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Tient gd the clef
-
pies' 
k o s t  
l a  
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But not no i  hat they've been evicted!
Morticia. Lurch, Granny. Pugsley and Wednesday
hate gone back to their creepy abode to regain
possession.

They're the Spooldest latokf
But not now that they'w disappeared!
As Gomez you must find your loopy loved ones
In their spooky mansion house.

ihev have tie 6oidesi fun err!
But waich out for Tully Alford - he plays mean.
Tully is the trecherous lawyer intent on stealing
the family fortune and who has many a dirty trick
up his sleeve.

ty Ore a ivie dare!
And you'll be shakin'. rattlin
1 a n d  
r o l l i n l  
w h e n  
t h e

spikes. monsters and ghosts save the last one for
you! If you solve the ponies and follow the clues
you might lust save the
%ddams Family so that
they can...

AMSTRAD • ATARI ST
CB111 AMIGA

Available on
Nintendo
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Bud Made Him Simple. Science Made Him A End.
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6  Cl i !
All the latest poopers ord scoopers live
from the European Computer Trade
Show.

13 LETTERS
Anarchy in the UK - a letters page more
radical than er, Bari Simpson

t: TORNADO
The new Plight sim from the makers of
F-I 6 Combat Pilot

II 8 FEATURE
We delve through a pile of clue books and
ask: is  Una Stubbs real?"

23  REVIEWS
Fab, cute or a ,oral no-no? Check out the
critics' review section before you spend
your Says

42  MIRAGE UNDERWRAPS
Misanthropists ahoy! We take a peek at
Humans and Ragnarok - the new
offerings from Mirage

50 COMPETITION
Domork goes football loopy
, w i t h  t h echance to win a week's first-class
coaching arid a night on the town with
George Best*

53 SHORTS
The brief lowdown on the games that didn't
make the hallowed review pages

5 5  DEJA VUS
A humungous helping of
deia vus including Space
Guest IV Eye Of The
Beholder II and Might And
Magic III

6 0  PD  FILE
Everything you've always
wanted to know about Public
Domain and were too
afraid to ask (well._ almost).

6 3  C OM P E TIT ION
Virgin give away a piece of priceless
artwork and a well smart black MAI

bomber jacket.

6 4  BUDGETS
Resident thug Bloggo calls for
family help when reviewing the wealth
of this month's barga in  budget
buys.

6  c.t COMPETITION
Nay, nay there must be some

mythtake l Nape, you can Win a
spanking new CDTV, a  Trebor Fruit

Salad and copies al Myth

7 0  CRYSTAL TIPS*
and Alistair

A large helping of tip bits including a
complete solution to Harlequin and lab
Titus The Fox maps.

7 8  ADVENTURES
It's the adventure problem hotline
hosted by agony aunt extraordinaire
Mike Gerrard

8 6  YIKES
More madcappery from ZERO's Driving
Ace, Mad Dog, the excellent Dove
Excellent, plus the Jsuol dose of
unintelligible banter
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It's just like Gyles
Brandreth -  it simply goes

on and on and on and
on and on...
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It's that European
Computer Trade

Show time of year
again, folks. The

time when the
whole of the

computer games
industry puts on a

suit and tie and
meets up in North

London to show
off its new

products. ZERO
was there, in

force clutching its
collective box

brownie, Bic
ballpoint and a

spiral-bound note
pad. The mission?

To bring you the
hottest news.

1 1 . 1 1 1 . 1 1 . 1 1 . 1 1 •
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ACCOLADE
Accolade was  there in force at
the show, armed mos t ly  with
PC titles. Ha r d b a l l  III is a
baseball game featuring the
voice of  Al Michael,  the Richie
Benaud of  baseball_ Out now
on PC, it  includes eight
accurately-rendered Major
League Baseball parks,
supports Soundblas ter and
Adlib sound boards for Al's
play-by-play commentary .
Legend's new graphic
adventure,  G a t e wa y  is
corning along apace. It's out
on the PC only  in mid-June.

ACTIVISION
Leather Goddesses Of
Phobos  II was look ing pret ty
near complet ion,  and rather
excit ing in a 'busty females '
sort of  way. We look forward
to its September release on
PC. The company  is also
launching two new
compilat ions:  The Lost
Treasures Of Infocom,
housing all your fave Infocom
text adventures on PC, and
P o we r  Hits,  10 old Act iv is ion
favourites inc luding Bomber.
Ghostbusters, Shanghai  and
Die Hard on one disk. Power
Hits should be out  in May  on
Amiga,  and a few weeks later
on PC.

AUDIOGENIC
World Class Soccer is a
foot ie s im which prov ides you
wit h s ide-on and t op-down
viewpoints .  It should be out
on the 1Meg Amiga just about
now. The long-awaited Super
League Manager should be

available now on the i Me g
Amiga and the ST, in a special
pack which inc ludes a free
copy of Emlyn Hughes
International Soccer (the two
can be used in conjunc t ion
with one another).

CODEMASTERS
Those loveable Codies have a
few new tit les scheduled for
16-Bit release, inc luding
Captain Dynamo (a sort of
superhero pens ioner
character), CJ3: Elephants In
Space, and Grel And Fella
the fi rst garden 'em up... er,

if you don't  count  Magic
Garden, that is).

COKTEL VISION
Although French publisher
Coktel Vis ion doesn't  seem to
have sorted out  its UK
dis t ribut ion at the moment ,
it's apparent ly  only  a mat ter
of t ime before we're t reated
to t it les like Fas c inat ion -  a
graphic  adventure t it le
already available in France
but now souped-up for the
CD-ROM. The
new version
includes
digit ised speech
and full mot ion
v ideo bits.
Sargon Attack
is a new graphic
adventure
based upon a
'bande
dessinee' and
dest ined for an
all f ormat
release. Inca is

a 'mythical quest  through
space and t ime',  an act ion
adventure that transposes the
discovery of America and the
South American c iv ilisat ions
into outer space. Spook!
Gobl ins  is a smart  lit t le t it le
in which you cont rol three
mischievous imps.  Their king
has gar& bonkers, and it's up
to you to fi nd a cure.

COMMODORE
The company  was proudly
s howing of f  its new baby -
the long-awaited Amiga 600.
The machine is sleeker, cuter
and a third smaller than the
A500. I t s  more PC-ish in look,
having done away  with the
extra numeric  key pad and
accomodat ing a built -in
modulator.  In addit ion,  there's

a Smart  Card facility which
could prove revolut ionary  for
the sof tware industry.  Smart
Cards are basically mini-
cart ridges which,  if  publishers
begin to develop games for
them, wil l  mean one in the
eye for piracy. Perhaps the
best thing about  the new
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Amiga is that it's retained its
former price of E399.99, and
for an extra 100 says you can
get a built  in 20MB hard disk
to boot! It should be available
in May packaged with
Workbench 2.05, D-Paint  Ill
and an as yet unnamed game.

( • RE DESIGN
Derby-based Core has carved
quite a niche for itself really,
and the new product  line-up
looks set to maintain the high
standards. Premiere is the
title of  the next game f rom
8th Day lof  Heimdall fame),  to
be shipped on ST and Amiga
in July. Curse Of Enchantia
is a graphic adventure slotted
in for an August release, to be
followed in Nov ember by
Chuck Rock II -  Son Of
Chuck.

DOMARK
Domark  was sport ing its new
football game,  Euro Foot bal l
Champ,  the convers ion of
Taito's coin-op,  on Amiga and
ST. It should be Out in June.
The company  was also
showing of f  the latest on
Harrier Assault, the latest

fl ight  s im to be coded by
Simis,  scheduled for release
in Augus t  on all formats.

ELECTRONIC
ARTS
Electronic Arts cont inued to
impress with the latest on its
murder and mystery graphic
adventure, The Lost Files Of
Sherlock Holmes, and its
dogfi ght ing extravaganza
Heroes Of The 357th. Risky
Woods  is a brand new

plat form arcade adventure
f rom a Spanish team of
f ormer Dynamic  bads. EA is
also developing the PC
vers ion of  Atari coin-op
Ramparts.

ENTERTAINMENT
INTERNATIONAL
On the Empire Label comes
the new,  fi lled 3D, tank war
game Campa ign .  Covering
the durat ion of the Second
World War, you' ll be able to
get to grips with over 100
dif ferent  vehicles, plus
art illery and air support ,  and
get to cope with the problems
of supply  lines and maps  of
up to 3200km lie the size of
Europe!),  Campaign hits the
streets in May  on ST, PC and
Amiga.  El also announced a
brand new budget  label,
Touchdown,  wit h fi rst
products inc luding
Pipemania,  Emly n Hughes
Internat ional Soccer and
Gazza IL

EUROPRESS
Little has been heard of
Europress on the
entertainment  sof tware f ront
since the highly  raved-about
Lombard RAC Rally back in
the days of  yore. Af ter this
t it le was released as a budget
on Ocean's Hit  Squad label -
and prompt ly  topped the
charts t h e  Europress bads
decided it  was t ime for
another foray. Hence Dojo
Dan,  a fast act ion, twenty
level plat t ie number,  s tarring
a cutesy Japanese teenage
warrior chap. Dojo Dan is
dest ined for Amigas  this
June, priced E25.99.

news

GREMLIN
The bods at Gremlin were
displaying Daemonsgate,
the rather smart -look ing RPG,
scheduled for release in June
on all formats ;  Zooi,  a cutesy
Sonic-y game which should
be out  on Amiga and ST in
July, and the long-awaited
God s im Flag,  whic h has now
slipped unt il August .

IMPRESSIONS
Impressions was tout ing a
futurist ic game of interstellar
colonisat ion,  A r ma d a  2525,
due out on all formats  in July,
plus the fantasy PPG Pa lad in

2 for a
June all
format
release.
Air Bucks
the airline
manage-
ment  s im
is also
nearing
completion.

INFOGRAMES
French company  Infogrames
had the fabulous-look ing
Et ernum on show -  a
sophist icated RPG, s imilar
to Drakkhen but more
adventurey. It should be out
on the PC in May. New Disney
Sof tware inc luded the Dick
Tracy Adventure game,
which' l l be released on PC
and Amiga in May;
Rollercoaster - a
rollercoaster design and
management  sim, and
Heaven And Earth both
scheduled for Nov ember on
PC. and Stunt  I s land to be
released on PC in September.
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Vikings Field Of Conquest

KRISALIS
As well as showing the latest
on foot le licences G r a h a m
Taylor Soccer Challenge
and John Barnes Euro
Soccer, Krisalis  announced
the sequel to the ever-so-
successful Shadowlands
(published by Dorriark).
Shadowv eodds  wil l feature
many refi nements  to the
original game system and
wil l  be set in an all-new game
world,  The game wil l  actually
be set in the far distant future
-  you'll get  to control a band
of space pirates marooned on
an alien planet.  Your quest?

Grahams Taylor  Soccer
Chal lenge
To fi nd the wherewit hal to
escape. Krisalis  wil l also
dis t ribute US-based Digitek's
Vikings Field Of Conquest,
a strategy s im for up to six
players, in the UK on Amiga
in May  and PC in the
Autumn.

MICROPROSE
The Tetbury-based s im
merchant  was rather chuffed
to announce its acquis it ion of
Paragon sof tware - the
geezers behind the two
Megat raveller titles.
Meanwhile,  on the home
front, Mic roProse was
s howing of f  some graphics
for Harrier,  demos  of ATAC

ECTS SPECIAL

ZERO

and Dark/ends, and
announc ing t wo new tit les for
the far distant future.
Na p o l e o n  wi l l  be a new
strategy war game and
Haun t ed  is a new Magnet ic
Scrolls 3D RPG, both for
Nov ember release on PC
Spect rum Holobyte's  Cris is in
The K reml in  was also on
display wit h news  of a brand
new fl ight  s im t it led F
-
1 8
Hornet.

MILLENNIUM
New products in the offi ng
here inc lude Ac quabat ic
Games  (Bathelona Eelimpets
'92). s tarring James Pond in all
the major events, to be
released on ST and Amiga in
June, and Robocod 3 -
Splash Gordon, which
should be ready by November.
Other f orthcoming goodies
inc lude Rome,  a 3D isometric
God s im using a souped•up
vers ion of  Mil lennium's  f ormer
Robin Hood engine, Rome will
be available on Amiga and PC
in September.  The company 's

Daughter  Of The Serpents

first graphic  adventure,
Daughter Of The Serpents,
set in Egypt  in the 1920s, wil l
be out  in October on Amiga
and PC.

MINDSCAPE
Mindscape now have 16 CD-
ROM t it les on their books,
inc luding games  such as
Wing Commander and the
collected works  of Ult ima on a
s ingle disk. One of  the
original t it les writ ten wit h CD-
ROM in mind is the excellent
Sherlock Holmes,
Consulting Detective. It
prov ides you with three
dif ferent murder mysteries to
solve in the streets of olde
London towne,  It contains a
total of  90 minutes  of full-
mot ion v ideo - featuring over
50 characters, 70 dif ferent
period costumes and fi lmed
in 25 spec ially -built  Victorian
era sets. On the down side, it
was  made in America,  hence
some of the actors appear to
have been coached by Dick
Van Dyke when honing their
chirpy cockney accents.
However,  you' ll need a PC CD-
ROM drive and E49.99 to

experience it. Legend was
also on s how a  role-play ing
adventure f rom the team
responsible for Bloodwyche
Set to appear on all formats.
Look out  for a full rev iew in
next month's  issue_

MIRAGE
Gadget  Twins  is a two-player
romp f rom lmagitec,  creators
of Humans  Y o u  team up and
assemble 'gadget  ships' to
defeat a mechanical enemy.
It's out on Amiga in
September and on PC in
December. Dwa g o n s  is
another two-player game,  this
t ime featuring a split -screen
and a couple of  cutesy dragon
pups. Amiga owners  can have
a bash at it in August,  while
PC owners  will have to wait  't il
September.

OCEAN
Forthcoming of ferings f rom
Ocean inc lude Hook ,  the
graphic  adventure based on
the fi lm,  which should be out

on all formats  in June;
Pushover, a puzzly
number where GI Ant
has to fi nd Colin Curly 's
quavers whils t  tackling a
plethora of  domino-like
obstacles_ Pushover is
due out  on Amiga and ST
in the summer.  In
Sleepwalker, a cutesy
plat form number,  you

play a loyal dog who has to
guide your py jama-c lad chum
all over the shop and prevent
him f rom wak ing up -
scheduled for release in the
autumn on ST and Amiga.

PHILIPS
In direct  compet it ion to
Commodore's  CDTV comes
Philips' CD! (or Compact  Disk
Interactive), unleashed in
Britain for the fi rst t ime at the
ECTS. There are now
bucket loads of  new tit les for
this new system. Covering a
wide range of  subjects, they
each feature a pot  pourri of

narrat ion,  music,  sound FX
and pictures, wit h the
capability  of  cross-referencing
between subject  headings. For
instance, Treasures Of The
Smithsonian lets you take a
tour of  the USA's scientific
heritage, whi le Luc iano
Pavarotti: 0  Sole Mio lets
you lis ten to some dit t ies
whi le you explore the famous
tenor's  life, works  and
digest ive tract_ The
forthcoming Ar t in the Soviet
Un ion  brings  you face to face
With a number  of priceless
Russian potato sculptures.
Less use is made of the
hardware's  poss iblit ies  in t it les
such as J i gs a w
-  o v e r  
3 , 0 0 0
j igsaw puzzles on your TV
'prov iding endless family  fun'.
We think  not.

PSYGNOSIS
Big news  f rom wacky Liver-
pudlian funster Psygnosis is
that it's snapped up the rights
to dis t ribute FTL - the
company  behind the classic
Dungeon Master. The PC
vers ion of  this miles tone t it le
should be out  as you read this,
priced E34.99. At hlet ic s  is the
work ing t it le of  a mult i-sport
Track And Field-style title,

scheduled for a June
release on all
formats.
Aquaventura
should fi nally  have
seen the light  of  day
by now,  priced
£25.99. Red Zone is
a fi rst-person
perspective, bike
racing s im featuring
replays, pract ice and
racing on authent ic
recreat ions of world
famous  racing
circuits, Red Zone
should be out  now

on Amiga,  wit h an ST version
hot  on its heels.

Athletics
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1RAGE
Rage is the name of a brand
new sof tware publisher,
spawned by top development
team Special FX. Yep, the
guys that brought  you
Batman, Robocop 2, The
Untouchables and Hudson
Hawk have now put  together a
title they're so chuffed with,
they've decided to publish it

Pak  or
themselves. It's called St riker.
and Rage claim it's "t he fastest
3D soccer s imulat ion ever! ".
From what  we've seen of  it,
soccer fans had bet ter stay
tuned, because Striker is
shaping up to be f renet ic foot le
fun. Forget the t iddlers  you'll
have seen in other Kick Off-
Style games, Striker's sprites
are enormous, and they speed
around the pitch at an impres-
sive rate of  knots. St riker is
destined for iMeg Amigas  and
ST's as you read this  - look for
the full rev iew next issue.

THE SALES CURVE
It's taken us from SWIll to Strip
Poker and now The Sales
Curve has announced its fi rst
movie licence - and a rather
desirable t it le it is too. The fi lm
is called The Lawnmower
Man,  and it's an independent
fi lm that's been taking America
by storm, Based on a short
story by Stephen King, the
movie delves into the world of
virtual reality, featuring stunn-
ing computer-animated se-
quences. It's set for UK release
in June, but  you'll have to wait
until Spring 1993 before you
get your mit ts on the game.

SIERRA
At Sierra's stand was  the
graphically  impress ive Laura
B o w  2, the sequel to The
Colonel's Bequest- a tale of
murder,  mystery  and
suspense scheduled for
release in J une.  The
heroine's a chick, so it's
bound to be smart.  The
company  is also current ly

Laur a  Bow  2

busy work ing on K ings
Gues t  VI,  which should
be ready by autumn.

