFA, HISOFT and

. FAST basics and is compatible

Mastermat is a formatter that ) b

- . with degas and neochrome pic-
optimises disk space, allows non standard

Sl e e el ture files.Use the full icon control
sector and track formats/ fast read format. ito aminatei 1o 20bigHsadenof

Picstrip is a utility that captures all or part of a picture file for use in Basic programs, B NER L i f S P
supports GFA, FAST, HISOFT and ST Basics and is Degas, Neochrome and AB Animator

- compatible,

A HARIDWARE AVAII ABIF FEFX—-S
PHONE FOR OUR NEW I1.OW PRICES
For example:-

MEGAFILE 30 30 MB HARD DR/VE 475 1 MB CUMANA SECOND DRIVE £89 99

320 STFM SUPER PACK £369. 99 STAR LCI0 PRINTER £7199.99
320 STFM EXFPLORER PACK £279.99 STAR LCI10 COLOUR FPRINTER £249.99
140 STFM + CHOICE OF SOFTWARE PACKS £449 STAR LC 24/10 PRINTER £379.99

PHONE FOR OUR LOW PRICES ON THE FOLLOWING ITEMS ALL EX STOCK.

Upgrades ( 2 and 2.5 Megabyte memory expaasion boards, IMegabyte memory expansion ) Frinters, Hard
drives, IMb second drives, Monitors, TVs, ST packages, Atari Pcs. Phone for information on our mcredrble
value software club which offers up fo 60% discounts and a free monthly disk magazine for only £15.

K - ORDER BY PHONE
Ladbroke Computing International, Call us on numbers below and pay with your
33 Ormskirk Road, Preston, Lancs., Scditonta!
PR1 2QP. Open Monday-Saturday (0772) 203166 OR 21474 vrsa
ORDER BY POST

10 am to 5.30 pm. Dealer enquiries welcome. A ] )
Make cheques PO's payable to Ladbroke Computing Internation

al.. Send SAE for full catalogue.



(above) The breath taking artwork
in Iron Lord provides a perfect set-
ting for the game play.

(top left) The incredible artwork
was drawn dot by dot with Degas.

Ivan Gacout working late on Iron
Lord in his splendid bedroom:
'The chateau's historic atmo-
sphere was inspirational for Iron
Lord.’

has achieved great success
representing other companies'
software in France. But it is
the development of their own
games which is particularly
exciting: 'With the software
distribution business well
established, we decided to
develop our own software

under the UBI label. The first
stage was to find program-
mers, graphic artists and any-
body with some good ideas,
and so we placed advertise-
ments in computer journals
and put cards in with the
games. The response was
incredible! Programmers from
all over France came to us;
some with a basic idea for a
game, others with complete
plans for a project, and it was
during this stage that our
knowledge and experience of
the market was invaluable.
After a process of elimination
we decided on a number of
projects, and the next stage
was to meet with the program-
mers and talk about the
games. Each project required
programmers, coders and
graphic artists and so we dele-
gated specific tasks to the rel-
evant people. But directing
and coordinating the project
with the development staff
working in different areas of
France soon proved to be
impossible 'The solution to the
problem was obvious, but not
simple. UBI would have to find
somewhere for them to work
together with living and sleep-

ing facilities as well.

The solution eluded
Guillemot until a large chateau
in Brittany became available
for habitation. Set in 700 acres
of beautiful countryside, this
18th century chateau is mag-
nificent. Enormous tapestries
still hang in the great halls
and, in the gardens, a pond
the size of a football pitch
encircled by statues thirty feet
high, is @ monument to the
opulence and extravagance of
18th century French aristocra-
cy. The grand halls which once
played host to balls and ban-
quets are now the working
place of UBI Soft's program-
ming staff. Guillemot
described the advantages of
having all the development
teams under one roof: 'Firstly,
the tranquillity of the country-
side means that they can work
without distraction. But more
importantly, the ability to
interact and work out pro-
gramming problems together
is invaluable.'

Extravagance

For the next year, the chateau
was a hive of activity as UBI's
development staff developed;
Zombie, Puffy's Saga, Night
Hunter, Final Command,
B.A.T, Skateball and the mas-
terpiece, Iron Lord. After two

years development time, Iron
Lord has been unfairly
described as 'extravagant'.
How does Guillemot answer
this criticism? 'Admittedly, it
has taken longer than | would
have liked. However, we could
have released it at an earlier
stage and it would have sold
on the basis of its graphical
presentation alone. But the
programming team were
adamant that the game-play
could be increased and
improved and so we delayed
the release. This delay may
affect initial sales of the game,
but | believe that the improve-
ments are justified.' | asked
Guillemot why he chose the
two simplest games in the
range as premier releases:
'Puffy's Saga is an amusing
game which we think will
appeal to all age groups on all
formats, and Night Hunter is a
game that you can just get on
and play. Both games have
received favourable reviews
and are selling well." Software
development on this scale
must be costly and time-con-
suming, but Guillemot and his
staff are as enthusiastic about
the games now as they were
when [ visited the chateau a
year ago.

Guillemot explained that
the chateau's enormous
rooms are too expensive to
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A seductive serving wench serves you a goblet of mead.
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Degas: 'We have worked con-
stantly on the game for nearly
two years, and the extra time
spent on improvements will
make it a much more absorb-
ing and involving game.'

When the chateau was closed
for the winter, the Paris office
was quickly partitioned to give
the programmers their own
areas. Behind a bamboo
screen | found Philipe
Deriambure hard at work on
the science fiction adventure,

The release of Skateball was delayed to
improve the scrolling on the ST version
which is a crucial aspect of this sort of

Animation interacts with the still screens,

Philipe Deriambure has been
working on B.A.T. for two years: 'l
was inspired by the city scenes in
the film, Blade Runner, although
the adventure is totally original.’

and there are games within the game to

play if you reach a dead end in the adven-

ture.

heat in the winter, and so the
programmers are now working
in the Paris office. This gave
me an opportunity to talk to
them. | asked Ivan Gacout, the
originator and programmer of
Iron Lord, what it was like
working at the chateau. 'The
ability to interact with the
other members of the team
and work all through the night
if necessary was the biggest
bonus. There was friendly
competition between the
teams to reach targets, and
everybody was committed to
doing the best job possible
which created an industrious
and creative atmosphere. The
chateau has an incredible
atmosphere which gave me
great inspiration for Iron Lord.'

Iron Lord

Iron Lord is a massive game
with the most incredible
graphics, and for the last year
the team has been working on
improving the game-play.
Gacout described some of the
problems he encountered dur-
ing production of this graphi-
cal masterpiece: 'With a game
of this magnitude, the main
problem is data compression. |
had to reduce the program
from six disks to three without
sacrificing any part of the
game.' What aspects of the
game-play have been
improved? 'During the devel-
opment of Iron Lord, the
graphics were always
described as 'outstanding',
while the game-play hardly
got a mention. Therefore, we
believed that the game-play
aspect had to be increased to
do the presentation justice.
The archery section now
requires greater aiming and
distance-judging skills, the
adventure aspect has been
increased and you must use
tactics rather than rapid joy-
stick waggling to beat your
opponent when arm-wrestling
in the tavern. | have also
included a battle strategy in
which you must command
and move an army on the bat-
tlefield.' Iron Lord contains
screen after screen of incredi-
ble scenery and characteriza-
tion, all drawn dot by dot with

B.A.T. He described his inspi-
rations for this massive
adventure. 'l'm a sci-fi fan and
| was particularly inspired by
the city scenes in Blade
Runner, although the adven-
ture itself is completely origi-
nal.'" Deriambure has been
working on the B.A.T. project

for eighteen months:
'Originally | was working part
time, but Yves really liked the
concept and so for a year |
have been working full time
for usl.' Deriambure
described the game: 'B.A.T. is
a long and taxing adventure

game.

in a game are designed to give
the adventure more variety
and keep the player amused if
he has reached a dead-end.
But they also interact with the
course of the adventure itself.
For example, there is gam-
bling in a casino and a flight

Final Command Team - Laurent Deravault, Robert Betaut and Philipe

Reyauld.

with interactive animation and
many games within the game.
Your task is to track down and
eliminate the evil Van Gogh
who is planning to destroy civ-
ilization.' Again, B.A.T. has
exceptional artwork and the
adventure has many different
aspects to it: 'The games with-
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simulation which | am working
on at the moment." The
graphics are quite brilliant and
Deriambure has worked tire-
lessly on making the game
easy to use and the adventure
itself as gripping and taxing as
possible: 'There are traps and
pitfalls that even | would fall




Arm-wrestling in the tavern
requires more than joystick wag-
gling. It is a cleverly interpreted
strategy to fox and tire your oppo-
nent. The knight's face indicates
how he is faring in the wrestle.

Ingenious animation features play
on the spectacular back-cloths.