THE
SOFTWARE
BUSINESS
Amongs t  its other
labels, The Sof tware
Business was showing
off a host  of Amiga
products on of fer f rom
Italian publisher Idea, all
for release in May:
European Soccer,
based on the '92
European Champion-
ship; Crazy Seasons, a
cutesy plat f orm game;
Sturmtruppen and
Cat t iv ik ,  both cutesy
romps  based on famous
Italian cartoon charac-
ters, and Smash,  the
first tennis game wit h a
side-on v iew -  and
rather good it  looks too.

STARBYTE
Starbyte's Space
M+A+X is a
management  and plan-
ning game based on a
NASA t raining program.
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Tito Law nnsow or  M a n

Your ass ignment  is to cons-
truct and operate a space sta-
t ion in low earth orbit  within a
limited t ime schedule and bud-
get. Out  now on Amiga and PC.

SYSTEM 3
System 3 announced two
brand new titles - its first coin-
op licences - for later in the
year. St r ik ef orc e is subt it led
Def ender  3,  and comes f rom
Midway ,  while Super High
I mpac t  is an American football
coin-op, current ly  doing the
business in the US. Both these
titles will appear on PC and
Amiga some time around
Christmas. After the stonking
Myth will come Silly Putty, a
highly  original t it le in which

ECTS SPECIAL news

you' ll get  to take on the role of
a blob of  putty. St retching and
bounc ing your way around a
half -built  skyscraper, you can
absorb any thing biological and
take on the shape and charac-
teristics of  your enemies  in
your bid to save y our f riendly
solar powered robots,  Highly
addict ive pliabilit y  is promis ed
when Put ty  hits the streets in
September.
Sil ly P utty

T his month sees the inielig0M
--
irof a  h o s t  
o f  n o r m  
t i t l e s  
i n t o  
t h e

charts - six on the Amistr'and seven on the ST, although
only one new game makes an appearance in the PC top ten.

Why the proliferation of goodies on the so-called 'games
machines'? Why do the combined tilinricetting muscle of companies
like Origin, MicroProse, Gremlin and Electronic Arts choose this time
of year to unleash their latest wares upon an unsuspecting, game-
hungry public? Well, it's to do with the fact that not only is it Easter,
but also the first annual European Computer Trade Show (ECTS).

Topping the Amigo chart this month is thcr hos-b4it t_tiadrOfrka difficult) shoot 'em
up, Project X, from the guys previously -esponsibile; ioc-Alen Breed and Full
Contact - Team 17. Immortalised by their stering PD achievements, they seem to
have made the transition to mainstream p u
-
b t i s h i n g  w i t h o u t  
a  h i t c h .

Ultima Underworld is one of those games which has to be seen to be believed
-  obviously PC owners view it-the same woy, sending it straight in at number one.

The term 'Jong awaited' is now synonymous with owning an SI This can be
applied ta a number of this months cher! entries. F- l Grand Prix, Robacop-3 and
Populous 2. The release of these -
k o a l a s  4 1 : t c w i r s -
t h a t  
t h e T r e ' s  
t i f e L i n  
t h e  
o l d  
d o
g  
y e t
.

An indication of how cheery you games buyers ore runs-through all three
charts - Black Cript, Shadowlands and Ultima Underworaall speak volumes
about your state of mind - miserable sodill

Providing support fo; sporty types, there ore lockstraps, t h i i
-
p e r e n n i o l - A n c o

odd-ens IfoorA, Links (golf) and Ion Bothom's Cricket From fledgling label --'
Celebrity. They managed to secure the rights to use old Beefy's name, spent -
oodles on marketing, development, production and the like, leaving Oul -
1) ,rst  o n esmall detail -;- the bloody thing won't work. Better luck next time, Cele&

Notably absent from both PC and SIville, Gremlin makes its mark on the-
Amiga chart with two much-hyped titles - Space Crusade and Harlequin. Hats off
to these guys, who once upon a time came within a hair's breadth of being the
right Rod neys of the software world with such gems as FOFT, Butcher Hill and
Gary lineker's This, That And The Other. Now they're a real force to be reckoned
with, with a reputation for playable, quality games.

MicroProse, with a total of seven entries including newies Special Forces and
Knights Of The Sky (ST) is this month's undisputed king of the charts. US Gold
comes in o respectable second with three tenth positions and five entries in all.

Lemmings just keeps on ci-sellin and provides Psygnosis with a monthly
mention With the large amount of quality games emanating from the _ . . . , ,
Merseysiders, it's weird how this one game can capture the imagination i3 so-
many punters. _

The sim scene is as buoyant as ever, with Falcon 3 .0 , - A 320
-
A i rb u s,  l e t h g h t e r

2, Secret Weapons Of The Luftwaffe and Knights OF The Sky_off flying (groan) offthe shelves.
Special mention this month to Software Toolworks' Chessmaster 3000 which

despite lacking multi-parallax scrolling and a sixty billion colour palette, and
although it's the twenty miHionth chess game to come out since the down of
computers, can still shift due to the attraction of theticisic (I) garne of chess. let's
hear it for good gameplay. Yeah!
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news

Assassin

TEAM 1 7
After the success of  Alien
Breed and the warm recept ion
to its latest game,  Project  X
(see full rev iew on page 461,
Team 17 was  ready to
announce two brand new
games for the 1Meg Amiga.
Assassin,  an arcade act ion
game being programmed by
Dave Broadhurs t  of Bubble
Bobble fame, and OHP
Rac ing,  an overhead driv ing
game. Both games  should
be ready for the big
Chris tmas rush.

UBISOFT
The Ubi's  brand new game is a
strategy combat  game ent it led
Perfect General. Based on a
12 year t ournament  series, this
game should t ruly  test your
warring skills. It 'll be out  in
June on PC,
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ECTS SPECIAL

US GOLD
US Gold's  posh suite was
packed wit h lots of  our
verbose cousins f rom across
the pond.  Dav id Ashby, top
chap at Access, was showing
off  his golfi ng classic, Links
(for the Amiga),  and the all-
new sequel Links 386 Pro
Ion the PC). This  game looked
incredible (albeit  running on a
33Mhz 486 -  the min imum
hardware requirement  is a
386, hence the tit le), featuring
a Windows-s ty le system that
allows you to display a
selection of  screens
s imultaneously .  It's just like
watching golf  on the telly.
Meanwhile,  US Gold was
proudly  announc ing t wo
brand new s ignings -

D- Da y

Links 3 8 6
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Cineplay and Sir-Tech. Sir-
Tech is the company  behind
the classic Wizardry  series
(almost  as old as Ult ima and
c laiming to be the first RPG
to feature the fi rst-person
perspective). No w US Gold
will t reat us to Wi z a r d r y  6:
Bane Of The Cosmic Forge
(rev iewed on page 36) and
Wizardry 7: Crusaders Of
The Dark Savant, so we'll
soon get to see for ourselves

P l a r v i a t i on

if the games live up to their
high reputat ion.

Cineplay is the company
behind classic t it les like
Rocket Ranger, Defender Of
The Crown,  Centurion,  and
now Free DC (full rev iew on
page 341. Free DC was a
combined ef fort  f rom
Cineplay and Will Vinton
Product ions, the guys
behind Claymat ion (famous
for the California Raisonsl).
Us ing this revolut ionary
digit ised animat ion
technique,  Cineplay  now has
a s tunning animat ion
package up its sleeve called
Playmation, now due to
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Shipping cha rts supplie d b y Virg in  Compute r Ga me s Shop,  Virg in  M egastore ,  Oxfo rd  Street,  London W I .
Tel, (071) 631 1234.

visit these shores courtesy of
US Gold.  SSI had a tab-
looking new strategy s im
called Great Naval Battles.
This baby has the pedigree
of being writ t en by the guys
behind Silent  Service 2.
Midnight Sons is another
brand new SSI tit le, this t ime
in the shape of a sci-fi RPG
boast ing s tunning 3D
isometric  c inemat ic
sequences. Expect it  on PC in
July, Amiga in August.
Meanwhile,  on Loric iel's
strategy label Futura,  the
sequel to the lovely  Sherman
M4 is shaping up in the f orm
of D
-
D a
y .  
T
h
i
s  
a
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b
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s

project  lets you play
any thing f rom a humble foot
soldier to supreme
commander.  You can play
the game as a strategy t it le
or as an act ion game,
cont rolling tanks, planes  and
ships! 0-Day  will be available
on all f ormats  in June.
We can't wait !

VIRGIN
In a rather spectacular launch
ceremony  involv ing spooky
French programmers
performing Tel Chi and
'levitat ing'(! (,  Virgin unveiled
Dune for general
consumpt ion.  St rangeway 's
Apoc aly ps e (formerly  a
Mirrorsof t  product) is now
dest ined for September on
ST and Amiga and has been
joined by another ex-
Mirrorsof t  tit le, Rowan
Software's Reath For The
Skies -  penc illed in on all
formats  for October. Archer
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Rook i es
MacLean's Pool (on ST and
Amiga) and Westwood's
K y r a n d i a  Ion PC and
Amiga,  Underwrapped last
month) are both to see the
light  of day in September.
Rook ies  is a brand new tit le
coded by Perfect Set - it 's a
3D isometric  'God game'
featuring my riad object ives
and 20 t iny  troopers.
It's a tongue-in-cheek
strategy number scheduled
for an aut umn
release on Amiga,
wit h PC and ST
versions to follow.
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"These are the best cartoon action games I've played for ages! Fun, adventure, action and

1992 C o d e m a s t e r
l a l t  R N

s Limited,  PO Box 6, Leami ngton Spa, Warwickshi re CV32 OSH.  A 4 ' ) 1

playability all for £2499! Seymour's so funny, Slightly's got so much in it, Spike is packed with

puzzles, Cl's Elephant Antics is non-stop action fun and Treasure is,and Dizzy is a great arcade 4 1 4 1 1 1 1 i l l a L A  0
1
)

adventure! 100% fun - to the max!" Dav id Dar l ing

Tel: 0926 814132.



playability is what sets it a
par t .
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AMIGA

Rol'h grafr4k4lly itre forrre4 /41.r Jr 4/0/,ft/Mot.. wet/ von% korg'cots ,r /9/20•
CAVE Of # 1 1 Z rJ'ifeer . 9 7 4  ao

e4sp, ronleodet for Oime of 14e rear'
4#04 95,4, SOPIVSTAIR

•OMMODORE

de51
imivers
, 
:
i
s

,
o
s
t
i
;  
y
o
u

Alci, stay alert!.
Your oniy hope of reaching
showdown is to unlock the
• PARASOL ST

OCEAN SOFTWARE LIMITED 6  CENTRAL SIRE R M 2  5NS TEL: 061 832 6633 FAX: 061 834 0650



Here it is, the
mouthpiece for

the portion of
our reader-
ship who've

obviously
been out in the

sun too long. Part
soap-box, part debating

chamber and part freak show
- it's the ZERO Letters page.

ALIEN GU M
I have been a subscriber to y our mag for
over a year now, but  when it  arrives I am
so excited that I just rip the disk off  the
front cover, leaving an uns ight ly  white
mark. So I have enclosed a piece of
'Higher Intelligence Space Tack' which
will not rip the cover and can be used for
about six magazines.
Nez Wright,
Derby.

You've split the office right  down the
middle with this one, Nei.  When asked to
analyse the sticky blob you sent in,
Duncan McDonald (who has a GCSE in
Amorphous Adhesive Compounds )
exclaimed: "Well,  this is a new one on
me. It's definitely of  some strange, alien
construction". However,  the ZERO
cleaner claims that it is in fact Wrigley's,
possibly Juicy Fruit, Thanks anyway. Ed.

A DYSLEXIC WRITES
Did you know that an anagram of
'Amiga' (if you add some letters and take
some away) is 'I own a Commodore
computer and as such I possess no
gonads'.
Jon Hunter,
Germany.
PS. I 'm not  German.

Sure you're not German. That's why  you
live in Germany, isn't it? I suppose you're
going to tell us you don' t  own an ST and
you hate frankfurters next, aren't  you?
Dops, sorry - that was a gut  react ion.
Ed.

MYSTERY LETTER
I'm just writ ing to say that I think your
magazine is total crap. It's the biggest
load of bollocks I've ever had the
misfortune of  reading.
Anon.

Well, really !  I t ' ll be a sad day for
journal is m when a magaz ine is pilloried
jus t  'cos it's a big load of  bollocks.
Anyway,  'Anon',  you' re not  fooling
anyone, you know - the handwrit ing,  the
use of  the crayon and the Garfi eld
notepaper, the c ommand of  English, You
don't  have to be Inspector Morse to work
out  -  it's you. Bran dreth, you loser, E d .

WHAT'S THE TIME?
You have made an inexcusable error a t
the end of  your mag,  the copyright  is still
under 1991. You've done this for three -
count  'em, three -  issues. Wake up, Dave,
and smell the coffee - it's 1992, damn it l
Mr Ed, Freelance Barkeep,
Dingly On The Woe.

Thanks for bringing this to our attention.
You'll be glad to k now that the man
respons ible has been fi red. He now
wanders  the streets, deserted by his wife
and children, a broken shell of  a man.
Enjoy the badge, won' t  you? Ed.

POND'S HAIR CARE
Please f orward the enclosed 'Pump &
Spray' money -of f  voucher to Mart in
Pond. I can only  assume he does not  slick
back his hair like all the other crit ics
because he cannot af ford the mousse or
gel. I don' t  like to see anyone stand out
because they 're poor, so I t rust the
voucher wil l help.  Thanks for a great
mag, it 's what  life's worth liv ing for.
Rob 'The God' Woods,
Yeovil.

No, he hasn't  really fallen in wit h our self-
bast ing corporate hairdo,  has he? Still,
s tand by the hairstyle of  any member of
my  s taf f - no mat ter how much it  looks
like it's been dragged through a hedge
backwards Ed .

AMAYA STARKERS SHOCK!
After watching Gamesmas ter a while
back, I reckon that Amaya Lopez should
get her kit off and pose in sk impy undies
ifor charity, of  course), in a special Under
Wraps pull out.  On second thoughts,  how
about  a Strip Poker cover disk with
Amaya.  She's certainly more attractive
than Patrick 'Stargazing Cyborg'  Moore.
Mad Rod,
Scotland.

When I put  this one to Amaya, she began
rant ing and screaming:  "i0y e,  Rod!
iPorque no vas a f reir esparragos".  I took
that as a 'no'  on this score. However,  i f
it's skin you' re after, we may  have a bit  of

letters

ENTENTE CORDIALE
As a Frenchman and a
European, I am mos t
unpleased by your regular
heavy-handed innuendoes

against us. According to ZERO, we
are: ' we i r d "  (issue 27, page 15; issue
29, page 53), "sex -maniac " (issue 28,

• page 32), "loony " (issue 26, page 21),I
e
t
c
.  
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• Union,  the English press ought  to
r forget this ant iquated nat ional pride
• and useless arrogance. I hope that
 the last fl aw of  your near-perfect
magaz ine wil l  soon disappear.
Gerard, The Weird Sex-Maniac
Loony Frenchman,
France

You are so right,  mons ieur,  and we
are t ruly  sorry. The root  of  the t rouble
has been ident ifi ed as our diplomat ic
relat ions advisor, a Mr  Alf  Garnet. We
at ZERO love all the dif ferent  peoples

; of  the world.  (Wel l_ apart  f rom the
Welsh, o f  course.) Ed.

a scoop for you in the next  issue. Lord
Baz has agreed to reveal all in a special
pop-up,  scratch 'n'  snif f  centre-spread.
The best  bit  is that plucky old Baz is such
a game lad, he doesn't  even want  any
money  for doing le (I f  you'd rather not
see 837 'naked as a jaybird'.  wri t e in to:1
Don't Want To See Lord Baz's Meat
And Two Veg, ZERO, 19  Bolsover St,
London,  W 1 V  2 8 g  and we' ll thalk
about  pult iog the picture). Ed.

BIGGER PRIZES
When I first read your mag,  I didn' t  think
it was that great. But  now I think your
mag is brill -  apart  f rom your stupid
prizes for your compet it ions.  Why  don' t
you give away stuff like Game Boys, but
ask some really hard quest ions?
Allan Richmond,
Sunderland.

Why, you lit t le ingrate!  Our prizes are
smart,  do you hear? Smaaart.  St ill,  jus t
for you (and any other grasping
freeloaders out  there), here's  our big.
money  comp°.  Our publisher,  Teresa
Mat ighan,  has k indly  agreed to hand
over full use of  her credit  cards for one
week to the person who can tell us, in
not  less than 50,000 words,  the answer
to the quest ion:  "is  there a God?" The
compet it ion is open to everyone
(except Dennis employees  and Dr Robert
Runcie). Ed.

WRITE TO THE ED,
ZERO, 1 9  Balsover Street,
London W I  V 2BP.
Star Letter winners
receive a ZERO T-shirt!
All letters win a ZERO badge.
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y it before you buy it! That's what the Computer Shopper Show is all
)out. It's the only exhibition that covers all you've ever wanted for your
unputer and more, so whether you're into consoles, Amigas, STs or PCs,
m't miss it!

s well as offering you the best deals around from major hardware and
)ftware suppliers, you can have a crazy time making your mind up what
o buy.

CI' ' E C K  O U T
the games arena

experience and be the first
to put the very latest

I software to the test.

Spring Computer Shopper Show
28-31 May, Olympia
Show opening times: 10am to 6pm each day

The show is taking place at Olympia Exhibition Centre,
Hammersmith Road, Kensington, London W14 and can be easily
reached by TUBE: Olympia - District line, Circle line. Picadilly line
and Metropolitan line. Or by BUS: Nos 9, 10, 27. 29, 91.

BOOK NOW: Complete and return the following coupon to: Spring
Computer Shopper Show, Earls Court and Olympia Ltd, Earls Court
xhibition Centre,
arwick Road, London SW15 9TA.
losing date for ticket applications 22 May 1992.

T A K E
a strole down Console

Alley and get the feel of
the latest consoles on the

games market.

Doitt wail for me ZOPO Boar before
docking into me Games log Book
NOW and save yourself some cell

No. 1 1  1  1 1

Spring Computer Shopper Show
28-31 May, National Hall, Olynipia
Name
Address

DIY
3 ET S M A R T

and take advantage of FREE
technical and buying advice from
Computer Shopper Magazine's

team of
experts and

the CU
Amiga
clinic.

save 25%
beat the queues
book early

Wits E4.50
Undo A's MOO

(ES & E4 on this
door)

P o s t c o d e

Please send me  a d u l t  tickets 1:414.50 and  c h i l d  tickets@E3.00
11)1 enclose a cheque made payable to Computer Shopper Show tor E
0  Please debit my ACCESS/VISA account

1 1  I  1 1  1  1  1  1 1

Pre-registration tort

1 1  1  1

Expiry date  /   S i g n a t u r e

Which of the following are you interested in at the show?
Amiga L  ST 0  Printers/Other Peripherals

E  PC 0  Games Software E )  Other Software GZ2
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y 0611POI.P M a c D o n a l d  with a preview ofparently brilliant PC flight sim. But
e not, Amiga and PC owners -  Digital

Integration will be releasing Tornado on all three
formats, it just so happens that the PC version will

be out first, and we've got hold of it, so here it is...

Me

T h e  screenshots speak f or
themselves, but  how does it all
move?" "Are the trees to scale

when you fl y along at 20 feet?" You' ll be
asking these and a hundred other
quest ions already, so we'd bet ter get
started. Well,  as regards the trees, the
answer is yes -  they 're to scale when
you're at ground level and s lowly  turn
into nothingness as you c l imb to the
giddy  heights that an aircraft  such as the
Tornado is capable of. Better than dots,
eh? Real trees - millions  of  them, all
over the shop - funct ional and aesthetic,
both at the same t ime. But what  else is
skill about  Tornado,  other than the trees?

Well,  fi rst ly (and as you might  have
guessed f rom the screenshots again)
we' re talking at tent ion to ground detail.
Not  only  is there an abundance of it, but
it's probably  the most  accurately-
modelled of  any s imulat ion to date_ We
needn't  even bother wit h words  - just
look at any object  on these pictures and
imagine it whizz ing underneath you at
600mph,  smooth,  fast and v irtually  jerk
free. (The blokes at Digital Integrat ion
are very proud of  their 3D engine,  and
right ly  so, f rom what  we've seen).

M E M

Lt for  the under  1 8  train.  (That's 'undul ati ng ter r ai n'.  Ed. )

There's something else on the
ground that  features heavily  in the game
too, and it 's something that  features
heavily in the life of a real Tornado pilot
-  undulat ing terrain.  Yes - bumps ,  lumps
and hills  that can reach a height  of
any thing up to 4,000 feet. The RAF
geezers crash into them in Scot land, you
know_ "Yes, yes, but  surely there's
undulat ing terrain in Falcon 3.0?" you
may say, and there is, but  it 's not  half  as
realistic. Tornado's  hilly  bits don't  look
like patchwork  quilts, they actually look
like hills.  You have to see them move.
Blur your eyes and wave the page about_
Get the idea?

Actually, it 's not  surpris ing we've
already compared Tornado to Falcon 3.0,
and it ' ll become more apparent  why  as
you read on. Digital Integrat ion seems to
be fated, as far as Spec t rum Holobyte's
Falcon series is concerned -  it seems to
be some sort of weird,  karmic  cycle. You
may remember that F-16 Combat  Pilot
came out  hot  on the heels of  the original
Falcon, and suffered as a result. While
DI's Combat  Pilot was an ex t remely
good s imulat ion,  Falcon pipped it  at the
post in terms of  gameplay,  thanks to the
exterior graphics and the f reedom of
mov ement  you were given. In Combat
Pilot, you were locked ins ide your cock-
pit, but  in Falcon you could go wherever
you wanted,  whether ins ide or out. It
made all the dif ference. It shouldn' t
have, but  it did,  even to purists.

In Tornado,  you' ll be pleased to hear,
there are no such problems .  Look up,
look down,  v iew f rom outside, zoom in
and out,  rotate, go satellite and all the
rest_ If you decide to spend your whole
t ime ins ide the cockpit, however,  a treat
awaits you -  the bitmapped interiors  are
fantastic, they 're exact replicas of  the
real thing.  Look up above your head,
look down to your knees and everything
is in place (almost  as if  it's been
digit ised). Learn to fly a Tornado in this
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TITLE Tor nado

PUBLISHER Digi tal  I ntegr ati on
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simulation, and you could one day sneak
into an RAF base and nick a real one.

So the graphics and the animat ion
are fantastic, but what  about  the fl ight
model? Well, the Digital Integrat ion team
are boffins, to the extent that they're sort
of slightly mad. If you play  the 'let 's see
what happens if  I go into vert ical fl ight
until I run Out of speed' game,  you' ll fi nd
yourself in a (possibly) uncont rollable
spin. Spin mathemat ics  are about  the
most complicated in avionics, so what
can I say? You feel confi dent  that
Tornado is a realistic experience
throughout. Much research has been
done. The fl ight model is top notch stuff.

Onto the miss ions then. Well,  as
Tornado is a state-of-the-art s imulator,
you get state-of-the-art opt ions -  you
can opt for the single 'just for fun'
missions, or you can play the part  of  a
pilot in an ongoing war situat ion, where
mission successes and failures have a
knock-on effect. You can go also for the
biggie, where you're the Air Commander
who despatches any number of aircraft
on missions of your own choosing:
waypoints, crew, primary  and secondary
targets, it's totally down to you (before
joining the fray in your own plane).  Oh,
and one thing I spotted in the not-yet-
finished manual,  and one of the fi rst
things a lot of people wil l want  to have a
crack at, is in the s imulator part  of  the
game - you can pract ice systems fail-
ures. Reckon you could land a Tornado
with its undercarriage shot out? A
wheels-up landing. Oh, joy  of joys.

Now, clouds are always neat touches
in fl ight sims, aren't  they? Well,  the
clouds in Tornado are superior to the
clouds in any other game you could care
to mention. Why? Because not  only  do
you get the small,  thin, wispy  c louds
(made f rom a single polygon),  but  you
can also get total cover. White-out ,  for
want of the technical term.  "So what?"
you might  say. Well, take off and you

"I loi lo,  can ,  s  that about car wax?
" 1 1 1
1 1 . 1
4 4
-
-

TORNADO under wraps

can clearly see the ground below,  unt il
you reach a certain height  and hit  the
cloudbase. Then it  starts to happen t h e
ground detail gradually  diffuses, event-
ually  disappearing altogether.  Then you
can't see any thing for a while.  Then the
whit e dif fuses and gives way  to blue as
you c l imb into the sunlight .  It's brilliant ,
and coming down feels even bet ter
(unless the c loudbase is at 100 feet and
you hit  the ground as a result  of  not
having checked your ins t ruments
properly).  (You're leading up to
ins t rument  flying, aren't  you? A Reader.)

Love it  or loathe it, ins t rument  fl y ing
is a skill wort h mas tering in Tornado,
because as well as the possibility  of  a
low c loudbase and the need for low-
level fl ight ,  miss ions  can also take place
in vary ing densit ies of fog, or even at
night. (It's a very realist ic night ,  by  the
way, not  just a 'let 's change the pallet te
and make everything three shades
darker' sort of  night  - if  something
hasn't got  light  bulbs  on it, it  may as
well be invis ible.)

If you don't  think you can handle
this ins t rument  fl y ing lark, it's wort h
not ing at this point  that you won' t
actually have to, as nasty condit ions can
be turned off. St ill,  real pilots  have to fly

on their ins t ruments  alone,
don't  they? And a night
attack can give you a
tactical advantage, as was
shown by the Gulf  War
Show on telev is ion last
year. The Gulf  War Show
also s howed that a large
part of the air-to-ground
'delivery ' job is down to the
navigator in the rear seat -
a seat you' ll have to sit in
fairly  often in this
s imulat ion,  a seat that has
as many  dials and but tons
in f ront  of  it as does the
pilot's. Yes, it 's going to be

ext remely  challenging stuff, Tornado,  if
you've got  the reality  levels turned up to
max imum.  If you've got  them turned off,
it ' ll just be a lot  of  fun.

Anyway, by  now you' ll probably  have
gathered that Tornado is something
special, something very special indeed.
There's no doubt  about  it, f rom what  I've
seen. Here we have a home-grown,  all
Brit ish project  that's s i/ ing itself  up,
fl exing its muscles and hoping to take
the t it le of  the best-looking and mos t
accurate home computer fl ight
s imulat ion on the market.  The only
quest ion that arises has to be: ' Wi l l  it  be
not quite as good as, just as good as or
even bet ter than Falcon 3.0?" (And
Falcon .3.0's already lost round one,
because the first shipment  proved to be
bugged.) Yippee!  Mov e over, Yanks!
Johnny  Bulldog's  coming!
Blimey, I 've suddenly  come over
all jingoist ic .  I 'd bet ter stop before
I start saying "God bless the
Queen mu m"  or something.
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Before we gave ton Ross
the task of reviewing a

selection of cluebooks, he
was a strapping six-footer

with three black belts in
karate. After weeks of

sifting through thousands
of pages of maps, tips and
hints, he was reduced to a
gibbering wreck with the
eyesight of a dead mole.

Here's his report...
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One of  the
mos t  popular
sets of
hintbooks
around is
dedicated to
the AD&D
series of
adventures

f rom SSI/US Gold. With over ten long
and complex  games in the Dragonlance
and Forgot ten Realms series, these
books are v irtually  a compulsory
purchase for players at some point .
(Usually near the beginning for me.)

Coming in the f orm of  a pamphlet ,
rather than a bona fi de book, they range
in size f rom 12 pages (for Heroes Of  The
Lance, the first and mos t  basic ADIt iD
game) to over 70 pages (for the latest in
the series, Eye Of  The Beholder 2.) The
thinner ones clock in at £400 each.

Each one begins  with an int roduc-
t ion, which helps create atmosphere and
set the scene. The bulk of these books is
fi lled wit h maps  detailing the locat ions
of traps, secret passages, t reasure etc.,
lists of  items and what  they do, infor-
mat ion on enemies,  and reams of hints
about  combat ,  us ing magic  and other
features within that  part icular game.

I found these books to be ex t remely
useful, especially when play ing the more
complex  games.

ZERO

II

•  Have you ever played an adventure game and spent hours lost in
dank dungeons, fighting off evil hordes, only to discover, when you get
to the top of the tower, that you don't have the Medallion of Mantra
(which was hidden behind a wall somewhere on level 1)? Well, help is
at hand in the form of on ever-increasing number of hint and clue books
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The purpose of these books is multifold. They can help out in the
scenario described above and can inject new life into games which have
been consigned to the bock of the disk box because you were stuck and
got pissed off with wandering around aimlessly. They can illuminate
factors about a game you have already finished -  providing new tactics
and strategies to try, or showing locations of hidden rooms, treasure etc.
They can also be used to discover quirks, cheats and other information
previously only known to the programmer, as well as providing
interesting background information on the subject of the game.
Il e s

MASTER ULTIMA

- Th e  Ult ima
series of games
began back in
1980. Writ ten
and created by
Lord Brit ish
(alias Richard C
Gar-riott ,
according to the
book), the series
enjoys a cult

f ol lowing and has now reached the
seventh adventure.  This  book covers the
first six games,  and is not  as
forthcoming wit h informat ion as the
AD&D books. If an area needs to be
searched, you are told to search it, but
you won' t  neccessarily be told exactly
what  you' ll find. The help is more in the
f orm of  guidance.

The whole thing is writ ten as an
easy-to-follow narrat ive wit h a sprink ling
of humour,  mak ing it  enjoyable to read
(very important  for a book of this size!)

In addit ion to all this, there's also a
glossary of items, people and places
within the game,  the story of  how Dicky
Boy came to writ e these games, and the
history of  Britannia (where the
adventures are set).

This  book will be of  interest to all
fans of  the game,  and if  shown to a
newcomer it  could easily convert  them.
An excellent read.

1 4
%

MIGHT AND MAGIC 3 A410- •
Compared to the

prev ious two
Might  And Magic
games, the
third is absolutely
massive (and much
better). This  is
reflected in the size
of the c luebook,
which at 240 pages
speaks volumes

about  the size of  the game.  ( M& M 2 was
only 110 pages long! )

Unlike Mas ter Ult ima,  this book is
writ ten in a very  serious style. Not  that
this is neccessarily a bad thing fi g h t i n g
the likes of Mummy  Kings arid Vulture
Rocs whi le t ry ing to discover the secrets
of the isles is no laughing mat ter.

Contained wit hin is a complete
rundown on all characters, enemies,
weapons,  armour,  t reasure and items
you wil l  come across in the course of
the adventure.  There is also a plethora
of maps  to examine,  along wit h the
answers to puzzles and riddles.

Like the majorit y  of  the AD&D books,
the maps are kept separate f rom the
informat ion concerning exactly where
treasure and stuff is located, avoiding
the Informat ion Overdose Syndrome leg
"at  locat ion X14,Y6 in the town of  Wilda -
bar, a scroll can be found").  A great idea
which prolongs  interest in the game.
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CHUCK YEAGER'S AIR
COMBAT HANDBOOK

:S•

r
-

• 044
, , ,
41/ 4
e,

This is the
official guide to
Chuck
Yeager's Air
Combat  f rom
Electronic Arts,
writ ten by t wo
chaps f rom the
American
magai ine
Comput er
Gaming World.

The book sets out  not only  to guide
the player successfully through the
numerous missions within the game,
but also to enhance these miss ions
(which it  does through a crafty RPG
section). It also aims to il luminate the
wider issues concerning the three wars
covered in the game.

Clearly writ ten by experts in this
field, it serves to really  enhance the
game, giving insights through
interviews with the development  team
and, of course, the man himself  -
General Chuck Yeager. You also get -
detailed informat ion on the specs of all
the types of aircraft wit hin the game,
allowing players to learn the best tactics
against any opponent.

The main part of the book looks in
detail at the numerous  missions,  giv ing
sound advice and interest ing anecdotes.

This is another example of  a book
which is readable even if  you haven' t
played the game. Lit tered wit h
screenshots and photographs,  it  would
grace anyone's collection.

•

I.

FALCON AIR COMBAT

Writ ten by
one Pete
Bonanni,  a
real-life F-16
Fighter Pilot,
this book clearly
has the
credent ials to
be a guidebook
for aspiring
Falcon pilots.
Start ing wit h a

short his tory of air combat  f rom its
humble origins  in 1914, the book prog-
resses through the dev elopmemt  of the
F-16 and its specs, weapons  and tactics,
concentrat ing on the latter.

Even t hough some of  the informat ion
here is already given in the Falcon
instruct ion manual which accompanies
the game,  it  is worth repeat ing to set the
scene for the more in-depth tactics and
strategies given here.

Unlike the other two books in this
section, you really  need to be familiar
wit h the game lor an F-161 to get the
mos t  f rom this one. This is not  a fault  -
it's more to do wit h the nature of  the
planes involved.  The technology here is
far more advanced, mak ing it  heavy
going as a casual read.

The book succeeds in coaching a pilot
in basic manoeuvres,  right  through the
intricacies of  air-to-air and air-to-ground
combat .  Aided wit h useful diagrams  and
the occasional photo,  FAC could
seriously lengthen your survival t ime in
the cockpit  of an E-16.

CREDITS
Everybody's been s0000 kind in helping

us compile this feature! We 'd like to thank
lovely, lovely US Gold -  get in touch with

them on (021 6 2 5  3388). If you wa nt any
of the books, contact my special friends at
Computer Manuals (021 7066000), they

operate a super speedy mail
o rde r  serv ice!

OFFICIAL LUCASFILM GAMi r
AIR COMBAT STRATEGIES A i

•  Unlike the
other two
books, the
emphasis
here is firmly
on historical
information,
rather than
tactics and
manoeuvres.
Written by
Rusel

DeMaria (responsible for The Official
Sim Earth Guide) and George
Fontaine (games reviewer, police
dectective and private pilot), they
clearly lack the air combat expertise
provided by contributing personnel
in the other books. Fortunately,
though, they do not set out primarily
to advise on the technicalities of
planes shooting each other to bits.
They seek to inform the reader
about "The Big Picture" - the ins and
outs of WW2  - to serve as a
backdrop to lucasfilm's three
simulations: Battiehawks 1942,
Their Finest Hour and Secret
Weapons Of The Luftwaffe. With
help from Professor Williamson
Murray, they succeed in making this
book a compelling read from cover —
to cover.

You get advice on how to
complete the missions within the
games, as well as details on a fe w
aerobatic maneouvres, but this book
is best used as a source of reference
on WW2 ,  specialising in the war in
the air. It's as interesting as it is
informative, making the games
themselves more gripping. You end
up feeling that you're participating
in a grand scheme in which you are
just a small (but vital) port.

Crammed with photos, this is
my own personal favourite of all the
books featured here. Unreservedly
recommended.

Publisher
ElEftlffl

Price

Tolgacs
Prima Publishing
480
£17.45
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O0000k,  I t's so exci ting,
all these lovely,  lovely

books.  You know me -  I 'm
always game for  a bi t of

'r ol e  p l a y i ng ' .  I  s i m pl y
c a n't  w a i t  to ge t  m y ha nds

on a  f e w  RPG  ti tl es!