The horse gallops across the map
in the direction you have chosen.

for... and | wrote the game.'
Zombie is based on
George A Romero's film,
'Zombies: Dawn of the Dead',
and is every bit as bloody and
violent. As the title suggests,
your task is to locate and
eliminate the zombies and
avoid being eaten. The inge-
nious mouse/icon control
enables you to move swiftly
throughout the game from one
room to another, and the disk
is accessed each time you
change location without any
delay. Guns can be taken from
a shop in the arcade and used
to shoot the zombies, and if
you can reach the roof of a
sky scraper you can make
your escape by helicopter.
This bloodthirsty game is
sheer suspense and is due to
be released on the ST soon.
The release of Skateball
was delayed while the pro-
grammers worked on making
the scrolling smoother, and |
can report that the extra time
spent on the game was well
worth it. Skateball is a combi-
nation of ice hockey and
rollerball, and each pitch has
spiked posts, pits, and electric
terminals. The controls are
remarkably responsive and
the game-play offers the
greatest two-player action.
The difference between the
Skateball | saw at the chateau
a year ago and the version |
played in Paris was remark-
able. It is another example of
UBI Soft's policy not to release
a game until it is at its best.
Final Command is likely to
be UBI's next release and for-
tuitously, all three members of
the team were at the Paris
office. Graphic artist, Laurent
Delavault, described how they
developed the game: 'Final
Command is the first game
that any.of us have written,
although, as computer game
addicts we know what makes
a good game. Myself, Philipe
Reynaud the programmer and
Robert Betaut the storyboard-

er, are into sci-fi books and
comics, and for the first part
of the project, we looked at
drawings and thought up a
story. We worked together on
the project for seven months

at the chateau and achieved-

far more than if we were work-
ing in Paris. Like most of the
programmers at UBI, we
developed the game on the
ST, using 'C' and machine
code, and drew the graphics
with Degas. The ST is an
excellent programming tool
and we can port the artwork
over to the other machines.'
These games are near com-
pletion and are to be released
over the next six months. But
Guillemot spoke of more
games which are at various
stages of development: 'There
are a dozen or so games in the
pipeline but we are withhold-
ing information in case people
get confused with the games
that are about to be released.'

Evening by the Seine

The evening was spent in a
restaurant by the Seine with
views of Notre Dame, and as |
prised a particularly reluctant
snail from its shell, Managing
Director, Christina Quemard
described future plans: 'Yves
recently visited a number of
companies in the States and
the response to the games was
amazing. We have recently set
up an arrangement with
Electronic Arts, whereby we
represent them and promote
their games in France and
they market our software. This
forms a common interest and
brings both companies close
together and we intend to use
this technique in other coun-
tries.' UBI Soft. very much a
family company, and both the
programmers and administra-
tion staff have tremendous
enthusiasm and interest in the
business and the products.
Their energy has made UBI
Soft the main representative of
the world's software in France
and now, with their own excit-
ing and innovative games,
these same companies are
vying to represent them.

The success of UBI's
chateau weekend last year
demonstrated the creativity
and originality of the compa-
ny. Not only did it give the
European press a chance to
meet and talk, the message
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Final Command is the first project that any
of them have worked on. But as arcade
addicts they know what makes a good game

that the premier software dis-
tribution company in France
was now developing its own
games was enthusiastically
relayed throughout the conti-
nent. Guillemot described his
theories and policies: 'My first
priority is that UBI Soft pre-
sents the software buyer with
good entertainment and value
for money, and that the games
themselves are not mindless
shoot'em-ups, but taxing,
thought-provoking and enjoy-
able entertainment. If that
means taking a long time over
a game or delaying the release
dates in order to make
improvements, as with Iron
Lord, then we are willing to

make that sacrifice." But his
long-term plans are on a
grander scale: 'My plan is to
make computer entertain-
ment as widespread, accessi-
ble and as common as music
and television. You just sit and
watch a TV or listen to music,
but computer games are tan-
gible entertainment in which
you are involved, and |
believe the developments that
we are making in software will
be a major contribution to
this.'

Au revoir!

| descended the steps into the
metro and left 'The City of
Lights', inspired by this excit-
ing company and a city that
never sleeps. The sounds
from the jazz bars and excited
talk were drowned by a train
rushing through.
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GIVIN

Happy birthday to us, happy birth-

day to us.... well, hello and welcome

to this, the twelth Giving the Game

Away. This month has seen a slight
slump in the number of tips I've received -
so hurry up and send some more in. After
all, don't forget there's planty of software
up for grabs. Anyway,

enough of this old
tosh, on with the
tips...

Double Dragon - Melbourne House

J. Yule of Folkestone, Kent, has sent in these useful cheat
modes which should be typed in on DD's title screen:

LEVEL ONE PLEASE - start on level one.
LEVEL TWO PLEASE - start on level two.

.. and so on, until level four.

THE LAST LEVEL PLEASE - places you on the last level.
GIVE ME MORE HEALTH PLEASE - lots of energy.
GIVE ME LOADS OF TIME PLEASE - yes, you've guessed

it - extra time.

| DO NOT WANT TO DIE - invincibility.

Goldrunner - Microdeal

Type 'Easymode' on the
high-score table. Now when
play begins press the F9
key to skip the present
level. Pressing this also de-
activates the bomb collision

detection. If you get bored
with the endless waves,
press F8 to disable the
cheat. Rajeev Doshi from
Kingsbury, London, sent
that in.

Rambo Il - Ocean

Yuk! | don't like this film conversion much. Still, if you got
given it for Christmas or something, here's a cheat for
skipping levels:

Get on the high-score table and type RENEGADE. Now
press keys 1, 2 and 3 to access the level of your choice.
Thanks to Brian Medway from Berks. for sending that in.

Whilst on the subject of Rambo, Andy Mullan has sort-
ed out some tips to aid any struggling Slys:

1. When in the second building, always wear your infra red
goggles.

2. Try not to walk in front of soldiers or you will trigger an
alarm, causing about eight soldiers to attack you.

3. If you enter a dark room, use the 'glow tube'.

4. Never use a gun unless you have a silencer.

5. Turn off the electric door by flicking a switch several
rooms away.

6. The mine detector won't work unless you have the gen-
erator to fix on it.

7. The infra 1ed goggles won't work without a battery.

8. Mind out for the infra red beams or you will trigger the
alarms.

9. Here is a list of the items you can find: arrows, silencer,
first aid kit, infra red goggles, glow tube, battery, key, mine
detector (comes in two parts), pistol, ammo for pistol, and
some rubber gloves.

Flying Shark - Firebird

infinite lives, or KDJ for
invulnerability.

Mr. Medway also sent in this
tip for this corker of a con-
version. When on the high-
score table, enter HSC for






Daniel Webster of Buckingham
has sent in the following tips for
this excellent 3D romp.

General tips:

Shoot the pyramid crystals to
gain energy or shields. The
upside-down crystals regain
energy, while the others replen-
ish shields. These crystals are
found in lots of places, mainly
on the lighter side of the moon.
The shed in Amethyst contains
blue and yellow crystals, and
two of these will fully energise
your shields if they are really
low, so don't waste them. When
the crystal supported by a cube
has the cube shot away, it is
worth extra shields. The other
supported crystal, when shot,
regenerates the three ordinary
crystals, so shoot them first,
then shoot the aforementioned
supported crystal to get them
back for later.

The crystals in the shed in
Obsidian completely restore
your attributes; once again, the
upside-down ones giving you
energy, whilst the others
replenish shields. However, on
entering this shed, go in by the
rear door as there is a particu-
larly nasty laser waiting for you
at the front. If you do attempt
to destroy it though, raise the
height of your vehicle and enter
with your laser positioned at
the top of the screen. This way
you should get it within a cou-
ple of shots. Also, Dan men-
tions, that shooting the strip
lights just goes to show the
attention to detail gone into
Driller. Another way to gain
energy and shields is to shoot
the treed-like structure in
Emerald. It disappears after a
few shots, so, once again, don't
waste it.

Most laser beacons can be
destroyed with a couple of
shots, butthe laser in Topazcan
rotated away from you by
shooting it - effectively de-acti-
vating it. If you hear an alien
alarm and you are attacked by
something you cannot see,
rotate upwards, using the right
mouse button on the up icon,
and you will see a Ketar

Driller - Incentive

Skanner in the sky. shooting at
you. Simply shoot it to destroy
it.

Generally, if you can't
immediately see the answer to
a puzzle, try viewing it from as
many angles as possible; eg:
move around it, over it, next to
it - this way you may see a pre-
viously hidden switch. Never
move off a platform on a side
where there is no visible wall, or
you will fall to your death. The
only platforms where there is
an exception to the rule are
Amethyst and Ruby; you can
walk though the wall in
Amethyst to get to Niccolite,
and out of Ruby on to the
Girders.