Title The Kings Quest
Title The Larry Story C o m p a n i o n Title Monkey Island 2

Publisher Abacus
156

Osborne/McGraw-Hill
584

LucasArts
70

Publisher Publishermcztfra N U M
Price £13.95 Price e l  1.95 Price e9.99

Ar e y ou da f t  or  w ha t ?
Happen I 'd rather  be

watching Yorkshire playing
cricket wi th a pi nt o' bi tter
In m e  ha nd.  Y ou c a n k e e p
yer new-fangl ed computer

games -  give me a whi ppet
any day o'  the week!
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This book is
intended for use
with any  of the first
three Leisure Suit
Larry  games f rom
Sierra. It's split  into
four main sections
covering hints and
tips, the 'Larry
Language',
problem solv ing
and complete

solut ions. It is made clear in the book
that the complete solut ion sect ion
should be used only  if the player is
completely  stuck. This  is because it
would be imposs ible to prevent  yourself
look ing at other areas of the solut ion -
the emphas is  (as it should be) is on
discovering things  for yourself.

Catering for beginners  as well as
experts, this book could make the rocky
ground of  adventure games accessible
to a real computer novice_ The grammar
and vocabulary  lis t ing makes typing
sentences which the parser can
unders tand very easy, and prov ides  an
ins ight  into 'American English' (useful
for internat ional players.

The hints and t ips section is what  this
book is all about  -  it gives help and
pointers in a subt le way,  ensuring not  to
give away  too much vital informat ion.
The last f ew pages are concerned with
get t ing the game up and running on
dif ferent  machines - f rom Amigas  and
ST's to PC's with their related problems
of confi guring,  hard disc installat ion,
sound and graphic  cards etc.

Useful for both novices and anyone
stuck in one of  the games.

ZERO
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THE KING'S QUEST COMPANION

Over 500
pages, consis-
t ing mainly  of
prose, make this
book, cr.._ fat.
This is a mam
moth t ome
covering King's
Quest 1-5,
which presents
its informat ion
in a highly

readable,  semi fi ct ion format ,  s imilar to
Master Ult ima.  The hints (or 'solut ions',
as the book prefers to call them) are
communicated in t wo very dif ferent
manners.  First  comes the semi-fi ct ion
method with a story about  each of  the
five games,  taking up anywhere
between 35 to 80 pages, revealing what
needs to be done to complete each
story. These have the advantage of
being interest ing lit t le stories in their
own right ' ,  and overcome Informat ion
Overdose Syndrome by v irtue of their
length. Secondly,  'The Easy Way Out ' f
j
•
section is a more accessible and direct
method,  along the lines of the 'Walk
north, look around,  t hrow the stick"
style. The choice of which system to use
is with the reader.

There is one other area of  note wit hin
this book,  and that 's an encyc lopedia
cataloguing people and items found in
the wor ld of  Daventry, where the games
are set.

Presented with more than a lit t le
humour,  this well-writ t en and
fascinat ing book is a mus t  for any King's
Quest fan. The only  problem is, you' ll
need a fork-lif t  truck to pick the thing up!

I say! You'r e such an off
stick-in-the-mud,  Michael
I thi nk al l  these clueboolt
are lol ly useful- Monkey

Island 2 looks l i k• a
pos i t i ve  l e y  -  the  sooner

add i t to my collection
the be t te r !

1111111P 1
1
1MONKEY ISLAND 2 1 1 1

ritr.z;1
-

The Monkey
Is land 2 hint book
is s imilar in size to
the AD&D series
lie small),  feat-
uring a novel way
of keeping its
secrets secret.
Presented in a
'quest ion and
answer'  format ,
the answers  -

printed in blue ink -  are effect ively
obliterated by being completely
overwrit ten by  useless red type. In order
to see, and therefore read, the blue
writ ing,  a s t rip of t ransparent  red-t inted
plastic is prov ided.  When a quest ion you
want  answered is found,  just place the
strip over the corresponding answer and
to and behold!  -  the prev ious ly  obscured
answer is revealed.

As if  all this  precaut ion-tak ing to
prevent the dreaded Informat ion
Overdose Sy ndrome wasn' t  enough,
there are several answers  to each
quest ion -  each one being progress ively
detailed. The first answer is pret ty
vague, the fi nal one gives away  the
whole shebang, wit h others in-between.

Alternat ively ,  at the back of the book
you' ll fi nd the complete solut ion,  in the
form of  a short  story which,  as usual,
makes entertaining reading.  Other
features inc lude a list giv ing details of
every item, where it 's found and what
it's for, as well as a small collect ion of
maps and diagrams.

The game itself  is not wit hout  its
humour,  and this spills over into the
hintbook as well.  Useful but  pricey.
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POWERMONGER

Writ ten by
Ptarmigan
Burlihoo,
ret ired Imperial
Poet Laureate
and Paramount
Censor Emeritus.
this book  is
presented in a
very t ongue-in
-cheek style. This
is most  odd for a

book of this type, but  after the confus ion
cleared I soon warmed to it, Here's  an
example: ' The boats we removed f rom
their rended corpses proved more
durable than they (the enemy) did. '  In
plain English, this would read: "Remov e
boats f rom defeated army . "

With the exception of  one chapter,
the whole book is like this, wit h
Ptarmigan "describing and explaining
the campaign of enlightened dominat ion
upon this most fortunate cont inent  by
the great Powermonger. " At  the
beginning, there's a map illust rat ing the
path of least resistance to the other side
(this is the route Ptarmigan describes),
and there are also maps  of part icular
sectors in each chapter to make it  clear
which towns to attack first etc.

By its very nature, Powermonger  is a
game of indiv idual style and tactics, so
perhaps it's understandable that this
particular method of  complet ing the
game has been given the comic
treatment_

I ended up enjoy ing Ptarmigan's
boastful discourse.., oh, and the hint s
proved to be useful too.

CIVILIZATION
(OR ROME ON 640k A DAY)

From the
creative stables
of Comput er
Gaming World
comes another
winner,  in the
shape of the
authorized
guide to Civ il-
ization. Wit h
input  f rom Sid
Meier and

Bruce Shelley themselves, as well as
Johnny  I  Wilson (Sim City Planning
Commis s ion Handbook) and Alan
Emrich (editor of CCM,  there can be no
doubt ing the credent ials of  the brave
men who took on the task of  put t ing
together this mons ter of a book.

Anyone who has even just watched
Civ ilizat ion in operat ion wil l  k now that
it's one of the grandest  and mos t  comp-
lex pieces of entertainment  sof tware
ever writ ten.  The book reflects this, not

* o n l y  in its size, but  also in the detail of
• in f ormat ion given. I int roduced this book

to a roomf ul of  Civ ilizat ion devotees,
and it was  nearly  ripped to shreds in
their rush to get  a look. "Hey ,  you can
build on wat er! " s omeone cried. "Let
me seel I " came the collect ive response.

Gett ing started, map structure, city
improvement ,  technological advance,
nat ional and civic governments ,  milit ary
campaigns,  wonders  of  the world,
performance evaluat ion and under-
standing are just a handful of  the
general headings  you'll fi nd within.

If you have a PC, get the game.  If you
play the game,  get this book.

I'd played to death.
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 A N D  SECRETS

Designed wit h
both novices and
experts in mind,
this book is split
into three main
sections: "I nt ro-
duc t ion",  "Theory
And Secrets" and
a section concern-
ing itself  with the
eight  pre-set scen-
arios in the game.

By far the most  interest ing and useful
part  is "Theory  And Secrets",  which
gives the reader an ins ight  into the
actual work ings  of  the game.  "Don' t  tax
higher than 9%",  "Place zones so that
they overlap for higher populat ion
densit ies" and "The score at the football
s tadium is always  49'ers 7, Bears 10" are
just three of  a mult it ude of  nuggets of
informat ion which can be gleaned f rom
this section,

Each page has a margin -  here you'll
fi nd various icons referring to the
paragraph adjcent to them.  For example,
the Act ion icon indicates when the
reader should do something on their
computer,  and a pointy  fi nger (pointy,
pointy) indicates hints.

There is also a small section on us ing
the t wo Sim City graphics sets - Anc ient
Cities and Future Cit ies - as well as a bit
about  the Terrain Editor.

Although some of  the beginners '
informat ion is basically the instruct ion
manual repeated, the book st ill proved
to be ext remely  useful and injected a
breath of  fresh air into a game I t hought
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: INFORMATION OVERDOSE SYNDROME
motion Overdose Syndrome

Os we call it here at ZERO) can
witnessed in hint and

luebooks when little or no
n  precautions are taken by the
1  authors  to prevent the reader
I  f r o m  gleaning more information
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from 0 particular page.
You may only require some
idance to overcome one
rtkulor problem, but when you
- - . - - . - - -

(AND N O W  TO AVOID IT)
check out the book for help, you p l a s t i c '  method, as seen in the
inadvertantly glimpse some ans- M o n k e y  Island 2 book, while
wer to a riddle or secret location, M i g h t  and Magic 3 and AD&D
or a map which you've not yet k e e p  the maps and the item
reached, robbing you of the joy of l o c a t i o n s  separate. Short stories
discovery (which is what you got e n s u r e  that vital information is
the game for in the first place). s w a m p e d  in a  mire of prose, and

Occuring mostly in Adventure/ e v e n  magic markers which
RPG games, book designers (or h i g h l i g h t  invisible ink have been I
whatever they're called) have k n o w n  to be used. It's good to
come up with different ways of s e e  that the books are published •avoiding this. There's the 'tinted w i t h  the games player in mind.
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SHARE MOBO AND ROBO'S CASH...
IN THE GREAT BONANZA GIVEAWAY

SHARE IN THE EXCITING
BONANZA GIVEAWAY!!!

Get upto OM offselected Kixx smash hits
when you buy a copy

of the Great
BONANZA BROTHERS

Arcade Game!

JUST WHO ARE THESE GUYS?
Mobo and Robo are the coolest villains

you'll ever meet. They rob
banks, museums
- and innocent o i n acomputer gainers
of thew

They're on a o'

m m l i s s n i
/ h

and they're comingitYn. I

soon Rave  with the
Brothers and share

in the Bonanza!
AVAILABLE ON:

Amstrad,
C M  64/128

cassette & disk,
Spectrum cassette,

Atari ST a  Amiga. ' " " " " 1 1 1 1 1 1

To get a share of this
mega limited edition
offer HURRY to your

local computer store and
check out the special

marked packs...
WHILE STOCKS LAST!!!

'Offer does not apply to CBM 64/128 disk or Amstrad disk. 'See inside special offer packs For more details. Offer ends 30.11.92.
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LEGEND OF DARKMOON tilri C4 THE BEHOLDER III • SHADOW SORCERER
TR: 0139 654 284
LUCASEILM HELPLINE • LE CHUCKS REVENGE IMONKEY ISLAND 2I
• INDIANA JONES • ZAK MCKRACKEN • MANIAC MANSION
LOOM • SECRET OF MONKEY ISIAND • BATTLE Of WAIN
IR: 0139 654123

HINTS & TIPS LINE INFORMATION LINE:
TM M I  442 030 0 8 3 9 . 6 5 4 1 2 4

Service provided by U.S. GOLD LID., UNITS 2/3, HOLFORD WAY, HOLEOIRD, BIRMINGHAM 86 74tX.
vow ore under 11 phone pet perroission to use the telophorse. Collis cost 36p pe t toinote h e a p rope. 41/ip per minute oIlothe r  times.

TEL 0839 654 139
HIUSEAR • DRAGONS OF FLAME • HEROES Of THE LANCE

TEL: 0191 442 025
CURSE OF THE AZURE BONDS • POCK Of RADIANCE

• CHAMPIONS Of KRTNN TEL 0891 442 026
NKR ROGERS • SECRET OF THE SILVER BLADES • LYE OF IHE BEHOLDER

N E E D  H E L P ?  C A L L  T H E  OPERATION STEALTH ANOTHER WORLD • COME FOR A CORPSELD PHONE



ZERO
CRITICS' CORNER

•reviews
We've always wondered what it would be like at the centre of the Earth. For
instance, would there be any gravity? (After all, the pull would come from
all directions, and so should logically be cancelled out.) But what else is (or
isn't) down there, apart from gravity? Monsters? Anti-matter? A black hole?
A giant rabbit? There's only one way to find out, isn't there, and that's to
send our critics on yet another mammoth expedition. Not much expense has
been spared. We've kitted them out with spades, sleeping bags and bus
tickets to Yorkshire (as good a starting place as any), so what will they find?

Da v i d :  "Th is  is the best place to start digging, " said David,  indicat ing
the massive area of  clay the crit ics were bogged down in. Amaya asked
why, and Dav id explained that  clay was fairly soft, and would save on
the spade work.  Toby pointed out  that there was no way  of  knowing
how far the clay went  down,  or what  was  underneath,  but  David was
having none of  it. "My  car got  stuck in s ome of this gunk once," he
said, "and clay goes on and on for ever and ever, believe me. "
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through her geology  book. "So much for your 'clay goes on for ever
and ev er, " said Ian to David,  "we' re only  nine feet down, " said Toby,
"and I thought  you said that  clay was  sof t?" "I t  is," said Dav id angrily.
"Yes," replied Toby, "but  it's a bitch to dig through,  isn't  it? If you'd
picked a dif ferent  start ing point ,  we'd be at the centre of  the earth
already. As it  is, we've wasted eight  hours . " Dav id told him to shut up_

M a r t i n  P o n d  ( 0 0 7 ) :  "I 've got  a device that 'll speed things up, " said
Mart in (who thinks he's a secret agent, but  isn't  really). "What  is it?"
asked the other members  of the ZERO Journey  To The Centre Of The
Earth Expedit ion.  Mart in cont inued:  "I t 's this," and he fished a large,
rusty pocket-watch f rom his jacket. "I t 's  a t iny bomb which explodes
downwards . " He placed it  on a sandstone shelf  at the bot t om of the
hole and the crit ics c limbed to the surface to wait.. .  and wait . . .  and wait .

l e n  Ros s :  "S o  much for Mart in's  pocket-watch then, " said Ian. "Yes,"
said Mart in,  "I  don' t  unders tand it, there must  be a fault  in the part ic le-
split ter or something. " They  all humoured him for a few seconds, then
David led the way  back down into the hole to resume work.  Ian did a bit
of dead reckoning_ "We've been at it  for eight  hours  now, and we're
nine feet down, " he announced,  "whic h means,  if  we al low six hours  a
day for sleep, that we' ll be at the centre of  the earth in 3.600 years.

Toby  Fi n l a y :  'El l imev , '  said Toby, doing some mental arithmet ic  of
his own,  "that  means  we' ll all be dead before we fi nish." The party 's
morale hit  an ex t reme low at this point,  unt il Toby discovered that
sandstone made easy digging.  "Look , " he said, a large pile of  sand on
his spade, "we' l l  be there in no t ime. " Ian stuck his  spade into the mat-
erial and recalculated. "Things  aren't  so bad as I 'd forecast," he stated,
"if  this sandstone strata keeps up, we' ll be there in about  1,200 years."

D a g m a r  Erns t :  "Th is  is going amaz ingly  well, " said Dagi as she
looked up at the hole's entrance -  a t iny pin-prick  of light, way  above.
The party had been at it  for almost  a week, alternat ing between digging
and carry ing bags of  sand up to the surface. "I  think I can feel the
gravity gett ing weaker already," added Dagi opt imist ically .  The others
looked at her. She decided to prove her point  by t hrowing her spade
into the air as hard as she could: "Jus t  watch it  float down. "

Dunc an  Ma c Do n a l d :  "Aaaargh! " yelped Duncan as Dagi's  spade
landed on the back of  his neck. "See?" said Dagi,  "i t  defi nitely  came
down s lower than it  would have done on the surface." Amay a agreed:
"Yes, and it's get t ing warmer too." Exc itement  was growing among the
explorat ion team. Would strange monsters  and plants soon catch their
first ever glimpse of light? With 600 feet under their belts and only
3,999.4 miles  to go, we' l l fi nd out  in next month's  Crit ics ' Corner

WHAT'S WHAT
This could be your last

chance to get to grips with
our simple yet impeccable
scoring system... possibly.

GRAPHICS •  ADDICTIVENESS

SOUND 0  EXECUTION 0

es are marked out of 100 on
four criteria; Graphics,
ad, Addictiveness and

a. The first three are fairly self-
lanatory but Execution may need a bit

of illumination. Is there anything amazing
about the scrolling for instance? Are all the
sections of the game neatly tied together,
showing a lot of care and thought on the
port of the programmers? If so Execution
will score well here. If you can't be
bothered with all that then the Overaill
Mark  gives you on ot a glance summary.
Now if we've said it once we've sold it a
thousand times._ this mark is not an
average of the other scores. Got that?

A game scoring 90 or above in the
non-overage Overall Mork
department gets the much sought
after ZERO HERO award

. (which is a flash way of saying
y W.) Separate From the other
res flout not unconnected to them)

the HASSLE FACTOR. Are there
disk changes every pica second?

. you have to go through a boring title
, uence before restarting? Things like that

- score here and they're marked out of 10.
Each review also contains a WHAT'S

WHAT box which is basically a box which
tells you... er what's what in relation to
price format and release date.

Well that's that for the main reviews but
let's not forget the others. Firstly there's the
section called SHORTS which is just that:
short. It's a column devoted to a sprint
through the best of the rest. Then there's the
DEJA VU section. Here you'll get reviews
of new releases which aren't actually new
at all (because they're already available on
other formats). The PRICE IS RIGHT
section is where you'll find the budget
games reviewed. They only get on overall
score because they're urn.., well rather
cheap actually.



Never mi I I  that
spooky, ooky, kooky

nonsense - Gomez only
had to whisper

"Querrrida" to Amaya
Lopez once to make her

play Ckean's new film
licence, and win her

heart. (Yauch. Ed.)

III the wor ld's most evi l  conker
swing Gomez into obl ivion befor e he
can gr ab the cash?
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We 's  no beech when you can't even
trust you local oak.

THE 1111)11
Back in the 1950's,

cartoonist  Charles
Addams  created the
infamous  Addams
family,  the inspirat ion
for one of the smartest
cult TV series ever
made_ This year,
Columbia pictures

released the fi lm,  and now Ocean has
released the computer game starring all
our pic ilavourites:  lit t le Wednesday and
PegSley, sumptuous  Mort ic ia,  sexy
Unc le Fester and gorgeous  Gomez. Ah,
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-oddities! Imagine hav ing a cousin wit h
more body hair than Micheal Heselt ine
and a mot her who swoons  over Freddy
Kreuger. Now that would be smart !
Well,  you can let your imaginat ion run
wild in Ocean's latest fi lm licence.

The plot  focuses on poor old Gomez,
who returns home after a hard night  in
the Grave Digger's  Arms  to fi nd that his
family  have disappeared.  Have they run
off to a Swiss  fi nishing school to be
t rained in the manners  of normal
people? Or have they s imply  got fed up
with a father whose eyes are googlier
than Marty  Feldman's? Not  on your 1
nelly i What 's  happened is that the
family 's  answer to Clive James, Un
Fester, has lost  his memory  and fa
under the spell of that no-good doi5e,
Abigail Craven. She's not  the least bit
interested in Unc le Fester's nether
regions - she's a gold-digger at heart

and only  wants  to
get her mits  on the
Addams  h idden
fortune. She's

managed to get  befuddled Fester on her
side, as well as two other evil basts,
Tully  and the Judge.

Abigail has entered the family 's
mans ion in Gomez 's  absence, and has
managed to capture the other family
members ,  impris oning t hem in dif ferent
areas of the mans ion.  It's up to you, as
Gomez, to rescue your loved ones by
fi nding and f reeing your children,
Pugsley, Wednesday  and that old bat
Granny by s omehow restoring Festers
memory .  Af ter that, you' re faced wit h
the prospect  of rescuing his 'Cluerrrida',
who's  been locked up in the under-
ground,vaults ,  and the task of  taking on
the dastardly judge in the fi nal confl ict.

The game starts at the f ront  c j oo r
e
a4

the Addams  mans ion.  Gomez has been
given a note by Thing,  containing so
words  of  advice. Thing's  adv ic ei loz p
. .appear at dif ferent  stages of the g ! i t e
giv ing you extra help -  but  h e ' s
-
f o u r
only  ally. Inside the mans ion,  you have a
choice of doors to enter. It doesn't  really
mat ter which rooms  you go into first,
except that you' ll only  be able to fi nd
Mort ic ia once you've rescued all the
other members  !handy for Bernard
Manning types who have no desire to be
reunited wit h their missus).

Each door eventually  takes you to a
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-reward in the f orm of  one of  your long-
lost relat ives or a bonus heart.  Hearts
are quite handy  lit t le beaut ies y o u  start
the game with two,  which means  you
only  need to be hit  twice before buy ing
the farm. Defeat ing the big, bad guys
wil l  earn you three extra lives, so you
can have up to five lives at any one t ime.
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There's loads of dosh to collect, in the
form of twinkling dollar signs - save up
25 and, if  need be, one of  your hearts
will be replenished. Collect  S100 and
you'll earn a one-up.

Gomez scores p o i p t l
i
e v e r y  t i m e  
h e

picks something u p
-
t r t . p i s  d  
n a s t i e  
b y

jumping on its head: t here s a rather
smart shield which makes Gomez
indestructible for a limited length of
time, natty trainers which al low him to
move faster and jump further, a bouncy
springboard, and a fez hat which turns

into a fezi-copter when Gomez jumps
into it so that he can fly around.

Seemingly inaccessible areas can
often be reached by fi nding a switch and
flicking it off. Somet imes switches are
hidden in a patterned block -  hit t ing
these will often make plat forms appear.
If you're a bit crap, you can use the
Continue opt ion, which sends you back
to the hallway, but  you'll retain the same
amount of hearts and rescued family
members. However,  if  you're skill,
you'll be rewarded with a
password that, in effect, allows
you to save your game.

It's up to you to rescue the
kookiest family ever by explor-
ing the kitchen, the torture
chamber, music room,
conservatory, hallway,
underground vault and the
super spooky graveyard.

TITLE

PUBLISHER

FORMAT

PRICE

RELEASED

The Addams family
Ocean

ST & Amiga
£25.99

Out Now

MM1LY
Amay a:  Ah, ' the game of  the fi lm of  the TV series' -  much
hyped and long awaited.  But  has it  been worth the wait? You bet
it has! Playabilit y  is the name of this baby - with a capital 'P'.
Gomez is the name of  the hero and my, what  a star he is! He's a
real lit t le mov er -  ducking, div ing,  c l imbing ropes, even fl ying. r
. However,  there's  nothing devastat ingly  original about  The '  /
Addams  Fami ly -  it borrows  some very popular features f rom _.
some very famous  games. Mario is the fi rst one that s p r i n g s k - -
- -mind,  what  with all the ' jumping on people's  heads' antics and the acquist ion of  a -----,

Super Gomez bonus. There are also spiky spines a la Sonic  and lit t le Super Mario-
esque advice boxes. But who says copy ing is a bad thing? It's okay to bor row the
best bits f rom successful t it les and whack 'em all together if  the end product  is a
glorious  stew of sizzling gameplay .  And that 's just what  Ocean has done.

The graphics are cute, although
nothing ext raordinary.  Best of  all is the
way  Gomez has been animated -  his
eyes googling away  as he stamps his
foot impat ient ly  at your obv ious
incompetence.  It doesn't  seem to
mat ter that the graphics aren't
amazing, because the gameplav 's  so
addict ive that it lif ts the game above
your Mr Average plat f orm P q n
.
* *
.

Another big plus  is the s ly) of  the
game - it 's huge, with over 1,000
screens and loads of  hidden rooms
(often hidden behind fake walls).  The
diffi culty level is pitched just right  -
easy to get it into but  hard enough to
get you hooked.  The soundtrack is also
incredibly  catchy - somet imes  the
desire to partake in the family  fi nger-
clicking t radit ion is so st rong that you
just give in subconsciously.  In certain
parts it 's surpris ingly  easy to die, so
make sure you gather loads of dosh for
a reserve supply  of  lives.

There are loads of  neat touches
in the game,  such as the rather
fab fezi-copters tor ' Tommy

Cooper hats'), which handily
- t u r n  up in dif ferent  stages in the

game. With these you can fly around all over the shop, reaching those
hitherto imposs ible nooks and crannies. Gomez, the petal,  also does a.,

fetching doggy  paddle whenever he falls into water,  which enables him to get
i
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even more points by bumping of f  all those bothersome fish. He can pick golf
balls up to kill enemies  and a fencing sword for a bit  of  hack and slashing.

One of  my favourite bits was Lurch's  quest ionable musical skills at the family 's
piano. The more members  of the f amily  I rescued, the more tuneful Lurch's play ing
became. And what  of  the nestles? They 're here in force, wit h dangerous  end of  level
baddies, like the Execut ioroir in the torture chamber who bears an uncanny
resemblance to that rn.astel'of computer games, Patrick Moore.  Lethal knights in
shining armour come at you in the hallway,  whils t  in the furnace, apart  f rom the
drawback that you can't  actually touch anything,  you're treated to blaz ing creatures
who look like they've OD'd on Ready Brek.

The Addams  Family  is fab, cutesy, plat-
f orm fun. I almos t  wish I could run away
and marry  it. (But  she's engaged to Monkey
Island 21 Girls,  eh? They 're so fickle. Ed.)

GRAPHICS 0  ADDICTIVENESS

SOUND E X E C U T I O N  0
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TITLE Deliverance

PUBLISHER 21st CenturyEntertainment

FORMAT ST & Amigo
PRICE £25.99

RELEASED Out Now

review

Raffaele 'First Samurai'
Cecco was the guy behind
the original, and some would
argue 'classic', Stormlord.
Now 21st Century has
released the 'sequel',
Deliverance. Jane Goldman
was the lass behind the
ZERO sofa, so who better
to check it out

T h e  kingdom of Ilyn Cerrig is in
a dire state of unrest! The long-
awaited upper Llyn Cerrig

branch of Texas Homebase still
hasn't opened, the price of a pint of
Babycham has gone up six pence,
and to top it all, that pesky Queen
Band, the crone, has gone and
kidnapped all the ruddy fairies
again. Devotees of the rather nice,
platformy, puzzley, adventurey
charms of Stormiord will be familiar
with the plight of llyn Cerrig, the
enchanted land ravaged by a nasty
fairy-napping crone. In Deliverance,
the crone's back, and this time she's
brought the devil. 'rep, no kidding -
the nasty old bag has enlisted the
help of Old Nick himself. You must
step into the Stormlord's fluffy
moccasins once again, in order to
free the fairies they've imprisoned in
an array of delightful locations, such
as Satan's Palace, The Pits Of Hell
and The Enchanted Forest.

J a n . :  You don' t  have
to play  Deliverance
for long to fi nd out
how dif ferent  it is to
Storml o r d  The cutesy
graphics, addict ive
gameplay  and neat

puzzles are conspicuous by their
absence, replaced instead by rather
standard dungeony,  dragony  arcade

ZERO

adventure fare and rather
lame, f rust rat ing and
repet it ive gameplay.

You start with an
unlimited supply  of axes
and a pawful of  markers.
These can be used and re-
used to help you navigate
your way  around the
confusing, twisty, turny
terrains as you search for
the impris oned fairies. The
devil's henchmen (a fairly
nasty array of bats,
creepy-crawlies, giants
fists and assorted fantasy
beasts) are there to t ry  and
stop you. However,  mos t
of them are quite easily
dispatched wit h your
handy chopper, which you can either lob
at the nestles or kind of  whirl round and
round frantically.

There are energy coins to collect, but
you can also replace lost hit -points  by
just s tanding still,  which takes about  ten
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years and is cons iderably  less
interest ing than watching paint  dry.
However,  it  does present a handy
opportunity  to get yourself  a cup of
Ribena or have a wee.  At the end of  each
level, there's the usual end of  level boss•
type beastie to contend with.  And that,
folks, is about  the measure of  the thing,
except to ment ion briefl y  that you have
three lives and no cont inues. On the plus
side, you do get reincarnated in the spot
where you died, which is always a treat.

While the gameplay  is, unfortunately ,
nothing to write home about,  it 's unfair
to ent irely  write off  Deliverance. The
levels are large and varied,  the sound's
pretty good,  and the sprites are big,
ex t remely  smart  and quite impress ively
animated.  It's also worth not ing that the
baddies are programmed to be
' intelligent '  lie they will chase after you
if they can, rather than plodding of f  in
the oppos ite direct ion).

The background graphics,  too,
undoubtedly  deserve a special ment ion.
They 're delic ious ly  lush and detailed -
all shiny  marble gargoyles,  bi l lowing
torches in iron sconces, delicate carved
wood closets, dangling skeletons, gory

•

cadavers sprawled over torture devices
(lovely) and naked bodies  st rung up in all
sorts of  uncomfortable and s omewhat
pervy posit ions. There are also a couple
of enormous  and rather unset t lingly  life-
like statues of topless Egypt ian chicks.

It seems fairly obv ious  that whoever
programmed Deliverance is an avid fan
of the female f orm -  even the fairies
themselves are totally  starkers. But
beware:  spend too long t ry ing to get  a
good look at a fairy's chassis, and the
sneaky lit t le devil wil l  explode!
Obviously, these fairies have decided
that if  the c harming hero that discovers
their place of  impris onment  is more
interested in hav ing a gander at their
privates than in hurry ing them to safety,
they 'd rather not be rescued at all, thank
you very much.

All told,  Deliverance isn't horrendous-
ly bad or deadly  boring,  but  then it's also
several squill ion light -years away f rom
being 'one more go' fodder. St ormlord
certainly had its faults, but  it  had oodles
of charm and that  certain something that
had you coming back to it  t ime

and t ime again t w o  things that rits sequel is sadly lacking.

GRAPHICS 0  ADDKTIVIENESS

SOUND C I  EXECUTION 0
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CC in sub-aqua

ZERO

AND
A r e  you worr ied about  not  being

t rendy? Scared that you can't
carry of f  that beige jumbo-cord

safari suit  with aplomb? Well,  don't
despair -  now you can take a crash
course in how to be cool f rom the new
hero on the horizon of  the games world -
the very master of coolness, Cool
Coyote. Fire And Ice is just what  Joe
Public's been wait ing for (I know, 'cos I
asked him myself ) -  another cutesy
plat form game!

The story goes like this: there's a fi re-
wizard who lives in Egypt and causes all
sorts of  t rouble.  Various evil things can
be blamed on him,  inc luding global
warming and a sudden change in
character suffered by all types of
creatures, turning t hem f rom harmless
lovelies into raging.  bark ing-mad beasts.

M

Cousteau goggles.

Now go away  and leave me alone,
before I beat  the liv ing day lights  out  of
you. Oops, sorry... I was  just feeling a bit
tense just  then. I don' t  know what 's  got
into me._ ever since I played this game
I've felt a bit  of f  balance.

Anyway,  as you might  have guessed,
it's Cool Coyote's miss ion to batt le his
way  through the dif ferent  levels to Egypt
in order to fi nd the wizard,  sort  him out
and save the world.  Start ing in the
f rostbite-induc ing c limate of  the Arctic,
CC has to suffer various c limat ic
changes before he can fi nally  visit  the
pyramids,  have a relax ing pina-colada at
the s wimming pool of  his five star hotel,
and return to the Scott ish Highlands,  the
place he allegedly  prefers to anywhere
else in the world.

To help him on his journey. CC is
equipped wit h a freeze-gun, which turns
baddies into spooky ice sculptures. If

- v fl u ru i n t o  one of these before it's
thawed,  s  into pieces,

effectively takin M I  ofQ4
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the baddie.  Of course, III r  your
location, the faster your deep-frozerifi la
v illain is back in action, so don' t  get into
the habit  of hanging around.  There are
also s ome smart  power-ups  left along

the way. For
instance, if  you
fi nd a c loud
and 'seed' it
wit h a blast
f rom the
freeze-gun,
you're
showered with
snowballs  for
you t o collect
and use. All in
all, there are

Mi r k  dif ferent
types of
weapons  to be
discovered. My
favourite was
the sonic bark -
a pierc ing howl
guaranteed to

As any fool knows, coyotes are vermin.
They're even less popular in some parts of
America than Colonel Gadaffi. Just ask that
Road-Runner - he's always strapping old
Wiley to large Acme rockets and firing him
into the canyon. So no-one was more
surprised than us when Graftgold announced

a game called Fire
And ice, featuring one
of the pesky varmints.
Dagmor Ernst has a
little soft spot for
these prairie dogs,
and she's about to
tell you why...

CC and Sting in
the rainforest.

blast opponents  f rom the screen and
keep the neighbours  up all night .

And CC even has a sidekick a  Robin
to his Batman,  a Spock to his Kirk -  who
we shall call Fluf fy Puppy (because that's
what  he is). This  diminut ive chappie
somet imes  wanders  ahead, somet imes
lags behind,  and somet imes  just hangs
around our hero, perf orming that special
sniffy 'hello'  that  only  doggies  can get
away wit h in public .  Now,  if  you were to

Oh cod! CC is sent to a water y grave.
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the superhero,  of  this game is
Cool Coyote, And cool he t ruly  is.

From the start of  the t it le screen, when
he sat at the piano, fl ashed me that 100

I n o m m i l f 1 1 1 1
1
# 1 0 0
1
1 4 4
,
o l f y  
e y e .  
I

r
v

was  os  . w o  a n y w h e r e  -
t hrough fi re and ice, across vast deserts
and through t ropical storms. Hell,  I 'd
even go to Scot land wit h the boy, and
why? Because he's just s000 cool.

We started off, a merry  band, bat t ling
across the barren ice fl ows of the Arctic,
Armed only  with Ole Betsy the trusty
freeze-gun, we zapped the snowball-
t hrowing esk imos and the waddling

us A n d r e x  puppy, say, as a canine
shiel I  world,  you'd probably
set yourself  up I I  - t s  of public
censure. However,  y o u l l f  f o r  a l l  that
soft rubbish in Fire And Ice, 'cos
puppy  here is a Pit -BulltScrappy-Doo
crossbreed, and is quite happy  to race
ahead, tak ing some flak on your behalf.

len
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Warren embarrassment l s unny  k i l ls .

Put that osk imo on ico,  boy !

penguins. We took pot-shots at Char
Di as they skied at us, and jumped

before they had t ime to
ollect ing points  a-bongo

of a broken key.
e whole key,

int
recover,
and the vital
When you've colle
you can enter the next

d what a level it is! Coo e

o N h
v i t i
t

fin
Scottish Hig

aggis hunt ing in the
cept he doesn't  -

he's still collecting po .  i t s  of  key.
But he is in the Highlands. Th .
changes f rom the t ink ling ivories of le
one to the skirling, er„.  skirl of  medieval
bagpipes. This t ime, Cool Coyote has to
face the onslaught of knights, wormy
cratures and haggises lor is it haggi?)

. •  1  1 s u r e - b o x  and
keys beneath ! P I I i l 1 7 , .

Next, our hero dons a div ing mask for
sub-agua frolics, where he gets attacked,
as you would expect, by giant  ants and
homicidal killer-kangaroos. Or._ hold
on... was it fish? Ah yes - fish. If you get
trapped down a hole in this level, put
aside your fears of the bends and take
an express elevator ride to the surface

t _

Hoots,  men! i t s  a
brave, br icht day
for haggis hunti ng.

tougher.  Every thing is
Cool Coyote gets attac
snakes and other assorted jungle

rrows  whizz
Fly-Traps

creatures, while burnin
through the air and Ven
snap at his heels.