Solutions to puzzles and
specific tips:

In Amethyst, shoot the arch to
gain some points, then shoot
the top of the tall tower for
some more. Shoot the white
box on one of the walls to
reveal a door to Obsidian. What
ever you do, don't shoot the
store shed, or it will disappear,
taking the valuable energy and
shield crystals it holds, with it.
As this is the first stage, the
puzzle is fairly easy: just plant
your rig on the cross on the
floor. Once you have found the
jet, a useful way to refuel is to
land on the top of the tower.
The floating block above
Amethyst is a secret room
which is used to activate the
teleports. Additionally, activat-
ing the teleports can be done
by going to Topaz, and, having
shot the laser turret so that it is
pointing the other way, moving
to the block next to the floating
room and getting on it. Once
on, turn around and shoot the
red box on the right. You will
now be lifted up. Enter the
room and head straight for the
block on the wall. Behind it you
will find a secret passage. Go
through it and you will end up
in a room containing four
boxes. To activate the teleports,

you must shoot all four so that
they all disappear at once. To
do this, mentally number them
1-4 from left to right, and shoot
them in the order 2-1-3. Return
to Amethyst (through the pas-
sage - not the slot) and you will
see a large T-shape. There will
also now be T-shapes in Ruby.
Emerald and Beryl, and touch-
ing them will take you from one
T to another. Additionally, if you
are in the jet, you can get to the
secret room simply by flying
through the slot.

To obtain the jet, follow
these instructions. Go from
Amethyst to Topaz, and cross
to the other side by using the
steps. Enter Beryl and shoot
the three telegraph wires until
they disappear - cutting off the
laser's supply. Enter the build-
ing it was protecting, and face
the three shapes on the wall.
Shoot these and they change
their order, so shoot them into
the sequence hexagon, square,
triangle and exit the room to
find a new door has appeared

opposite the building. Go
through this, and you will enter
Aquamarine. Go to the left
hangar and shoot the doors.
Within this now-open hangar is
the jet, so trundle in and posi-
tion yourself directly beneath
the jet. Dock with it, and con-
trol is yours. The jet is only
useful for exploration and can-
not lay rigs, so if you want to
position one, land on the
hangar and re-enter the tank.
To cross the gap in
Obsidian, shoot or bump into
the tall, thin block until it falls
over, bridging the gap. Withtin
the gap there are several ener-
gy and shield crystals to shoot ,
but be careful not to fall in. To
get through Lapiz Lazuli, shoot
all five pyramids then weave
through the blocks to reach the
wall. Using the up icon, raise
your tank until you see a block
on the other side. Shoot it and
lower yourself back to ground

level. Go beneath the wall and
shoot it again. A door out will
now be revealed.

When you first want to enter
Ruby it is best to go via
Aquamarine. Level your tank to
the ground and follow the arrow
until you meet another arrow
pointing in another direction.
Follow this one now, and move
right up to the side of the room.
Lift your tank from the ground,
and move forward into
Ruby.Lower the tank again, and
traverse the girders. To cross
the girders safely, change the
forward step to twenty-five
units, and the turning step to
ninety degrees. This makes it
easier to move along the gird-
ers and allows you to turn at
exactly the right step.

To get into Diamond, shoot
the switches in Niccolite,
Alabaster, Opal and Quartz. To
disable the annoying laser in
Quartz, shoot the thin wire sus-
pending the heavy block, caus-
ing it to snap, dropping the
block which, in turn, demolish-
es the beacon. You can get to
the other side by squeezing
through by the block. Once all
the switches have been shot,

the wall in Opal will disappear
and you can enter Diamond
through it. There are crystals
here which can be shot to
replenish any flagging energy
levels - which you undoubtedly
will have! To get into Trachyte,
the final section, shoot the
switches in Basalt (not forget-
ting to blap the Christmas tree
for extra Ochre and
Graphite. At frist, there won't
be a switch in Graphite; but to
make it appear, cross the river
on the bridge, then line up the
'gunsights' on the wall. Shoot
the wall where the sights line up
and the switch will appear. The
switch in Obsidian is the last
one to be shot, but it won't
appear until all the other seven-
teen sectors have been cleared
of gas. When they have, shoot
the switch and you can enter
Trachyte to clear all of the sec-
tors.
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REM ***** TNFINITE ENERGY FOR BATMAN *X*kkx%%

OPTION BASE 1: DIM A% (1024) :CHEAT=VARPTR (A% (1))

DEF SEG=0: REM Remove this line if new ST Basic is in use
FOR X=0 TO 81 STEP 2

READ B:POKE CHEAT+X,B

NEXT X

CALL CHEAT

REM %% % s & ok & 5 ok 5 ok 5k ok 5 ok o 3k ok ok o 3k ok ok ok ok ok ok ok ok ok ok ok ok ok ok

DATA &H42A7,&H7E20, 8H3F07, 8H4E41, §H2EBC, 2, 1, 8H4DF9

DATA 7,&H6000, 8H2FOE, &8H2F3C, 4,2, §8H4E4D, §H588F

DATA &H41FA, &H22, §8HDCDS8, §H3CFC, &§H41F9, §H588E, §H2CFC, &§H303C
DATA &H4A2E, &H7005, &8H3CFC, §H3140, 8H3CD8, &8H51C8, 8HFFF8, 8H3CBC
DATA &H4EDO, &H4E75

REM TYPE IN LINE BELOW FOR DISK 2 ONLY (JOKER GAME)

DATA &H21C, &H3B6, &8H54C, &H57A, &HF76, &8H14CE, &§H18D6

REM TYPE IN LINE BELOW FOR DISK 1 ONLY (PENGUIN GAME)

DATA &H218, &H3AA, &§H520, 8H10A4, &H1696, &8H16A0, §8H1A02

REM ARKKAAKKAKAKAAKRAAKAKAAAKRAAAAA A A AR A A AR Ak AkA Ak hkkkkhkhkkkkkk

REM TO USE THIS CHEAT,TYPE IN THE LISTING AND INSERT THE CORRECT
REM GAME DISK.NOW RUN IT AND BATMAN SHOULD LOAD WITH INFINITE
REM ENERGY.DON'T WORRY ABOUT THE COLOURS BEING ALTERED ON THE
REM LOADING SCREEN, THEY'RE OK IN THE GAME

270 REM add the line to the universal cheat routine.

280 REM INFINITE LIVES FOR RETURN OF THE JEDI

300 DATA 1,0, &H26D2,&H0000

310 DATA &H6175, &8H746F, &8H5C6A, 8H6564, 8H692E, §8H7072, §H6700

320 DATA 99999

330 BSAVE "JEDI.PRG",CHEAT, 256

10 REM ***** Cheat Routine for Operation Wolf ***xxx

20 OPTION BASE 1: DIM A% (1024) :CHEAT=VARPTR (A% (1))

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

40 FOR X=0 TO 226 STEP 2

50 READ B:POKE CHEAT+X,B

60 NEXT X

70 CALL CHEAT

80 REM % % % % % %k %k %k %k %k 3k Kk Kk 3k %k %k %k K Kk Kk ok Ik ok ok ok Ik kK ok ke ok ok ok ok ok ok ok k ko ko ok ok ok

400 DATA &H3F3C, 1, &8H70FF, &H3F00, 8H2F00, 8H487A, &§H28, §8H3F3C

420 DATA &H12, &8HAE4E, &§HAFEF, &§HE, §H7001, &8H3F00, &8H42A7, &§H3F00

440 DATA &H4267,&H42A7,&H487A, &HE, §8H3F3C, 9, 8H4E4E, 8HAFEF

460 DATA &H14,&H4E75, &8H601E, 8H574F, 8H4C46, &8H3031, §H9A22, £§H8200

480 DATA &H202, &H100,&H270, &HDO, &§H2F8, §8H500, 8HA0O0, &H100

500 DATA 0,0, &H2F3C, 2,2, &8H4E4D, &H588F, &8H41FA

520 DATA &H14,&H43F9,0, &H8E00, 8H2449, &H707F, &8H22D8, §H51C8

540 DATA &HFFFC, §H4ED2, §H2F3C, 7,0, 8H4E4D, §H588F, 8H4267

560 DATA &H2F3C, &H126, &8H1A8, 8H4DF9, 0, 8H9000, &8H2FOE, £§H4267

580 DATA &H3F3C, 4, 8H4E4D, &HAFEF, &HE, §H43FA, &H18, &H7002

600 DATA &H7203,&H2419, &§H3059, 8HD1CE, &8H2082, &8H51C9, §HFFF8, 8H51C8

620 DATA &HFFFO, &8H4ED6, &8H4A79, 2, &8HDB2, &§H1910, &8H205A, &8H285A

640 DATA &H33FC, &H78, &HF56, 8H1AE8, &8H21C0, &8H2968, &8H4E71, &H33CO

660 DATA &HE20,&H1986, 8H20D0, &H28D0, &8H4D50, 8H4C20, &H5353, &§H3136

680 DATA &H2034, &H4A42

690 REM TO USE THIS CHEAT,TYPE IT IN THEN INSERT A BLANK DISK WITH
700 REM WRITE PROTECTION REMOVED,IN DRIVE A.NOW RUN THIS PROGRAM AND
710 REM IT SHOULD WRITE A BOOT SECTOR TO THE DISK.NOW RESET THE ATARI
720 REM AND WHEN THE DRIVE STOPS INSERT OPERATION WOLF DISK 1 AND PRESS
730 REM A KEY.THE GAME SHOULD NOW LOAD AS PER USUAL WITH CHEATS INSTALLED.
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When you read the reviews you must undoubtedly read our reviewer's comments. Have you, however, ever wondered
just who they are? You haven't? Oh well, never mind. Since our first issue the team has changed very little. Jason Spiller
and Nick Clarkson are still here, joined by Steve Merrett, they still take care of the more arcade-orientated games, while
Steve Kennedy and Andy Mitchell look after all the adventures. You may have already guessed that Steve M likes plat-
form games, Jason loves the odd flight-simulator and both Nick and Mitch are crazy about Dungeon Master, but what else
makes our team tick?