Next comes the Inca t  p o l e ,  full to
the raf ters with monkeys  p o g o - s t i c k s

nd rabid priests. Unless y m a n a g e  to
ickly put  the latter on ice, e y

bu -of f  loads of  lit t le Inca w r i o r s ,  each
on i t h  an aggressive pers a l i t y  and
a ni a p p y  Mondays  basin t .
Appa t l y ,  you can also go o s e c r e t
roller-c t e r  ride in a mine ca b u t
after that, e r e ' s  an extra won h i c h
forms  a so f  bonus  points t ro y -
dash. There n o  baddies to s k  of
here, but  if yo I I  of f  one of  the
plat forms, that ' S o  take it s low and
grab as much as t oo l  Coyote's lit t le
paws can carry.

The fi nal level is A t  in Egypt. He
you'll fi nd some nasty ft, -
e c r e a t u r e s

, .
A
r i
t i

who  try to melt  the po u p s  befor
you can use them.  More i _ orniniou
yet, CC ends up fi ght ing agek s t  his
dinner.  Yes, a bunch of  gophlers beco

a-go-heroes and start lo n g
roc t h e i r  natural enemy.  Le h o p e
you m
a w
e  
t o  
p
u t  
t
h
e  
f r
i g
h t
e n
e r  
n

the wizard at. e n d ,  or just think a t
all the other pr r s  will say!

on a large
bubble -  it's
smart. At  one
point, I thought  I
was actually
shoot ing
Robocod
(something I 've
wanted to do
ever since that
creep tried to
subliminally  sell
me chocolate
bars).

With the beat
of bongo drums,
level f our
arrives. Set in
the heart  of the
Amazonian rain
forest, things get
a lot  hot ter and a
hell of  a lot
arder and faster.
d by dev ious

1 1
1 1
1 1
1 1
1 1
1 6
. .

that there are two
types of cute:
sickeningly cute
and amusingly
cute. Fire And ke

has the sort of worm and amusing
tongue-in-cheek cuteness that
makes you want to leave the
outside world behind, draw the
curtains and toast some crumpets.

The game is so chock-full of
throwaway ideas that until you've
finished the very last level there's
always something new to discover.
Take the underwater section -  you
can hitch a lift on a passing turtle or
use the sprung hinge on a clam shell
to gain extra height on a jump. It's
like a submarine playground.

Thanks to the four-level training
mode, you get a chance to have a
look at four of the seven levels,
which saves you the frustration of
having to spend hours mooning
longingly at the level map. Curiosity
is a fine thing, and I think all games
designers should have the decency
to let you catch a glimpse of things
to came, especially if the graphics of
a game are as exciting as those of
Fire And ice. If you're into high
quality games bursting with visual
ecstasy which offer hours of fun
without frustration, you
should definitely consider S T O P
getting this game.

review
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Fire And Ice

Gr at tgol d/ Renegade
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E25 . 99
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WHAT'S WHAT

Indiana Jones And
The Fate Of Atlantis

TITLE

PUBLISHER US Gold/Lucasfilm
FORMAT Amigo/PC

PRICE C25.99/00.99
RELEASED Out nowow

INDIA
THE FATE

30

review

"I ndy,  this Is me Hese for  a game of hopscotch."

" Indy And The Fate Of  Atlantis?" Amaya Lopez piped up
keenly. "Fab! That means it must include both Harrison Ford
and Patrick 'Webbed Feet' Duffy. My ail-time heroes in one
action-packed game! I can't wait." Oh dear.

I
f  
y
o
u
'
r
e  
a  
H
a
r
r
r
i
s
o
n  
F
o
r
d  
f
a
n
,  
t
h
e  
c
l
o
s
e
s
t  
y
o
u
'
r
e  
e
v
e
r  
l
i
k
e
l
y  
t
o  
g
e
t  
t
o  
h
i
m
,  
u
n
l
e
s
s

you bear a strik ing ressemblance to Alison Doody,  is his weeny  computer
sprite. However,  if  you're a Patrick Duffy fan, you might  as well forget  it -  those

halcyon Man From At lant is  days have been long forgot ten.
So what 's  this game all about,  then? Well,  it 's the first Lucasarts Indy action

game, and it 's being programmed by At tent ion To Detail,  the bods who brought  us
Night  Shift. Lucasfi lm, of  course, is busily  preparing itself  for the release of  the
graphic  adventure (scheduled for the summer),  but  in the meant ime we have the first
non-cartoony Indy  plat tormy romp.

Basically, the game follows  the s toryboard of  the Dark Horse comic, wit h Indy and
his fi ery accomplice,  Sophia Hapgood,  fi ght ing of f  the evil (wait  for it) Nazis. Some
people never say die, and our Indy is one of  them, and that 's probably  why  you can't
actually kill anyone in his  game.  You can bop the odd Nazi in the stomach, but  you' ll
never be able to blow his fascist brains out.

The year is 1938. Indy has uncovered some evidence relat ing to the lost city of
At lant is -  a small minot aur and a bead. A Nazi thief  called Kerner steals these and
other artefacts f rom psychic Sophia Hapgood,  but  luckily Indy arrives on the scene to
prevent any bloodshed.  Lit t le did Indy know that the thief  was work ing for Dr Hans
Ltherman, a bril l iant  scientist who's  developing an atomic  weapon for Hit ler!  Kerner
takes the artefacts to Uberman's  secret labs in the depths of  a submarine.

Meanwhile,  back in the States, Sophia demonst rates  her black belt  Aki-Lajr t rain-
ing and Indy allows  her to accompany  him to Atlantis. On the way, they visit Monte
Carlo for a spot  of bet t ing,  then s t ruggle through a naval base at night ,  through the
docks, into the submarine,  and on to fi nd Atlant is.  In a bid for sexual equality  you can
switch between Indy and Sophia,  us ing either Indy's whip and mean left hook or
Sophia's  nif ty high kicks_ Guide them through up to nine locat ions, collect ing arte-
facts, food, weapons  and tools,  fi ght ing off  those dastardly  Nazis, c homping on choc
to restore your energy and amass ing the At lantean prec ious material Orichalcum,
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Amara: Rather like
The Godfather, Indy
The Action game
seems pitched at
the younger end of
the market. The
morally-upright fact

that no character can ever die does
become frustrating. You don't get
much of a bloodthirsty thrill when
you're whipping the Nazis' bets,
because you know they'll only be
down for a few secs before coughing
up two squares of Galaxy. Not
really the same as blood and guts
oozing all over the shop.

Indy and Sophia are well anima-
ted, but sometimes they get stuck in
front of corners, and you have to be
quite precise about manoeuvring
them around. Communicating
between characters is rather novel -
funny little circles, triangles and
squares pop up, forcing you to rush
to your manual to decipher what it
actually means. Presumably, the lack
of textual speech is to differentiate it
from the real adventure game, and it
also adds to the puzzley fun.

There are loads of locations to
visit and a quick tap on a function
key will give you a choice of handy
viewpoints -  at times though, it still
proved hard to tell whether my
sprite was actually being attacked.
Going inisde the submarine is rather
smart as is the Chief's secret cave.
Although the sprites ore quite well
animated, the overall graphics are
slightly bland and lacking in atmos-
phere. The sound is quite good, with
excerpts of the film's theme tune, the
realistic clicking of roulette wheels
and the cracking of Indy's whip.

All in all, Indy And The Fate Of
Atlantis is quite a neat arcade romp
but I did feel that the gameplay
could have been better.
Personally, I can't wait for the
graphic adventure.

GRAPHICS 0  ADDICTIVENESS 0

SOUND I X E C H T I O N
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: H E C K  O U T  T H E  V A L U E m  T u r r i c a n  11: tq 1991 R a inbow Art s. Al l  righ ts reserved_

M icroprose  Socce r a nd Gunship,  So llcro p t o se  Softwa re . Al l  righ ts re se rve d.
World C la ss Soccer,  ,  U .S .  Gold L imite d . Al l  righ ts re se rve d.
ST Dra gon: ,,, Lice nse d f rom I ALEC O. ,r
,  T h e  S a l e s  
C u r v e  
L i m i t e d . ,  
1 9 9 0 .

All rig h ts re se rve d. PAyttu ,  Syst e m  Thre e  Softwa re . Al l  rig h ts re se rve d.
Title s used unde r lice nse  b y KI XX.

I C K  S T A R T  T H E  F U N  T e l :  O i l  6 2 5  3311.

Ho l fo r d ,  B i r m i n g h a m
B6 7 A X .

K I X X .  U n i ts  2 / 3 ,  H o l f o r d  W a y ,
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As a peace-loving
earthchild with flowers
in his hair, Martin Pond

skipped and danced
barefoot through the
forests on hearing he

was to review Global
Effect from Millenium.

My, what a iessie!

Utopia is awash wi th Sky tel ly dishes.

Stubble-burning wi th napalm.

Entering Bar -Char t City.

WHAT'S WHAT
TITLE

PUBLISHER

FORMAT

PRICE
RELEASED

Global Effect

Mi l len ium

ST & 1 Me g  Amigo/ PC

C29. 99/ E34. 99

Out  n o w
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games that Pets you create your
own utopia and then surround it

wit h nuc lear power stat ions and sewage
works. The computer generates a world
for you wit h cont inents,  oceans and ice
caps. It places a smat tering of  mineral
deposits beneath the land, traces out  a
web of seismic fault  lines, and creates
an atmosphere wit h a certain tempera-
ture and rat io of  constituents. Et Voila!
It's like a Pot Planet, it's that  ins tant

There are a number of stock
scenarios featuring stuff  like Ice Ages,
nuclear winters,  global warming,
earthquakes, volcanoes and pollut ion.
The remedy  for these situat ions usually
revolves around plant ing trees,
switching to non-fossil fuels, ref raining
f rom detonat ing weapons  of mass
destruct ion and
putt ing the popu-
lat ion on a strict
vegari diet_ You can
also int roduce an
'evil empire'  t o
spice things up_
This is played by
the computer -  as
an economic  bully -
boy seeking world
dominance through
industrial blitzkrieg,
or as a warmonger-
ing junta who would sooner nuke the
planet than share it  with anyone.

Anyway, your main aim is to build up
a c iv ilisat ion wit hout  t reading on Mot her
Nature's toes. Building up a set t lement
involves piec ing together components
such as city blocks, farms, mines  and
power stations. You'll also have to
furnish each city with a fresh water
supply and sewage works.

You can put  your nat ion on a war
foot ing via the Batt le Menu.  The fi rst
thing to do here is to set up your own
bunker, an air-condit ioned s t ronghold
f rom which you can conduct  thermo-
nuclear Armageddon,  Then you can
construct miss ile bases, airfields, naval
dockyards, early -warning radar and ant i-
missile battalions. A batt le map shows
the current  pos it ions of  your active units
lup to 25 at any one t ime) and the cover-
age of  your radar network.  You can also
use it  to program in the co-ordinates of
that small collect ion of  enemy trees you
want  to wipe off  the map,

Clops, my tr igger  finger  sl ipped!

6111PINICS (15 ADDICTIVINESS
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Ma rtin; By the
nature of  the subject
matter, a world sim 4
tends to be a bit  on
the complex  side, i
While ideally  it  should
be realist ic, you don't

want  the game to suffer through being
over-complex. As part of their global
warming studies, the Meteorological
Office uses Cray super-computers  to
model the atmosphere,  wit h program
runs that can last months .  Now,  although
gameplay  is far f rom addict ive, scientists r
still take the results with a pinch of salt,

At the other end of  the scale, Global
Effect simulates, on a 16-bit, the
interact ion of  industrial,  env ironmental
and milit ary  factors in managing the
wor ld balance. So as you can imagine,

Mi l lennium has
cut a few corners
to make it user-
friendly.  It's
certainly easier to
use than Sim Earth,
so you don' t  need
to be Jonathon
Porrit t  to under-
stand what 's  going
on. However,  the
game does suffer
f rom t ry ing to
spread itself  too

thin, and the choice of  which env iron-
mental factors have been inc luded and
which ignored seems to depend on
what 's  fallen of f  the bandwagon.

Irritat ing bits inc lude the delays while
the computer generates each map,  and
the inconsistencies of  t imescale which
result  in missiles taking five game-years
to reach their dest inat ion t h e  Royal Mail
could deliver a warhead faster than that.

However,  for all that  it  is great  fun to
play. I have to admit I was a bit of a
fascist meathead and played it  as a batt le
sim. But I 'm sure that it would be just as
much fun if  you were to smear yourself  in
Body Shop products,  put  an album of
whale mus ic  on your Walkman and set
about  turning back the ris ing sea-
levels and plugging the holes in
the ozone layer.

••••••••
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When you reach for the skies..
"As with any MicroProse product, first impressions are
excellent - they always convey a feeling of 'completeness' that
other sims rarely achiezPe." ACE review of F
-
1 1 7 A

"A marvellous succ

Strategy Plus Nov 9

•,atit I  1

The Dehnitive Simulation at
Arnetica Rada-Elusive Jet

NIGHTHAWK

Who needs a television with

entertainment of this quality on
Gunship 2000 marks another
milestone in gaming history."
PC Leisure Sept 91

"Sheer playability and dynamic

m realism combine timake it one of the
most satisfying flight sims yet.
"PC Format Oct 91

eachT for the best
_ mr,A914 PROSE MA

, . •  •  •  ,  r r A  rf E

PC?

"In terms of graphics, sound and
playability, F-117A is MicroProse's
finest sim yet, and given the
company's track record, that's the
strongest recommendation I can
give." ACE Oct 91

"The best all round flight sim on the
market." PC Leisure Sept 91

"MicroProse has come up with the
- ' definitive simulation."

Strategy Plus Nov 91
I I
.  
AGUNSHIPcouuu

The Alt-Mew Muhl-Helicopter Combat Simulation

_ A M E R
— 1 1 . 1 1 P r '  R O S E

The games people play
I7A and Gunship 2000 are available for IBM PC compatibles from all good software stores.

MicroProse Ltd.,  Unit I  I l ampton Rudd InduKtrial Estate, Tetbury. Glos GL8 BLD. UK.  Tel 0666 504 326
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Cineplay International is the
company, Free DC is the
game and the animated

characters within are
rendered in what's called
Claymation. Can you spot

what's missing from all these
American words? No?

Duncan MacDonald can...
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Name something which nearly
all games seem to feel the

need to include on their packaging
these days. And the answer? It's
this: words with a 1" tagged on the
end. It's an American phenomenon,
of course - just about every single
word in the States is followed by a
1', and the practice seems to be
spreading like wildfire throughout
the entire world. So what's this all
got to do with Free DC, you may
ask. Well, the refreshing thing about
Free DC is that although it's
extremely American, the packaging
contains only one " ,  and it's a
'joke' anyway. FreermDC, says the

ZERO

title. "Brilliant," I reply. Now you
may accuse me of going way  over
the top even bothering to mention
such a small and insignificant detail,
but from the planet I come from, we
call things like this 'news'. So there
you are - consider it reported.
Anyway, the newsflash is now over,
so onto the game itself.

Freel"DC is, for want of a better
description, a semi-point 'n' click
animated 'adventure'. Why the
word 'semi'? Well, it's because you
can't actually point into the main
ploy window and highlight objects
with which you want to interact. if a
usable object is around, it'll just be
taken or used by your character in a

pre-orchestrated manner. And why
the inverted commas around the
word 'adventure'? Well, they're
there because this is an adventure
game without any real 'problems',
if you know what I mean. There are
no brain-blenders, no "Yaaargh, I
give up!" moments. In Free DC, you
trot around, talk to people, shoot
things, talk to more people, put
fairly simple two and twos together
and just let all the events unfold
around you in a sort of free-form
way. So what sort of events are we
talking about? It's obviously time
for the storyline, isn't it?

It's the future, nearly  all humans  have
died out,  and the self -perpetuat ing
robots they originally  created are in
control.  Those humans  that do st ill exist
have been put  in a zoo for the robots  to
observe. What 's  the moral? Well it 's
obv ious really, isn't  it?

The robots ' s ingle zoo isn' t  to be
sniffed at, size-wise. What  they've done
is to take an ent ire city and fence it  of f  -
the zoo we're dealing wit h here was
once called Washington DC. It 's a bit
ov ergrown and dilapidated,  but  most  of
the buildings  are st ill there, as are the
last eight  remaining humans  of the
planet Earth. So, are you one of  them?
One of  the specimens? No,  you're not...

You play  a private detect ive called
Avery Zedd, who's  been brought
through t ime (f rom the past, when there
were lots of humans) because the robots
have a problem they can't sort out  on
their own.  The t rouble is that one of
their zoo spec imens -  they're not  too
sure whic h one -  has constructed a
device that instant ly  de-activates robots
at a distance of  50 metres. (The robots
discovered this when a group of visit ing
robot  dignitaries  were terminated while

1
1
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REE OCEAN
GAME WORTH
TO C29.99!*
WITH EVERY
SUBSCRIPTION!

12  I S S U E S  O F  Z E R O
P L U S  A  F R E E  G A M E
FOR J U S T  C 1 9 . 9 5 ! "
In yet another  incredible offer  fr om the Wor l d's
/aye games mag,  we'r e GI VI NG AWAY  a FREE
OCEAN GAME to ever yone that takes out a ZERO
subscription! LO O K WHAT YOU GET FOR A MEASLY
£19. 95"

•  A TOTALLY FREE game fr om Ocean!
•  The next 12 issues of  ZERO, stuffed wi th news,
reviews, hints 'n' tips, competi tions and much
more!
•  Copies del ivered direct to your  door  AND befor e
It hits the corner shop!
•  Membership of the hi ghl y  exclusive Sub ZERO
Club PLUS copies of your  monthl y newsl etter
packed wi th extra cheats,  letters and special  offers!
• !c .  for WW1' W•estlemon'a • • UK cohcr, pirm
OFFER CLOSES FRIDAY 12TH JUNE
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co • r r  yes - -  speec I s  • c a n t  at rst ,  • ut 0 o r  e  novelty
has worn off, the slightly slower speed at which the game runs as a
result becomes annoying.

Enough about that and onto something else which is rather
annoying - access time for the scenery. The different locations take
just that little bit too long to load in, and I found myself wondering
why, because they only take up the top half of the screen. Free DC is
a pretty massive game,  location-wise,  so you natur al l y w a nt  to whi z z
all around-, but can't. You're at A, desperately want to get to E, but
locations B, C and D slow you down, even though nothing's actually
happening within them. The problem lies in the fact that the 'you
hardly have to do anything but click the mouse occasionally'
gameplay demands more speed. (Or maybe just a 20 Mhz PC. Ed.)

Okay, we've had a couple of downers, so its time for a couple of
uppers, to be fair. The first upper is the graphics -  not so much the
backgrounds, but the portraits of the characters you get in the
dialogue windows - they're fob. Animated faces, moving eyes,
eyebrows, mouths... different expressions, depending on the
situation. But now we get to the biggest upper of the lot - the
skwyline. I t's excel lent,  and str ung together  beauti ful l y.  I f certain
irksome things about Free DC are trying to push you away, the plot is
always there to draw you back. And you don't get stuck. Free DC is
an adventure game for people who are crap at adventures.
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KIND or FUNNY,  How you reply to
people affects the entire outcome of the
game, and as there are more responses
than there are stars in the sky, repeating
yourself in subsequent games is not
common. Subsequent games?
Yes, in Free DC you can get
killed if you're not careful_
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observe_ What 's  the moral? Well it 's
obv ious really,  isn't  it?

The robots  s ingle zoo isn't  to be
snif fed at, size-wise. What  they've done
is to take an ent ire city and fence it off -
the zoo we' re dealing wit h here was
once called Washington DC. It's a bit
ov ergrown and dilapidated,  but  most  of
the buildings  are still there, as are the
last eight  remaining humans  of  the
planet  Earth_ So, are you one of  them?
One of  the specimens? No,  you're not...

You play a private detect ive called
Avery Zedd, who's  been brought
through t ime (f rom the past, when there
were lots of humans) because the robots
have a problem they can't  sort  out on
their own.  The t rouble is that  one of
their zoo specimens t h e y ' r e  not  too
sure whic h one - has constructed a
device that instant ly de-activates robots
at a distance of 50 metres. (The robots
discovered this when a group of visit ing
robot  dignitaries  were terminated while



observing s ome humans  near the Fly ing
Machine Repository.) The zoo was
closed as a result, and several heavily-
armed Red Kn;ght  robots were
programmed to fi nd the guilty  spec imen
and remove him.

Thanks to the de-act ivat ing device
which caused the problem in the first
place, the Red Knights  never returned
from their miss ion.  More were sent
They didn't  return either.  And so on. The
rogue human spec imen had terminated
62 robot units before the zoo direc tor
realised he was backing a non-runner
and that his tactics, so far, had been
crap. The only  way  to fi nd the guilty
specimen, he decided, was to ut ilise the
services of another human.

So there you are. You' re Avery Zedd,
you've been brought  through t ime,  you
now have a capsule containing a lethal
substance implanted irremovably  in
your body, and you've been told you
have exactly 12 hours  to locate the
rogue human.  You're not  alone in your
quest, though, because the robots have
kindly equipped you wit h an escort
called Wattson.

Wattson is las you may  have
gathered} a robot ,  and he's useful in
several ways. First ly for informat ion -
you can talk to him about  many  things.
Secondly for help -  he may  well be
useful in certain situations. And thirdly
as transport - you can sit on h im and
travel around the massive zoo complex
much more quickly than on foot. There
is a drawback to Wat tson's  enforced
presence, however -  he  has a direct
uplink to the robot  c ommand office,
meaning that all your movements  and

WHAT'S WHAT
TITLE Free DC

PUBLISHER Cineplay/US Gold
FORMAT PC/1 Me g  Amiga

PRICE Tba
RELEASED May/Summer

conversat ions wil l be cont inuous ly
monitored.  Or wil l they? Maybe he could
be 'debugged',  as it  were.  iBut  that
would be giv ing things away.)

INTERACTION
Free DC contains possibly one of the
simplest  point  'n' click interfaces you' ll
fi nd anywhere,  as there's hardly
anything you need to do. Avery 's
mov ement  is cont rolled by point ing and
clicking in the main graphics  window -
point  somewhere,  click, and he' ll walk
there (or ride there on Wat tson's  saddle,

Dunc: Free DC's a bit of a strange one, really. First of
all, I thought "Hey, there's not much to do here, is
there?' Then I *might  "Hang on, this is actually
quite absorbing." Then I thought "No, you haven't
got quite enough to do." Then I thought "I wonder
what'll happen if I try this." I was constantly in the
process of losing interest and then gaining it again.

Yes, it's an uppy/downy game which scores well in some areas
but not in others. One of the big selling points of Free DC, and, so
you'd suppose, one of the uppers, is that there are three megabytes
of digitised character speech to enjoy (if you've got a Soundblaster
card). And yes -  the speech is brilliant at first, but after the novelty
has worn off, the slightly slower speed at which the game runs as a
result becomes annoying.

Enough about that and onto something else which is rather
annoying -  access time for the scenery. The different locations take
just that little bit too long to load in, and I found myself wondering
why, because they only take up the top half of the screen. Free DC is
a pretty massive game, location-wise, so you naturally wont to whizz
all around.., but can't. You're at A, desperately wont to get to E, but
Iocati*n I ,  C and D slow you down, even though nothing's actually
happening within them. The problem lies in the fact that the 'you
hardly have to do anything but click the mouse occasionally'
gameplay demands more speed. (Or maybe just a 20 Mhz PC. Ed.)

Okay, we've had a couple of downers, so it's time for a couple of
uppers, to be fair. The first upper is the graphics - not so much the
backgrounds, but the portraits of the characters you get in the
dialogue windows - they're fob. Animated faces, moving eyes,
eyebrows, mouths.- different expressions, depending on the
situation. But now we get to the biggest upper of the lot - the
storyline. Its excellent, and strung together beautifully. If certain
irksome things about Free DC are trying to push you away, the plot is
always there to draw you back. And you don't get stuck. Free DC is
on adventure game for people who are crap at adventures.

review
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if mounted},  That 's  about  it for the
interact ion wit h the graphics  window,  as
every thing else is taken care of by the
program.

So how do you interact? Simple.
There are three red act ion but tons on
the console, as you'll see in the
screenshots. The text that appears on
these act ion but tons changes depending
on your situat ion. Let's say you're on
foot  and you want  to ride Wat tson
instead. The act ion but tons (on their
default  sett ing) wi l l  read STUN,  TALK,
and USE. If you click on USE, the action
button text will change to GUN.
WATTSON and MAP. You want  to USE
Wattson, so click WATTSON and voila!  -
Avery  c limbs aboard.

The same sort of thing happens to
the act ion but tons when,  for instance,
you want  to communicate wit h a
character. Click on TALK, and dialogue
between you and the relevant person (or
robot) wil l  appear onscreen, in text
boxes. When the conversat ion reaches a
'junct ion',  you not ice that the act ion
but tons are of fering you an opening for
three types of response, say: ANGRY,
KIND or FUNNY.  I-low you reply  to
people affects the ent ire out come of  the
game, and as there are more responses
than there are stars in the sky, repeat ing
yourself  in subsequent  games  is not
c ommon.  Subsequent  games?
Yes, in Free DC you can get
killed if  you're not  careful.

GRAPHICS 0  ADDICTIVENESS
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review

Most people in Britain,
myself included, hove
always credited
Dungeon Master with
being the first, er...
Dungeon Master type
of game. Well, guess
who's been terribly,
terribly wrong. In

1981, over in the States, Sir-Tech
released Wizardry for the steam
powered PC's of the time. Wizardry
was, to all intents and purposes,
Dungeon Master (only Dungeon Master
didn't even exist, and was going to
continue not existing for about five
years). So what I'm reviewing here is
Bane Of The Cosmk Force, the latest in
the Wizardry series, and not a Dungeon
Master clone after all.

The graphics in Bane, as you con
see, are EGA. This probably leads you
to assume something like: "Oh, come
on - this game can't possibly be as
good as Eye Of The Behakter II." But
don't forget what you've just learned -
Sir-Tech are old hands at this sort of
fantasy role-playing caper. Their
experience in the field means that the
most important elements of an RPG,
namely gomeplay and atmosphere, are
notable by their abundance. But I'm
jumping the gun a bit here, because
although Bane is essentially like
Dungeon Master and Eye Of The
Beholder, it's by no means exactly the
same. Here's a quick run through of the
game to give you an idea...

Dunes The graphics
aren't exactly mind-
blowing, but then
again they're not VGA,
are they? Still, what's
there is reasonably
good, will run on even

a crap PC, and does the fantasy role-
playing job perfectly well.
As for the game itself, well... what can
I say? This is another of those all night
jobs that eventually becomes virtually
a lifetime's obsession -  like Dungeon
Master really, but we've been into
that. What I will say for final
illustration is that Dungeon Mosier was
an arcade/RPG with the emphasis on
arcade, while Bane is an arcade/RP°
with the emphasis on RPG. Both work
equally well.

Oh, I forgot to tell you about your
questl You've got to locate the Cosmic
Forge, which is a magical pen. You've
got to risk six lives to find a pent Con
you believe it? RPG's, eh?

36 ZERO

F irst,  you create your characters (six
of them) and choose their race, sex
and profession. Nothing new there,

then. But it 's the abundance of choice
you have that makes Bane stand out.
Then we come to the stats. To cut a very
long story short, this is an extensive
character-generat ing f ront  end wit h a
basic spell tutorial for the magic ians  and
alchemists. You can alter your charac-
ter's Intelligence. Dexterity,  Personality
and even Piety. (The characters are
given Karma too, but  that 's random).

Into the dungeons  then, wit h the
familiar forward,  left and right  arrows
for party movement .  We're in Dungeon
Master territory basically, so you' ll k now
roughly  what  to expect (unt il you get
attacked, that  is). Then you're into
proper RPG realms.  Rather than conduct
the fi ght  in real-t ime (where speed of
thought  and mouse control is of  utmost
importance),  you have t ime to gather
your thoughts  and plan.  You cycle
through each party  member in turn and
tell them what their next move will be (a
batt le can last for several moves),

There's a large choice of  moves,
ranging f rom fi ght ing to us ing spells to
running away  — what  you get in each
case depends ent irely
on what  the indiv idual
character is capable of.
Once the whole party
has been given bat t le
instruct ions, the fi ght
begins, and all you can
do is watch (and pray).

Now it 's back to the
Dungeon Master
rout ine,  Walk  around.
open doors,  fi nd things
in chests, discover new
spells, discover new
weapons,  walk  down
stairs to lower levels of
the labyrinth and so
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on. Then there' ll be some fi ght ing.  Then
some running.  Then some hiding.  Then
some more walk ing and opening doors.
On it  goes.

You become totally  engrossed and,
before you k now it, you realise you've
lust spent  five days in f ront  of your
monitor,  wit hout  eat ing or
sleeping. It used to be called
Dungeon Master-it is,  but  now we
know the real story.

GRAPHICS (1)  ADDICTIVENESS •

SOUND e t  EI SCUTI ON

PUBLISHER
FORMAT

PRICE

RELEASED

Bone of The
Cosmic Forge

Sir Tech/US Gold

PC/Amiga
Tba

May/Tba



I

1

Then
rhen
clots.

nd,
ye

I t  has taken control.
I t  owns their minds.

I t  imprisons their bodies.
I t  even absorbs the building!It's..IYGENERATION

A secret project is out of control at
Genog Corporation, the world's
leading biotech research lab. The
building is in chaos. All employees
are either dead or zombies. The
security system is blasting away at
anything that moves.

9/Generation, a malevolent
organism that uses virtual reality to

disguise itself, has taken over. And it
is your task to destroy i t

But first, you must find a way to
stay alive. Then, as your
understanding of this evil force
increases, you can take the fight to
the enemy. The tools you have are
sparse. Little more than ingenuity
and determination.

For your local dealer, contact: Mindscape International Ltd, The Coach House,
Hooklands Estate, Scaynes Hill, W. Sussex RH17 7NG. Tel: 0444 831 761.

p i l l . . " . • • • • •
d i l l e
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4111014 A l l
M I N D S C A P E

VIRTUAL REALITY MEETS ACTION ADVENTURE

Copyright C 1991 Robert
Cook. All rights reserved,
DAGenerationrw copyright

1991 Mindscape inc. All
rights reserved.

•  Over 120 rooms filled with traps and surprises
•  Outstanding graphic environment
•  Full VGA graphics support
•  Sensational animation
•  Stunning musical intro, and sound effects
•  Available for IBM PC, Amiga, Atari ST
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Diermot
tries to buy

Information
about his herb-
aceous border.

Clay Jones,
 Gardener's

Question Time
host, goes into a
trance while
experiencing the
mind-expanding
effects of inha-
ling Baby Bic.

0  Ratpouch,during one
of the rare mom-
ents when he
manages to keep
his gob shut.
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Luckily, Di er mot had al ready
his chicken inside his tights.
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forth to be called LOTT) is an in-
teractive graphic adventure

developed by Revolution Software.
It's the first one to use their Virtual
Theatre system, an adventure
engine which aims to create a 'real
world' environment inside your
computer's memory, in which the
cast exist and interact with one
another independent of the player
character. Hence the game advances
and develops in real-time... whoops,
I'm getting a waffle-overload
warning here, perhaps I'd better
just bedazzle you with the plotty bit.

You play a scummy peasant
called Diermot, on unlikely and
unwilling hero who is thrown into
momentous events by  a mere twist
of fate. (So he's very much a John
Major figure.) Diermot lands himself
a bit of a holiday job as a beater on
one of the King's hunts. However,
what should have been a pleasant
few days harassing the local wildlife
turns horribly wrong when news is
received that the enchantress Selina,
the 'Temptress' of the title, has

• • • • • • p •  0 6 -  •  ••  •  . . . I t  •11
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,  I U  
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concealed

orchestrated an uprising in the
distant town of Turnvale. So the king
rides off, anxious to show Selina
who wears the codpiece and hose in
the kingdom. This he does quite
convincingly by proceeding to get
trounced by her army of Skorls -
freelance thugs with the sensitivity
and compassion of a Doberman and
the winsome appearance of a
baboon's bottom.

Diermot, a card-carrying coward,
unfortunately finds himself in the
thick of the battle and, worse still,
on the side that comes second.
Suffice to soy, our hero ends up as a
prisoner in the smelliest dungeon in
occupied Turnvale. That's where you
kick off - you've got to escape and
liberate the town, and to do that
you've got to go on a blind date
with the Temptress herself.

THE LEADING MAN •
The game boasts a
labour-saving point  and
click interface and an
intuit ive user interface.
The upshot  of this is
that it's all very logical
and s imple -  there's no

typing required,  just the two mouse
buttons, so you don't  even have to take
off your oven-gloves when you play.
When you're entering a command,
you're given a select ion of  nouns and
verbs which you cobble together into a
sentence la t ried-and-t rusted technique
pioneered by the games correspondent

Given a free evening with
nothing much on telly,
Martin Pond likes nothing
better than manipulating
some objects and perhaps
even interacting with
some people too. Sounds
like the ideal person to
review Virgin's The Lure
Of The Temptress to us.

of Today  newspaper).  For instance, if
you wanted to use an item in your
possession -  a Pot Noodle,  say t h e
computer would then prov ide you wit h a
list of  logical poss ible verbs such as
DISCARD, BURY and FLUSH, wit hout
was t ing your t ime with words  like EAT_

Similarly ,  when you talk to a charac-
ter you' re given a number of  useful
topics of conversat ion and pert inent
questions. So if  you were to meet  Clif f
Richard in this game env ironment  land
I'm not  saying you will,  I don't  want  to
give the plot  away) you might  have the
opt ion of asking him about  a) being
dumped by Sue Barker, b) his colos-
tomy, or cl if  it's t rue he's a still a v irgin.

One of the advantages the game has
over prev ious graphic  adventures is the
autorout ing system, which has the
characters mov ing gracefully  around the
screen as if  they'd been choreographed
by Lionel Blair himself .  It works  like this.
If Dierrnot  encounters an obstacle when
crossing a room,  then rather than him
c oming to a perplexed standst ill he' ll
walk  around it  wit hout  help (like real
people do). All the other characters do
this too,  so even though up to five can
be onscreen at once, log-jams  are rare.

1
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THE COMIC SIDEKICK

Early on in the game
you acquire a loyal
companion called
Ratpouch, an
independent  character
who you get  to boss
around.  The

commands you give to him are s imilar
to those used on the player character,
except that they can be linked together
to form a long agenda of  things to do.
So you can pack him of f  to complete
some task, safe in the knowledge that he
will complete it to the best of  his ability
and then come bounding back to you for
a pat on the head and a t ickle on the
tumkin. This is essential, as some of  the
puzzles are imposs ible to solve if  you're
working on your own.  Though you can
issue commands to any of  the
characters, Only faithful old Ratpouch is
guaranteed to give it his best shot
without you hav ing to resort  to of fering
money or personal services.