Name: Hugh Gollner.

Age: 20 going on 90 (pressure of
work!).

Position: Publisher.

Favourite Food: Pizza.

Favourite Drink: Old Thumper (real
ale).

Favourite Films: The Star Wars tril-
ogy, Back to the Future and
something naughty I'd rather
not talk about.

Favourite TV Progs: Any alternative
comedy progs.

Worst TV Progs: Eastenders.

Music Tastes: David Bowie, Dire
Straits, INXS, Jackson Browne,
Bruce Hornsby and the Range,
Jan Hammer, Berlinda Carlisle,
Elton John, Pet Shop Boys, and
just about everything else.

Likes: Fast cars, magazines and
sleeping.

Dislikes: Late article submis-
sions, getting up early, hang-
overs and spiders.

Previous Computers Owned: Texas
TI99/4A, Apple 11, BBC micro,
C64, Apricot F1, Lots of STs
and a few Apple Macs.

Favourite Games: Boulderdash on
the C64, Nebulus, R-Type,
Starray, Return to Genesis,
Menace - anything that scrolls
and shoots!

Worst Games: Boulderdash on the
ST (what a travesty), Manhattan
Chaser, Battle Probe,
Flintstones and all flight simula-
tors.

What is the thing that most annoys you
about the software industry?: Gor
blimey! What do you want - a
book? If | had to mention one
thing | hate it would have to be
software houses releasing duff
games - ST owners are too
good to be bombarded with
substandard trash!

What would you be doing if you didn't
workat ST Action?: A below aver-
age games programmer or
working in some magazine's art
department.

Ultimate ambition?: To break the
world marathon sleeping record
after a night out breaking the
world ale-drinking record!

Name: Jason Spiller

Age:24

Position: Reviewer

Favourite Food: Chinese cooking.
Any seafood. Thick and chewy
pizzas.

Favourite Drink: Stella Artois, Old
Thumper, percolated coffee,
Perrier water with lemon.
Favourite Films: Dead Men don't
Wear Plaid, The Jerk, Back to
the Future, Tess of the
D'Urbevilles, Citizen Kane,
Apocalypse Now, Macbeth.
Favourite TV Progs: Only Fools and
Horses, Hot Metal, Ski Sunday,
A Very Peculiar Practice, The
Biederbecke Connection,
Supersense.

Worst TV Progs: TVAM, any day-
time television, Top of the Pops,
Eastenders, Points of View.
Music Tastes: Dire
Straits,Fleetwoed Mac, Eric
Clapton and early Neil

Diamond.

Likes: Playing guitar, free week-
ends and holidays.

Dislikes: Mike Morris, the daft old
bint with little Willy in
Eastenders, being ripped off at
restaurants, Sunday drivers
who have never had an acci-
dent in forty years but have
caused dozens. Laziness.
Loudmouths,vandalism, Previous
Computers Owned: ZX81 and
Commodore 64. | have been in
the computer industry since |
left school and so | have bor-
rowed various computers to use
at home including; Apricot X,
IBMPC, C128 and ST.

Favourite Games: Gunship,
Nightraider,
Skychase,Metrocross.

Worst Games: Galactic Conqueror,
Manhattan Chaser, Gary
Lineker's Superskills, Bomb
Disposa.

What is the thing thatmost annoys you
about the software industry?:
Software companies who
release a poor game before it is
reviewed, so that it doesn't
receive bad publicity.

What would you be doing if you didn't
work at ST Action?: Session musi-
cian.

Ultimate ambition?: To stay in jour-
nalism, but earn enough money
and have enough spare time to
pursue my other interests.

Name: Andy Mitchell (alias Mitch).

Age: Old enough to know better!

Position: 'Upside down' and boss of the Dungeon Crew
adventure reviewers.

Favourite Food: Something covered in chocolate!
Favourite Drink: White wine.

Favourite Favourite TV Progs: Hill Street Blues.

Worst TV Progs: Anything Australian - especially that one!
Music Tastes: Old movie musicals.

Likes: Science Fiction and Dragons.

Dislikes: Gardening and cleaning up after Dragons!
Previous Computers Owned: BBC Micro.
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Favourite Games: Elite (BBC version).

Worst Games: Not a penny more, not a penny less.

What s the thing that most annoys you about the software indus-
try?: Reviewers that score everything above 80%!
Whatwould you be doing if you didn't work at ST Action: I'd be a
full time programme seller at the Olympic Games.
Ultimate ambition?: To find a Billy Goat - gruff enough to
fix that troll just once!



Name: Steven J. W. Kennedy.

Age: Older than ST Action, but much younger than
Mitch!

Position: Prone, and member of the Dungeon Crew.
Favourite Food: Steak.

Favourite Drink: Vodka and Coke.

Favourite Films: The Blues Brothers and Enter the
Dragon.

Favourite TV Progs: M.A.S.H. and Hill Street Blues.
Worst TV Progs: Australian soaps, Dallas.

Music Tastes: The Beatles and Fleetwood Mac.
Likes: Reading Sci-Fi and Fantasy.

Full Name: Stephen Merrett

Age: 20 and a bit

Position: Reviewer and Cheater

Favourite Food: Chinese, curries (the hotter the better),
Macdonalds, my mum's home-made lasagna and
cheesy shepherd's pie, and scampi and lemon Nik
Naks.

Favourite Drink: A pint of Stella please, rum, Macdonald's
root beer, Coke, Iron Bru and Tizer

Favourite Films: Aliens, Robocop, Predator, anything by
George Romero, Terminator, The Thing (the latest ver-
sion), The Fly and the first and third Nightmare on Elm
Street films. Oh, and all of the Friday the 13ths.
Favourite TV Prog: Dr. Who, Only Fools and Horses and
The New Statesman.

Worst TV Progs: Terry and June, You Bet, Jimmy's,
Superboy, Beadle's About, Eastenders (it used to be
alright, but it's boring now.)

Music Tastes: James Brown, House Music, The Specials
and The Cure.

Likes: Night clubs, pubs, my mum, being a yob, having
a lie-in and playing football in the office.

Dislikes: Taking screen shots, know-alls, admitting I'm

Dislikes: Working for a living.

Previous Computers Owned: Apple |I.

Favourite Games: Dungeon Master.

Worst Games: Time and Magik.

What s the thing thatmostannoys youabout the software indus-
try?: All the hype that surrounds the release of a new
game.

What would yoube doing if youdidn'twork at ST Action?: I'd like
to be involved in designing new adventure games.
Ultimate ambition?: Hmmm, | certainly wouldn't mind a trip
into space.

wrong, people who don't buy rounds and people who
nick things from my desk.

Previous Computers Owned: ZX81, Spectrum, Texas
TI99/4A, Amstrad CPC464, C64, Sega System and,
presently, a 1040ST.

Favourite Games: On the ST: Great Giana Sisters (Really!
We would never have guessed - Ed!), Operation Wolf,
Impossible Mission Il and Buggy Boy. On the Amiga, |
like: California Games (105,970 on the BMX!). Rocket
Ranger and Pacmania. And on the 64, | like
Microprose Soccer and Bionic Commando.

Worst Games: Action Service, Nigel Mansell's Grand Prix.
Manhattan Chaser, Galactic Conqueror, Battle Probe,
Hotball, Bad Cat, Hades Nebula and The Last
Shoot'em-up.

What is the thing that most annoys you about the software indus-
try?: The fact that people get places by relying on who
they know and being relatively well-known. You know
who you are out there!

What would you be doing if you didn't work atS T Action?: Lying
in a gutter, clutching a brown paper bag!

Ultimate ambition?: To be 'Journalist of the Year' by 1990.
If not, 'Software Yob of the Year' will do nicely!

Name: Paula Mabe.

Age: 24.

Position: Art production assistant.
Favourite Food: Lamb chops with
plenty of mint sauce and my
mum's Yorkshire puddings.
Favourite Drink: Vodka cocktails,
coke, coffee and anything that's
free!

Favourite Films: Bladerunner,
Raiders of the Lost Ark, Lethal
Weapon, Suspect, Die Hard, A
Fiah Called Wanda, Gorillas in
the Mist and Aliens.

Favourite TV Progs: Only Fools and
Horses, Open all Hours, The
Dame Edna Experience,
Moonlighting, Film '89, The
Clothes Show and Lostin
Space.

Worst TV Progs: Neighbours,
Snap!, Lizzie Webb's workout
on TV AM, and Panorama

Music Tastes: House (acieeed),

Garage,Soul,OldMusicals,UB40
, Whitesnake, and usually a lit-
tle of everything else.

Likes: Playing sports, Squash,
Badminton, Swimming,Jet
Skiing. Fast cars, sunshine,
sewing,

cats,clubbing, watching films
and going to the pub.

Dislikes: Short men, Minis, being
broke, rain, lager louts, Ford
Capris and whingers.

Previous Computers Owned: None
really, but I've got a Hotpoint
Automatic if that counts!
Favourite Games: Doctors and
Nurses and Trivial Pursuit.
Worst Games: Monopoly, on a
computer or otherwise.

Whatis the thing that most annoys you
about the software industry?: The
reviewers, especially when they
submit incomplete articles.

What would you be doing if you didn't
work at ST Action?: I'd probably be
drawing the dole, or doing
something arty somewhere, and
if all else failed I'd go and
become a missionary!

Ultimate Ambition?: To earn
enough to buy properties in
both England and Australia and
work six months in each, and
also to open my own fashion
house.

Name: Nicholas Clarkson.

Age: 22.

Position: Editor.

Favourite Food: Curries, steak and
chips, most things containing
garlic and, best of all, roast beef
dinners with horse-radish.
Favourite Drink: Real ale, coke, the
odd glass of wine and
MacDonalds chocolate thick
shakes.

Favourite Films: The Star Wars tril-
ogy, The French Connection |
and Il, anything with Peter
Sellers and most of Spielberg's
stuff.

Favourite TV Progs: Crimewatch,
The Cosby Show, Only Fools
and Horses, Open all Hours,
Coronation St., Eastenders and
most documentaries.

Worst TV Progs: Documentaries
involving operating theatres,
Dallas and Dynasty.

Music Tastes: The Smiths, New
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Order, David Bowie, Marillion
and most things with screeching
guitars.

Likes: Snow, cats, my wife, pay-
day and Garfield. (Not necesar-
ly in that order.)

Dislikes: Sierra drivers, Bonnie
Langford, house music, those
‘orrible jeans with theFlintstones
on them and the little sods who
keep dreaming up new viruses.
Previous Computers Owned:
ZX81, Vic20, C64 and Atari ST.
Favourite Games: Any Sierra quest.
the Zork trilogy, Super Hang-on,
Gunship, Dungeon Master and
most things that need a little
thought.

Worst Games: The Flintstones,
Lee Enfield, Super Huey, Pink
Panther, Knightmare, Army
Moves, Street Gang, Elf, Mafdet
and Afterburner.

What is the thing that most annoys you
about the software industry?: The
hype, the lack of honesty and
the 'it's not what you know, but
who you know' syndrome.

What would yoube doing if you didn't
work at ST Action?: I'd probably
have gone into the wines and
spirits trade.

Ultimate ambition?: Of course |
wouldn't mind loads of money,
otherwise.... Well, I'm not really
sure.
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Hi there! Stuck up a gum tree? Surrounded by dragons? Don't despair, write
to the Dungeon and let them help. YOU may not know the answer - 'But
now you know a Troll who does!'

In response to the Troll's appeal for a
good set of Dungeon Master maps,
I'm pleased to report that one hardy
adventurer by the name of Brian
Stevens has come to the rescue. Not
content with producing a set of beau-
tifully illustrated maps, Brian has been
spending many hours attempting to
fight his way to the bottom level using
only two characters. This ambition
was also held by one of ST Action's
adventure reviewers, Steve Kennedy.
I'm pleased to say that Steve is now
biting lumps out of his broadsword
because Brian completed the task
before he could. With the help of these
maps | hope to persuade the Troll to
begin answering some of the Dungeon
Master enquiries he had thrown into
the 'Too Difficult' tray.

Mirrorsoft have sent me a scroll
this month containing an apology for
the unexpected delay in the release of
'Chaos Strikes Back'. It appears that
the FTL company wanted to give it a
few final polishes before letting us get
our gauntlets upon it. | suppose we
shouldn't complain - better to get it
late and brilliant, than early and
flawed. The new deadline is mid-
March and hopefully you will be able
to get in the queue to receive your
copy - right behind me!

Whilst | do not intend to promote
any rival periodicals, | decided in your
interests to investigate the advertise-
ments | keep seeing for an adventure
club called 'Official Secrets'. This is a
bi-monthly mag which is devoted to
computer adventuring and the pub-
lishers claim that their writers are the
top names in the adventuring world.
Well, that is obviously not true, as
none of the Dungeon Crew have any-
thing to do with it! Leaving aside that
glaring omission, the mag consists of

32 pages of non-colour text and illus-
trations devoted to all aspects of
adventuring and RPG games.
Providing you have already sent your

bag of gold to secure your year's sub-
scription to ST ACTION, I will grudg-
ingly allow you to have a look at the
magazine as it must be said that it is
extremely interesting. Magnetic
Scrolls have agreed to create a mini
adventure called MYTH which will be

available to members of the club. The
game has a Greek Mythology story-
line and you can be sure that as soon
as it is available | will be obtaining a
copy to give you a run-down.

Striking a Bargain in
Space Quest

I am on board my spaceship with the
droid, but | don't know how to board
the Sarien space cruiser.

S. Japs, Edinburgh

That's because you don't know how to
bargain properly. When some boggle-
eyed alien turns up and makes you an
offer for your skimmer, you should
never foolishly accept his first offer. If
you had refused and gone for a drink
in the bar, he would have returned
with a better price - plus a JETPACK!



920ST-FM SUPER PACK

1iMb DISK DRIVE

£450 OF SOFTWARE
ARCADE GAMES

Arkanoid Il Imagine £19.95
Beyond The Ice Palace Elite £19.95
Black Lamp Firebird £19.95
Buggy Boy Elite £19.95
Chopper X Mastertronic  £9.99
Ikari Warriors Elite £14.95
Marble Madness . Electronic Arts £24.95
Quadralien Logotron £19.95
Ranarama Hewson Consultants £19.95
Retumn To Genesis Firebird £19.95
Roadwars Melbourne House £19.95
Starquake Mandarin £19.95
Test Drive Electronic Arts  £24.95
Thrust Firebird £9.95
Thundercats Elite £19.95
Wizball Ocean £19.95
Xenon Melbourne House £19.95
Zynaps Hewson Consultants £19.99 and return the below.
SPORTS SIMULATIONS
The Atari Super Pack is ideal for you if you want to get off to a flying start Eddie Edwards Super Ski Elite £19.95
with the best in entertainment software. The Pack includes a 520ST-FM Seconds Out Tynesoft £19.95
with %.Mb RAM, a built-in 1Mb disk drive, over £450 of top games and a \
joystick. If you buy the Super Pack at Silica Shop, we will apddg our own ST Summer o'ymplad 88 Tynesoft £19.95
Starter Kit (worth over £200), Free Of Charge. Return the coupon for details. PRODUCTIV’TY SOFTWARE
Organiser Triangle Publishing
JOYSTICK
Atari CX40 Joystick Atari Corp
rercra i FREE ATARI BUNDLE VALUE:£458.97
With SM124 mono monitor: £498V¢  With SC1224 colour monitor: £698 Ui
For the serious home user and the small business, we are
pleased to announce a new package based around the
1040ST-FM. The 1040ST-FM has 1Mbyte RAM and a
1Mbyte built-in disk drive. In addition, the 1040ST-FM
now comes with a TV modulator built-in. (The previously
available 1040ST-F was designed for use with a monitor
only and did not come with a modulator.) This modulator
allows the 1040ST-F to be plugged directly into any
domestic TV set, and comes complete with a lead to
allow you to do so. The new ‘Professional Pack' from
Silica includes the new 1040ST-FM with modulator plus
four high quality software packages including a spread-
sheet, database, word processor and programming lang-
uage. This ‘Professional Pack’ software will enable you to
get straight down to business with your new computer. In
addition to this software (worth £384.84), if you buy the
Professional Pack from Silica Shop, you will also receive
the Silica ST Starter Kit (worth over £200), Free Of
Charge. Return the coupon for further information.
Desktop Publishing (DTP) is one of the fastest growing applications foi personal * TEXT-FLOW AROUND GRAPHICS
computers. We are pleased to announce a powerful low cost package for the Atari ST * ROTATION OF TEXT & GRAPHICS
called PageStream. PageStream costs only £148 (+VAT=£171.35) and, because it * SLANT OR TWIST ANY OBJECT
works with an Atari 1040ST and a Seikosha SP-180Al printer, you can be up and * POSTSCRIPT COMPATIBLE
running with a complete system for less than £1000. Some of the features of * TAG FUNCTION
PageStream are listed to the right. If you would like further information on this * AUTO/MANUAL KERNING & HYPHENATION
program, complete and return the coupon below, ticking the ‘DTP' box in the corner. * GROUPING OF OBJECTS
G G IR EE =
Silica Shop Ltd, Dept
If you already own an Atari ST computer and would like to be registered on our mailing list as an PLEASE SE“n FREE
ST user, let us know. We will be pleased to send you copies of our price lists and newsletters
FREE OF CHARGE as become available. Complete the coupon and return it to our Sidcup
branch and i ST service that is second to none. Initials: Surname:
SIDCUP (& Mail Order) ... 01-309 1111
1-4 The Mews, Hatherley Road, Sidcup, Kent, DA14 4DX
OPEN: MON-SAT 9am - 5.30pm LATE NIGHT: FRIDAY 9am - 7pm
LONDON ... 01-580 4000
52 Tottenham Court Road, London, W1P OBA
OPEN: MON-SAT 9.30am - 6.00pm LATE NIGHT: NONE Postcode:

LONDON ... 01-629 1234 ext 3914
Selfridges (1st floor), Oxford Street, London, W1A 1AB
OPEN: MON-SAT 9am - 6. LATE NIGHT: THURSDAY 9am - 8pm

Do you already own a computer
If so, which one do you own?

ST COMPUTERS

The range of Atari ST computers offers something for everyone. From the games enthusiast
who wants the challenge of the very best in arcade action, to the businessman who wants to
make financial forecasts or faultless presentations. The ST offers high quality graphics,
sound and speed for the gamer, whilst providing a fast, user friendly and affordable solution
to business. The ST is now firmly established in the home environment and boasts a wealth
of users in education, local government, television, and a variety of different businesses.
Software for the range stretches to cover applications as diverse as ENTERTAINMENT,
ACCOUNTS, ART, COMMUNICATIONS, COMPUTER AIDED DESIGN, DATABASES,
DESKTOP PUBLISHING, EDUCATION, MUSIC, PROGRAMMING, SPREADSHEETS, WORD
PROCESSING and more. For a full list of the software available, as well as details of the ST

Al prices correct at thetimeofgoingto press EZOE

SILICA STARTER KIT: Worth over £200, FREE
with every Atari ST computer boughtfrom Silica
PROFESSIONAL PACK: Free business software
with 1040ST-FM and MEGA ST's bought from Silica
DEDICATED SERVICING: 7 full-time Atari trained
staff with years of experience on Atari servicing
THE FULL STOCK RANGE: All of your Atan
requirements from one place.

AFTER SALES SUPPORT: The staff at Silica are
dedicated to help you get the best from your ST
FREE CATALOGUES: Mailed direct to your home
as soon as we print them, featuring offers as well
as all of the new releases

FREE OVERNIGHT DELIVERY: On all hardware
orders shipped within the UK mainland

PRICE MATCH PROMISE: We will match comp-
etitors on a ‘same productsame price’ basis

FREE TECHNICAL HELPLINE: Full time team of
Atari technical experts always at your service



With a jetpack on your back you'll
have no trouble scooting over to the
ship's entrance lock. Tell you what, as
you are obviously a mug, why don't
you sell me your ST for 50p?

The Bear Necessities
of King's Quest IlI

| have completed all the spells. How
can | stop the evil wizard Manannan
coming and turning me to dust? Or
how can | kill or put the wizard to
sleep?

Aran Stephens, Chalfont St. Peter,
BUCKS

As | don't approve of humans messing
around with magic, | tend to agree
with Manannan's method of dealing
with you. On the other hand, he is a
bad-tempered old 'wotsit' so I'll help
you fix him once and for all. The trick
is to get him to eat the magic cookie.
You will need to disguise the cookie
by crumbling it into something else,
or he won't eat it. Now where could
you find a bowl ot ready-made tood?
It doesn't 'bear’ thinking about. Hey!
that's almost a joke. I'd better be
careful or I'll end up getting a sense of
humour.

More Bear Fun in the
Underground Empire

| am being frustrated by ZORK Ill. In
the Royal Museum, how do you bring
the jewels back from the year 7762
Also, does Smokey the Bear play any
part in the game? Can | buy hint
books in Britain.

).T. Dunham, Skunthorpe

As you have already found out. the
grey object is a time machine. What
you haven't discovered is that it has a
secret compartment under the seat. In
this compartment you can put a small
part of the jewelry collection to be

brought through time with you. Don't '

be too greedy. only one special item
of jewelry can be brought back.
Smokey is the symbol used in
American forests to warn visitors
about the danger of forest tires. If you
don't believe how dangerous they are,
try burning the trees. You can buy the
Infocom hint books from Activision,
either from your local shop or direct.
Telephone 0734 31 1666.

Invasion of the Space
Quest Il Clones

have recently purchased Space
Quest Il and | am finding it difficult.
Upon getting it home, the first puzzle |
encountered was how to get it out of
the box. | have been struggling over it
for a few weeks now and | write to you
as a last resort.
P.S. | have just discovered a button
and a few holes on the back of my ST.
I would be grateful if you would tell
me what they are for?
P.P.S. Anybody know what the lumpy
things with the alphabet letters on top
are?
Edwin Wobblebottom

| am stuck in the ace game, Space
Quest Il. | have killed the almighty
Vohaul, but his clones are still
launched seconds after. | have found
the screen that asks for the password
to abort the launch, but | don't know
it. | have successfully found my way
through the glass corridor, but | am
stopped shortly afterwards by a
Scout-walker look-alike which sends
enough high voltage electricity up my
behind to run NASA for a year!

P.S Love the mag. Rather hard to get
a copy up here, though.

Venstindoe Dratsab, Xenon

Have you ever had the feeling that the
maniacs are taking over the asylum? |
know | get some strange letters, but
these two are something else. Having

Poor Roger Wilco's got enough to worry about with those green tenti-

cles.
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smelled a rat, | passed both scrolls to
Evil Edna the Witch and she has
pointed out some interesting facts.
Both envelopes were addressed with
green felt-tip pens, used nasty, sec-
ond-class stamps and were date-
stamped on the same day and time in
Stoke-on-Trent. | also noticed that Mr
Dratsab is a little 'backward"!
lucky for you, Marco Doel, from
Holland, has also written for the
answer to this question, so here is the
solution. If you search Vohaul's dead
body you will find that he has written
the password on his hand. =
P.S. | assume you have to use felt-tips
because they don't allow you to han-
dle sharp objects in there? o
P.P.S. Until I checked up on your
address, | didn't realise that Xenon
was both the name of the great
shoot'em-up game and the Space
Quest planet!

Dungeon Master's
Trickiest Puzzle
Revealed

Thanks for all the hints and tips for
Dungeon Master; they are a great
help, but, sadly, they do not help me
with my problem. | am stuck in a
room on the fourth level (or is it the
fifth?), which contains three pressure
pads, a pit, a transporter, a trans-
porter wall switch and a key behind a
closed portcullis. Please tell me how
to do it?

William Rigg, Cumbria

I am surprised that it's taken so long
for this question to turn up, as | know
the Mirrorsoft office gets at least two
calls a day asking for the solution.
The answer is easy, but not logical.
Use the wall switch to turn off the
transporter and then throw an object
onto the spot where the transporter
was. Switching the transporter back
on will move the object into the corner
and activate the pressure pad, thus



WORLDWIDE
SOFTWARE
1 BRIDGE STREET
GALASHIELS L
TD1 1SW

*SOFTWARE:

OVERSEAS EXPRESS SERVICE NOW AVAILABLE ~ OVERSEAS EXPRESS SERVICE NOW AVAILABLE

OVERSEAS CUSTOMERS CANNOW CONTACT OUR EXPORT DEPARTMENT AT

CREDIT CARD ORDER

WORLDWIDE
SOFTWARE
i 106 A CHILWELL ROAD
BEESTON
NOTTINGHAM NG9 1ES

CREDIT CARD ORDER

TELEPHONE LINE WORLDWIDE SOFTWARE TELEPHONE LINE
NORTH SCOTLAND 106A CHILWELL ROAD SOUTH MIDLANDS
N. IRELAND BEESTON WALES
0896 57004 NOTTINGHAM NG9 1ES ENGLAND 0602 252113
ALL ORDERS ARE OVERSEAS TELEPHONE ONLY NOTTINGHAM 225368 R RS ARE
COMPUTER CONTROLLED COMPUTER CONTROLLED

TO ENSURE FAST
DESPATCH ON ALL STOCK

ITEMS
ATARI ST SOFTWARE
14.35
14.95
....14.35
4 X4 OFF ROAD RACING ... . 1495
AFTERBURNER ... ... . 17.95

AIRBORNE RANGER ...16.45

ALIEN LEGION.......... 17.95
ANDES ATTACK ... 7.25
BAAL o BN, e 14.95
BARBARIAN II. ...13.25
BATMAN .................... ...13.25
BATTLEHAWKS 1942 19.95
BILLIARDS 13.25
BISMARCK RSI7A95
BLASTEROIDS ....14.95
BLAZING BARRELS ............cccocon 14.35
BOUNCGH@UIT .- o s . 11.20
BUTCHER HILL......... ....14.95
CALIFORNIA GAMES ... ..17.95
CAPTAIN FIZZ ... 11.20

CARRIER COMMAND .. ... 16.45

CHAOS STRIKES BACK ...11.20
CIRCUS GAMES .............. ...16.45
COLOSSUS CHESS X.......oooviieiie 16.45

COSMIC PIRATE 14.95

CRAZY CARS Il . ....16.45
CUSTODIAN....... ...1495
DARK FUSION ...t 14.95
DELUXE SCRABBLE .............cccccoee 13.25

DOUBLE DRAGON ...13.25

1325

EUROPE SHIPPING COSTS ARE: £1.50 PER CASS/DISK FOR NORMAL AIR MAIL
£2.50 PER CASS/DISK FOR EXPRESS AIR MAIL OUTSIDE EUROPE SHIPPING
COSTS ARE: £2.00 PER CASS/DISK FOR NORMAL AIR MAIL £3.00 PER

CASS/DISK FOR EXPRESS AIRMAIL

ATARI ST SOFTWARE

FLYING SHARK.........ccoooiiiiiiiiiin. 13.25
FOOTBALL DIRECTOR Il ..
FOOTBALL MANAGER II...

GAMES WINTER EDITION ...
GARY LINEKER HOT SHOT.................
GAUNTLET Il .o
GRIDRUNNER ..

KENNEDY APPROACH ...............
KENNY DALGLEISH MANAGER.
KINGS QUEST IV
(A ST U e

DRAGON NINJA ..................... . LED STORM

DRAGON SCAPE ..., 1495 LEGEND OF THE SWORD ................... 16.45
DREAM ZONE..... ... 16.45 LEISURESUIT LARRY Il ..........coo.o........
DRILLER ... ...16.45 LEISURESUIT LARRY

DY EGEERS . S ...1495 LOMBARD RAC RALLY ......c..occcovviii.
DUNGEON MASTER 16.45 MANHUNTER ...
ELIMINATOR 14.35 MICROPROSE SOCCER.............coov ..
[ELNAS o e ....16.45 MINIGOLF ...l
ESPIONAGE ....13.25 MIN| OFFICE PROF. COMMS i
(PO, oo SRR 2495 MIN| OFFICE PROF. SPREADSHEET .17.95
F16 COMBAT PILOT ..., 16.45 MOTOR MASSACRE ..

F16 FALCON RIS5E50)! NIGHT HUNTER .........

FIREZONE ...... 7285 NEOIEXCUSES I !

F S R o N e 16.45 OPERATION NEPTUNE........................ 17.95
FLIGHT SIMULATOR Il ..., 28.95 OPERATIONWOLF ..., 13.25
JOYSTICKS JOYSTICKS

ReeT A s 605 | | COMPETITION PRO 500 CLEAR ...
CHEETAH MACH 1 ................. 10.95 ................................................... 13.95
SPEEDKING ..o 10.99 | | COMPETITION PRO 5000 EXTRA.
SPEEDKING WITH AUTOF'RE ......................................................... 14.95
................................................. 11.99 | [CRUISER .ccoooriiiiinnnen......8.99
COMPETIT'ON PRO 5000 """ 12'95 RAM DELTA ................................. 7.99
WICO BAT HANDLE ............... 16.95

TO ENSURE FAST DESPATCH
ON ALL STOCK ITEMS.

ATARI ST SOFTWARE

(Of 121113 Al oo cococohor T S T
OUTRUN ...

PACMANIA .13,
POWERDROME.............ccocoiiiis 17.95
PRESIDENT IS MISSING .........c.c.c..... 16.45

PURPLE SATURN DAY ...

RAMBO Il ... 13.25
RETURN OF THE JEDI.
ROAD BLASTERS ........
RORBOCORP..............
ROCKET RANGER ...

SPITTING IMAGE ..
STARGLIDER I .........

STELLA CRUSADE ... 27.95
SUPER HANG ON .... 14.95
SUPERMAN ... 16.45
TECHNOCORP ......... 14.35
TEENAGE QUEEN. 1495
THE DEEP............. 14.35
THE KRISTAL ......... 21.95
THUNDERBLADE .. 14.35
TIGER ROAD ..o 14.35
TIMESOFLORE............. ... 17.95
TITAN. ... 16.45
TRACK SUIT MANAGER ..................... 14.95
ITRIADE .00t B 21.95
HIRIRRARTIE ©/N s S ————— 27.95
UMS SCENERY DISK 1 OR2............... 9.95

UNIVERSAL MILITARY SIM....

VICTORY ROAD ............ 1325
WANTED ..o 14.35
WAR IN MIDDLE EARTH. 21.95
WEC LE MANS ............ 1325
WEIRD DREAMS ... 16.45
ZAC MCKRACKEN ... ..19.95
ZERO GRAVITY ..o 1435
DISKS, BOXES,
SUNDRIES
10 X 3.5" DS/DD DISKS............... 9.95

50 CAPACITY DISK STORAGE BOX
8.95

80 CAPACITY STORAGE BOX.....9.95
3.5" DRIVE HEAD CLEANER ....... 6.99
SITHBUY SITRE @V R e . 6.99

ALL PRICES INCLUDE POSTAGE AND PACKING IN THE UK PLEASE MAKE ALL CHEQUES AND
POSTAL ORDERS PAYABLE TO WORLWIDE SOFTWARE PRICES ARE CORRECT AT TIME OF GOING

TOPRESSE & O.E.



Ok Roger, now remember you're not Robocop, you'll have to out-smart this machanical monster.

opening the portcullis. Merely throw-
ing an object into the active trans-
porter, or onto the corner pressure
pad, will not open the door. Ain't you
glad | know everything?

Mindboggling
Mindshadow
Muddles

| have recently taken up adventuring
after buying a 520ST. | have pur-
chased MINDSHADOW and have
come to a standstill. What does the
old, sea Captain want to let me on his
boat and where is it?

Russell Clarke, Moseley

Assuming you don't possess long legs
and fluttering eyelashes | think we
had best look for something else to
attract the sea-dog's attention. | hap-
pen to know that there's an old trea-
sure chest buried at the far end of the
island which just might contain some-
thing to interest him. Like all good
treasure islands there is a map to be
found, and as this map is halfway
down a cliff-face, you're going to
need something like a rope to get
down there. | trust you're with me so
far? Now Tarzan never had any ropes,
but he managed. Why don't you go
and hang around in the nearby jungle
and see what swings into that vacuum
between your ears?

| have received a similar letter
from Chris Lawton in Oldham.
However, this dodo already has the
map and can't understand why the
captain won't accept it. If you are on
a desert island, and you've got a map
- why not try using it? The funny
symbols it contains refer to compass
directions - you might just try follow-
ing them.

Mind you, if you do happen to
have nice legs you can forget all that
lot and try another tack!

Get Knotted with
Leisure Larry |

| can't get the rope from the hooker's
room. Please tell me how | can get it
because | don't know what to do.
Raoul, Holland

Some dike appears to have burst in
Holland as | am receiving a flood of
letters from that direction. (I think it
must be the cheesey smell of my
socks that attracts them!) What is a
nice boy like you doing in a hooker's
room? There is nothing in there you
can get. Nothing you could take home
to your mother, anyway! That rope is
not the one you need. | suggest you
try getting married first. Once you tie
that knot, lots of rope and knots will
turn up unexpectedly.

Buying Trouble with
Leisure Larry i

| need help with Larry Il in the Quikie
Mart. | buy a lottery ticket and a soda
drink, but as | don't have the money
for both, the clerk shoots me.

Jamie Lewis, Edgware, Middx.

| wondered when the letters would
start rolling in for Larry Il. This is a
game that's going to cause a lot of
heartache as there are some real
'sneakies' in it. If you can't afford to
buy both items, buy only one and stop
being so greedy. (Typical human -
get, get, get!) If you had half the sense
that adventurers think they have, you
would realise that you had better buy
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the one which coung lead t'b _you win-
ning enough money to buy the other!
You can always check whether you
have the winning ticket by showing it
to the girl at the TV Studio where the
lottery show is produced.

Surviving the Blast
of Trinity

Could you please tell me how to su%C
vive the Nagasaki bomb blast an
then get back to the white door in the
Trinity adventure from Infocom.

R. Bradford, Sutton in Ashfield

It's so simple that even a child could
do it. In fact, only a child could do it._
There is a little child to be found and
she likes origami.(That's paper fold- |
ing to you!) You'd be surprised what a |
wonderful flying machine she could
make if she had a nice piece of whites,
paper. Mind you, having made it she |
might want to keep it unless you had
something else which you could |
swop. | recall she had another hobby,
perhaps you could give her some- ll
thing which would interest her in th
line. Go on, give it a twirl! i

| find it interesting that the bulk
all queries | receive, concern t
Sierra Quest games. Few letters rela
to text-only adventures, such as the
Infocom series. I, too, must confess a|
predilection for these bright, graplﬁf
adventures and sympathise with
gameplayers who shy away from| the
older-style games. | also think th&
some traditional adventures are too
tricky for the newcomer and so have
limited appeal. However, there are
some gems to be found which y
should consider. | personally think'
WISHBRINGER from Infocom is an'
example of the best of the genre as it
combines lovely text with intriguing
puzzles that are not too baffling. You
couldn't find a better game to demon-
strate the mysterious appeal of the
genuine article. And after all, if you|
do get stuck you know a Troll wh
can help.

The Troll
29, Blackthorn Drive
Larkfield
Kent ME20 6NR



219-221 Cannock Road, Chadsmoor, Cannock,

GAMES

Captain Fizz ...
Mini Golf..

Zany Golf.
Carrier Command..
The Munsters
Joust

Asteroids
Missile Command
SDI (Activision)..
Afterburner .....
Soldier of Light ..
Helter Skelter
1943
Action Service
Advanced Rugby Simulator,
Pufty's Saga
Skrull
Trivial Pursuit 2..
Spitting Image ...
Return of the Jedi..
Live & Let Die.
Game Over 2..
Powerdrome...
Night Hunter ...
R-Type
Purple Saturn Day ....
UMS Vietnam....
Flying Shark
Elite
Starglider 2.
Pacmania....

Staffs, WS11 2DD. Tel (0543) 466577 /8 /9

Hitchikers Guide
Manhunter New York.

TOChNOCOP .....cveerreeerererierierereennes
Driller

Speedball .. SpaceQuest 2 .... £16.95
Victory Road.. Leisure Suit Larry £22.95
Hostages Galdregons Domain .. £15.95
Lombard RAC Rally.... Fed of Free Traders .. !
Kennedy Approach.. Kings Quest IV

GRAPHIC DESIGN/CAD
Paintworks £8.95

Double Dragon
Falcon.

Spitfire 40/Strikeforce Harrier ....... £18.95 Hyperpaint

Operation Wolf Quantum: Paint V2..

Batman... Video Tiitling

Rambo 3.......cccceviiiiiiiiiicee Cyber Sculpt

Baal Cyber Texture i
Heroes of the Lance Cartoon Design Disk . !
Titan Supercharged Easy Draw .£79.95

GFA Draft Plus
Degas Elite

Dragon Ninja.
Barbarian 2

LED Storm. Cyber Studio £59.00
Thunderblade Cyber Paint £55.00
Final Assault Cyber Controller-..

Spectrum 512...

ADVENTURE/STRATEGY
Bismark £18.95 UTILITIES / BUSINESS
FISH £9.95 Superbase Personal 2...
Iron Lord £19.95 Home Accounts...

£1895  Utilities Plus

Sargon lll Chess

Collossus Chess X.. ..£18.95 Word Up

Mind Fighter £19.95 GFA Basic V3

STAC £29.95 Superbase Professional Il
Beyond Zorc.........ccooeeivieninnnnn. £19.95 Pro Pascal

Sinbad £19.95 Pro Fortran

Corruption £19.95 Superbase Professional

War Construction Kit .. ..£1495 Lattice C v3.04

Mark Williams C
First Word Plus V3
Word Perfect V4
Signum Il .....
Pascal V2....
Swift Calc

“

Datamanager Professional.

Devpac ST v2
STOS

ACCESSORIES

Start Magazine ..
STto Scart.....
Mouse Bracket ..
Trackball

ST Open ended lead ...

3M Mouse Extensiol
Mouse Lead

n...

10 Parrott DS/DD 3.
ST to Composite (2
ST to Centronics....
Mouse Mat (hard)..

Joystick/Mouse Extentions.

ST to Midi (2 leads)

5"
phono)

HARDWARE

Philips 8833 monitor ...
Star LC10 col. Printer..
Vision 4200 colour monitor.
Philips Pro CM8852..
Star LC10 printer inc
Star LC24-10 printer.
NEC P2200 printer ...

Atari 1 Meg Internal
NEC 1 Meg Internal

Epson Lx800 printer .....

Drive.
Drive ..

PLEASE CALL IN AND SEE THE LARGEST SELECTION OF SOFTWARE IN THE MIDLANDS
ALL PRICES INCLUDE POST AND PACKAGING AND VAT AT 15% ALL PRICES ARE SUBJECT TO AVAILABILITY
PLEASE MAKE CHEQUES PAYABLE TO: “MILES BETTER SOFTWARE”

ACCESS AND VISA ORDERS PHONE (0543) 466577

COMPUTER CROSSWORDS

EXCLUSIVE FROM AKOM LIMITED

Featuring
Vol ,2,3&
THE TIMES Jl(l)bl:ll::: i’uzzles 1932-87
and

The Sun Volumes 1,2,3&4

Prices of software are as follows:-
For Amstrad 5'4", IBM 54", IBM 3'4", Archimedes, Atari ST
Times discs are £19.95, Sun discs are £18.95
For Amstrad 3", RM Nimbus 3'2", BBC 34", Electron +3,
Master 128 ADFS
Times discs are £18.95, Sun discs are £17.95
For Spectrum +3, BBC DFS 40, DFS 80
Times discs are £16.95, Sun discs are £15.95
For all Acorn, Spectrum, Amstrad cassette systems
Times cassettes are £9.95, Sun cassettes are £7.95
Prices include postage, packing and VAT (£ surcharge ex UK)

Please send me:

The Times Computer Crosswords Volume(s)
The Times Jubilee Puzzles 1932-1987
The Sun Computer Crosswords Volume(s) ........cccccueucuncunieciuncnns
my system is: (delete as appropriate) IBM/Amstrad/BBC/Spectrum/
Atari ST/Nimbus/disc/cassette/3"/3'2" /54"

Computer model (details) ..o

| enclose cheque/postal order for £ (payable to):

AKOM LIMITED 51 MANOR LANE, LONDON SE 13 5QW TEL: 01-852 4575

3D Pool..

5 Star Compilation
Action ST Compilation
After Burner

Arborne Ranger

Andes Attack

Baal

Balance of Power 1990
Ballistix

Barbarian [I

Batmar - Caped Crusader
Battle Havks 1942
Blastero:ds

Bombuza.

Borodino.

California Games
Chaos Strikes Back
Chuckie Bge

Colossus Chess X
Cosputer Maniac's Diary 89
Coseic Pirate

Crazy Cars 2
Custodian

Cybernoid 2

Dark Fusion

Deep

Disk 15 Conpiiation
Double Dragon

Dragon Ninja
Dragonscape

Dreaezone

Driller

Dugeer

Dungeon Yaster

fiste

Enanuelle

F-16 Conbat Pilot
Falcon

Pederation Of Free Traders
Flying Shark
Football Director 2

12 50
15 99
1499
1499
15 99
650
12.50
15 99
12.50
12.50
12.50
HRL)
12.50
JEY
18 99
99
950
12.50
15.99
750
12.50
12.50
14.99
14,99
14 99
1499
i2.50
12.50
12.50
12 50
1599
15.99
12.50
15.99
15.99
12.50
15.99
15.99
21.99
12.50
12 50

US136 overdrone.
Galdregon's Dosarn 12 50 President is ¥issing
Gases  Winter Bdition 1499 orison
Garfield 12,50 purple Saturn Day
Gary bineker s Hot Shot 99 3-Type
Gunship 1599 Raffles
HRY (Human Killing Machine) 1099  Ragho [1I
Heli Bent 12,50 Road Blasters
Heroes of Lance 11.99 Robocop
Highway Hawks 250 3gcket Ranger
it Disk Vol ! Compilation 15.99  3ugby Simulator
Hostages 5.99  <yp the Gauntlet
L 12.50 3105 - Games Creator
¢ 13 gage
international Karate { [K* ) 1499  5oce Bali
International Soccer 1250 3pace Aar ier &
Jean of Arc 1499 5peedbat
Journey to Centre of farth 9 g t:;g Inage
Kenny Dalglish Soccer Manager 12.50 torezrooper
King of Chicago 15.89 3 Fighter
King's Quest ¢ 1799 zuper Hare-On
Kristal 1899 Superman - Man of Steel
LED Stora 199 13lespin
Last Duel 10.99 Techno Cop
Leaderboard Birdie 14.99  Teenage Queen
Leisure Suit Larry 2 1799 Thunder Blade
Loabard RAC Rally 1599 hunder Wing
Han fiunter 2199 s of Lore
Hega Pack Tynesoit 15.99 wan
Kickey House 1493 rac Hanager
"lt'upmse Soccer 15.99  7riag Vol !
ue 2 W9 TripaTron
1499 (liisate Golf
Yotor Massacre .99 Veranator
Nigel ¥anseli s Grand Prix 1750 Victory Road
Kight Hunter 14 99 Vindicators
Operation Welf 12 50 Wanted
Orbiter 159 far in Middle Eart
Out Run Buropa 10.99  Wec Le Hans
Pacania 12.50° Weird Dreans
1799 Zak KcKracken & Aliens
19.99  Zan Golf

EN

=0 The Instant Catalog=en:

INSTANT, Boston House, Abbey Park Road, Leicester LE45AN
MailOrderOnly. State Computer’s make and model.

P&P: 50p on orders under £5. EEC 75p per title.
Whole World £1.50 per title for Air Mail.

New titles sent on the day of release.

0533 510102

FOR DISK PRICES & NEW RELEASES PLEASE RING US.



WELL, NOT QUITE - IN FACT WE'RE GIVING A FREE CHEAT DISK, FULL OF MARK
LAWRENCE'S TOP HACKS, WITH EVERY SUBSCRIPTION TO ST ACTION

For a twelve-issue subscription: Please sign me up for a twelve month subscription to

Make cheques/postal orders i . ;
payable to ST Action ST Action. | enclose suitable payment/access details

UK £14

Europe £30 Bafde k... ) LR e BN T e Cpge (RS
World £40

ST Action Dept Subs,
10 Theatre Lane,
Chichester,

West Sussex,

PO19 1SR

Or order by telephone:
C/O Brenda on (0243) 533575 ACCESES NUMDEL.... . .ccime i cmrrearmmtssmsasmh st dsaduseabase s sacivmes

*
This is, of course, a complete and total lie, but you've probably guessed that already...
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