THE SUPPORTING CAST
One thing LOTT is not
short of is other
characters to interact
wit h -  it's got  a cast of
literally  thousands.
(Twenty actually. Ed.)
Eleven of these are free

to wander around as they go about  their
chores. They autoroute their way  f rom
location to location, exchanging gossip
with one another as they meet. This
allows you to pick up the odd snippet  of
info just by 'eavesdropping' on the
speech bubbles.
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THE CAMEOS I I
The other characters in-
teract in the same way,
but  they're effect ively
stapled to the fl oor and
are always  to be found
in the same place. Like
in Eastenders, wit h Big

Ron always  in the Vic, (except the bit
parts in LOTT get more lines than Ron).

Characters you meet  can be f riendly
or aggressive,  or they may  adopt  an
att itude best described as 'jury 's st ill out
on this one - I think I'll interact  wit h you
a bit  more before I come down of f  this
fence'. The  other characters also
interact with one another, depending on
their personalit ies.  At  one point  you take
a magic  pot ion -  a sort of  Bobby Oavro
Juice - which turns you into an exact
facsimile of  Selina. So when you
approach the villagers, they treat you to
the kind of
welc ome
reserved for
Jehovah's
Witnesses
and FAST
quick-
response
teams_

TITLE

PUBLISHER
FORMAT

PRICE
RELEASED

WHAT'S WHAT
Lure Of The Temptress
Virgin

ST/Amiga/PC
Tba

May

m art in :  I  know I've been
paying more attention to the
game environment than to

the game itself, but that's because
this is only the first adventure to use
Virtual Theatre, and it's important to
get a feel for it. Besides, I don't want
to spill the beans about the plot, youlittle cheats.

Anyway, there's loads of attention
to detail. A lot of care has gone into
creating each location, there's the
odd but of animation in the back-
ground and some atmospheric
sounds (birds singing, bells tolling
etc). Nellie, a well-built barmaid at
the Magpie Tavern, looks like the
Hulk Hogan sprite from WINE, and
has the insanitary habit of scratching
her armpits before she pulls a pint.
But Eileain 'the lady of dubious
morals' was a bit of a let-down. Her
turpitude seems to manifest itself in
her sitting around and knitting.

Until a stranger has introduced
themself, they'll only be referred to
as stranger, SQ you won't know
who's who at first. (Just like in real

life, where 'strangers ore just
friends we haven't mot yet'. Ed.)
Yes, it's definitely more realistic.
However, the game seems quite
tedious unless you know just what
you're doing. For instance, there's a
loading break between each screen
which, though brief, can be
annoying if you're roaming around
looking for clues in a maze of
empty rooms. Things aren't helped
by the puns, which are a bit poor,
and get poorer the more they're
r epeated (in this respect,  it's mor e
like 'Virtual Panto').

In a way, LOU is a brave
attempt which sometimes doesn't
seem to quite work (perhaps
because you only get a glimpse of
how great the possibilities ore for
this sort of game). However, Virtual
Theatre is definitely a step forward,
and I for one will be booking
a seat in advance for the S T O P
next production to run there.
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Simulat ion's  di lemma:  ever
since those vodka-snort ing

atheists in the Evil Empire turned soft
and got  hip to democracy,  there's been
a deficit  of decent villains. Obviously ,
there's a limit  to the number of
scenarios you can build around the
dastardly deeds of the Welsh.  But talk
about  unlikely  scenarios: disaffected
renegade Soviet  communis t s  invading
an atoll in the Pacific called Varna
Varna. I think I'd have less of  a problem
suspending disbelief  if they 'd plumped
for maverick k ick-boxing nuns lay ing
siege to the fl eshpots  of Amsterdam.
Still, there you have it  - the game puts
you in charge of four armoured units as
they spend an idyllic holiday island-
hopping and commie-bashing around
the Pacific Ocean.

First of all, you're given a miss ion
briefi ng and given the opportunity  to
set the t ime and target  area for an
airstrike. This is useful for creat ing a
diversion, upsetting the enemy or
wak ing you up if  you've dropped off.

When you're in the batt le tone, you.v
,can control all the units at once with the

f our-way  split  screen. For each unit ,  you
can v iew either the status screen, the

TITLE

PUBLISHER

FORMAT

PRICE

RELEASED

Pour di ffer ent screens -  four  times the fun or  sixteen times the b r a i n
-
a c h e ?

Pacific Islands

Empire

Amiga & ST/PC
C29.99 /134 .99

Out Now

r a t  1 1 1 1 3 1 1
40 L t l
i
k l

What is the OS symbol for  disaffected
renegade soviet communist?

map screen or the 3D v iew screen. The
latter shows a v iew f rom the turret,  and
lets you select and fi re the various
weapons.  It also has a smart  IR imaging
scope -  handy at night,  or if you've been
using smoke grenades (especially since
the closest the Russkies have got  to
equipping their tanks with night  v is ion is
extra carrot rations for the gunners),

The map screen shows where your
team is in relation to enemy units,
buildings,  rivers and roads. The man
-made structures include: radar dishes,
ammunition stores, factories (which
churn out new tanks/ and civilian
buildings.  They all look  dif ferent  on the
3D view, so there's no excuse for turning
that paediatric hospital into a pile of
rubble - make a mistake and you' ll be
coming home to a hefty fine! That 's  the
horror of war,  I s'pose.

To move a unit  anywhere,  you have
to decide whether you want  it to travel
under cover or at speed over the open
plains, and then program a dest inat ion
point  into the map,  Some thought  also
has to go into the unit 's  arrangement  to
make sure that it  presents as small a
target as possible

Empire Simulation has
brought out a sequel to Team
Yankee - a mouse-driven
battle sim called Pacific
Islands. Martin Pond claims
to have been Monty's double
back in 'The Big One', so we
let him try it out.
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grilled snooks for the front fine.
the best bits about Team Ye
but Ws a lot more user-frien
you can now shoot buildings
even trees! Another good point
that the authentic specifications
for equipment have been used
(such as the re-load speeds of
various armaments).

The simulation is very atmos-:
pheric, and is very successfull in
recreating 'the fog of war' -  if
you haven't lost a unit throu
friendly fire by the end of
first mission, e a t  my •  -
hat. Ws still a bad •  STOP
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Ma rtin: My
beef about
game is the
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control. You
can't change
direction in the

• • 3 D  mode,
while fine control (such as would
be required to negotiate a
bridge, soy) is impossible with
the waypoint system. Hence
bridges lose the strategic value
they have in real life, because
this kist point necessitates that
rivers are fordable at every
point. It's a crying shame. I

Furthermore, the control panel
has redundant buttons every-
where. A unit's tanks can be
placed in more useless form-
ations than a synchronised swinr
4ming team, and there's a button
to select each of them. And why
have a button for the laser
range-finder? You only touch it
once, to turn it on at the start of
the mission. Having got all that i
off my chest, the game is very 1
absorbing when you get the
hang of the controls. It's got
• • itir Ihu t t L
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The first continuous-movement,
3D-dungeon, action fantasy!
You never have to stop walking, running, jumping or
fighting in this continuous-motion, virtual-reality epic!

Every wall, precipice, bridge, object and character
in the dungeon is painstakingly modeled in 3D space!

Look down, straight ahead or up to find clues, solve
puzzles, avoid traps, and battle fearsome monsters!

Some games must be played to be believed and
Ultima Underworld: The Stygian Abyss - a game of
action, motion and movement - is one of them.

You won't believe your eyes
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In these troubled economic
times, launching a brand

new software house is quite
a bold venture. Enter stage a

left - Mirage. Mirage h a s
1
1 1 1

been spawned by a former
MicroProse big cheese and

one of the country's leading 1
6games distributors. In order V

to carry it off, it'll need to
have a pretty strong product

line-up. Anyway, its about
time we had a

look, isn't it?

TITLE
PUBLISHER

FORMAT
PRICE

RELIASED

WHAT'S WHAT
Humans

Mi r age

Ami ga/ PC

C2 9 . 9 9 / C3 9 . 9 9

May / J une

HUMANS
Dewsbury-based Imagitec is
the development  team that
has brought  us Prophecy:
The Vik ing Child through
Electronic Zoo (RIP) and is
current ly  work ing on
Daemons  gate, a role-
play ing adventure game for
Gremlin.  Now the team is

ty ing-up with Mirage,  and two new
titles are in the offi ng. The fi rst is
Humans, and it s  a t it le that's got  the
Mirage team all hot  and bothered.

Based on a k ind of Lemmings -
style gameplay,  the game puts you in
charge of a group of prehistoric
t ribes-people.  Guiding each indiv idually ,
you have to help the lit t le people
across various  hazardous levels. Each
level sets you an object ive,  related to
important  discoveries in man's  pre-
historical development  - you know,  like
fire and the wheel.  These discoveries are
represented s imply  by the appropriate
sprite, hidden s omewhere on a level
(usually s omewhere that 'll require a bit
of mind-power to fi gure out  how to get
to it). No w although you' ll literally  pick
this icon up, you shouldn' t  take it
literally, oh no siree! You see, it 's an
analogy -  it's symbolic  of the discovery
of the itern in quest ion,  the acquis it ion
of knowledge,  if  you like.

•Er... I t s  Mi r age,  actual ly.

You'll start the
game with a bare
essential list of
cont rol icons,
which wi l l  enable

you to c limb on each other's  shoulders
and pick things up. Once you acquire
this 'knowledge' ,  you' ll then receive new
control icons that 'll enable you to put
the object  in quest ion to its various uses.
Say, for example,  you discover the
spear. You'll then fi nd you've gained a
selection of  new control icons that 'll
enable you to t hrow the spear, use it  to

pole-vault  over gaps or
guard things. So
your infl uence over

the lit t le people builds.  The game,
in turn,  becomes more complex

as you acquire methods  of
overcoming the obstacles ahead of  you.

It wil l  be possible for you to kill your
chaps, but  you' ll have to be careful not
to get  too many  topped,  as you'll need a
certain number to complete a level.

The lit t le human graphics are very
cartoony, and have numerous  humorous
animat ions  to accompany their actions.
Run t hem off  a cliff, and they'll pause, t
fixed in mid-air,  before doing a double-
take and plummet ing to the ground.
Ouch! Mirage is very excited about  the
prospects for Humans,  and judging by
the success of  Dark Seed and Ashes Of
Empire (both rev iewed in this issue), it
certainly has an eye for a good product.
Sort of bodes well f or the future, doesn't
it, gamesters?

•SCROLLING WI NDOW
Your game screen is divided into two parts.
This is the window in which you play the game.
The little chaps are the humans. The guy you're
controlling is highlighted by an arrow.
td STATUS WI NDOW

This shows your control icons, which relate to
the knowledge you've acquired. You start
the game with only a basic selection here.
•  CONTROL ICON
This enables you to switch between the diffe-
rent humans to choose which chap to control.
•SUPPORT
This enables you to form a human ladder! By
stacking humans, you can overcome obstacles
like sheer cliffs. Stock too many and they'll
wobble about precariously.
• CLIMB

If you've discovered a rope, this will enable you
to climb a rope lowered by one of your chums.
• G E T
This enables you to pick up or drop objects.
Picking up new objects imparts new
knowledge, and thus introduces new control
Icons to your status window.
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RAGNAR
In the
mist-
shrouded
annals of
Norse
myth-
ology,

-4t--  t h e r e  are•4 many
times: Ragnarok, when the gods gather
together for the fi nal apocalypt ic  batt le;
Fimbulvetr, the long,  hard winter
destined to f ol low Ragnarok;  and
Briteonrok, when all the gods go on a
day-trip to the seaside. For the top god,
Odin, Ragnarok is the most  important  -
not least because this is the t ime he is
destined to be slain.

Understandably, he's not  too keen,
and decides to pervert  the course of  fate.
To this end, he creates a cunning plan.
Now it came to pass that there was a
board game that was  t remendous ly
popular in those days - a sort  of Norse
Trivial Pursuit, if  you like_ Odin crafts a
special version of  this, wit h pieces re-
fashioned to represent  the key
combatants in the forthcoming struggle_
By playing this game against  wily
opponents, he hopes they'll unwit t ingly
show him a strategy that will enable him
to outwit his destiny. Naturally ,  this
presupposes that Odin wi l l  be able to

find such 'wily  opponents '.  Here he
makes a birrova crucial error -  he dons a
hefty disguise and takes the board game
down to Earth and into a pub.

This is where you come in -  Ragnarok
is a computer version of  that self-same
board game.  You get to play Odin,
complete with Groucho moustache and
ginger toupee (opt ional extras, not
inc luded in the gamel as he takes on
various human opponents.  To win the
game,  you' ll need to defeat each v illager
twice -  first in the guise of Good, and
then in the role of  Bad. So how do you
actually play this Ragnarok then?

GAMEPLAY
Raganrok is one of those easy to learn,
tricky to master sort of titles. It's also one
of those games that doesn't  have evenly
balanced sides lie it  isn't like draughts  or
chess, it 's more like Escape From Col-
ditz), Each side has dif ferent  character-
istics, and dif ferent  things to achieve.
Unlike Colditz, each side has a fair crack
of the whip,  so the old 'no-one wants  to
be the Germans '  syndrome is avoided.
(You've got  to beat  the computer f rom
both sides to complete the game,)

The board is div ided up into squares,
eleven by eleven, and there are two
sides: Black and White (or Good and Evil

1
1
1
1
-
1
6
1
r
-

1111111•MP

t OTHE GAME
, A  bit like Battle Chess bits, aren't

they? They'll be all animated too.A HEAVENLY GRAPHIC
Hurrah! This is where Odin hopes to
spend his retirement.

PIECES

IMEMP.
'WHATTHE HELL'THIS BIT?
Well, it's the 1
place Odin will
probably end
up in if
Ragnarok takes
place.

A,* THEMIDDLE BIT
Odin and his
Pals start here.
The objective is
to get Odin to
one of the outer
corners of the
board.

OTHE OUTER CORNERS
Safety for Odin, but will the bad guys
stop him reaching his destination?. START SQUARES
These are the starting location for the •
(

nastiest of the nasty pieces.

MIRAGE

in Odin's  special game).  The good s ide
has eight  pawn-like pieces called
Einherirar (the warriors  that fi ght  for the
gods), f our special pieces !selected f rom
six of Odin's god chums, each boast ing
special powers),  and a piece represent-
ing Odin himself .  The evil s ide has 20
pawns (represent ing the giants that
oppose the gods),  Plus the four special
pieces !again chosen f rom six powerful
beings boast ing special abilit ies).

The goal of  the good side is to
manoeuvre Odin f rom his start ing
square, in the centre of  the board,  to the
safety of  one of the corner squares. The
goal of  the bad guys is to prevent  white
f rom succeeding in his aim,  and to
capture Odin. Taking pieces is achieved
by surrounding them -  the tougher the
piece, the more of  your bits you'll need
to capture it. Two pieces adjacent  to a
pawn wil l  capture it, but  you' ll need four
pieces to grab Odin. As for the special
pieces, these of fer you the chance to
control Thor, Frey, Vidar and Heimdall.
Choose these four and you' ll miss  out
on the chance to ride the valkyries, and
you'll also have a spare tyre. The
baddies special pieces inc lude Loki,
Fenrir and Sun.

VISUALS
Well,  Imagitec is keen to eradicate
t radit ional diffi culty  levels and is
choosing instead to have each of
your twelve human opponents
of fering dif ferent  characteristics.
Some will be better players, but
may display dif ferent  weaknesses
to less skilled opponents.

Interleaving graphics will s how
you y our opponents  react ing to
your performance!  This  will add
layers of atmosphere and give you
some indicat ion as to the type of
opponent  you're dealing with.
The game wil l boast  large
sprites which animate in
mov ement  and combat  rather
like Bat t le Chess pieces. It all
sounds rather neat, doesn't  it?
Well,  you' ll have to wait  for
its release in June to fi nd out.
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,ou've got to be pretty
useless to have COM
'master plan' that's failed

eight times. But that's just what
aliens Eros and Tonna have done -
developed eight plans to destroy the
human race. Their brainchild, 'Plan
9' is, by the law of averages,
doomed to failure. The scheme, 'The
Ressurection Of The Dead', involves
the unearthing of the dead-and-
buried so that they can be used to
do the aliens' dirty work.
Apparently, the reason why the
extra-terrestrials are so keen on
annihilating the human race is that
our own dear nuclear scientists are
planning to blow up the universe.
(So they're evidently peace-loving
aliens at heart.)

If this storyline is somewhat
familiar, you must have seen
Edward D Wood Jnr's classic turkey
of a film. It was dreadfully acted,
contained somewhat dodgy props
(such as paper plates on string
masquerading as flying saucers),
ludicrous sets and terrible continuity.
The star, Belo Lugosi, died during
filming, only to be replaced by a
complete nonentity who looked
nothing like him.

Gremlin's adventure game
doesn't follow the film's storyline.
Instead, it's seen from a first-person
perspective, where you play a
private investigator, hired by a
dubious film producer to seek out
the missing reels of Plan 9 From
Outer Space. Your task is to journey
into a wealth of over 70 locations,
asking questions, picking up objects
and doing all the usual lab
adventurey things via the mouse-
controlled point and click interface.
You can jet-set around the world by
plane or taxi, visiting Rio de
Janeiro, Sydney, on American diner
and a rather salubrious prison, to
name but a few. Although you're
strictly forbidden to watch any of
the reels along the way, you'd be a
tough cookie to throw away the
opportunity to view the segments of
real flu g o  in the local
Cl

44 ZERO

Plan 9? Well what
happened to plans

1, 2, 3, 4, 5, 6, 7
and 8, you may

well ask? Er...
they failed. But is
9 a lucky number
this time around?

And what's all this
got to do with you

anyway? Amaya
Lopez poo-poohed

any threat of
zombies and

tackled Gremlin's
first film licence.

A ma y a :  Get t ing to
grips wit h Gremlin's
new adventure inter-
face is actually quite
easy. The screen set-
up is reminiscent  of
Legend Entertain

merit 's  prev ious of ferings like Tierequest
and the Spellcast ing games, compris ing,
(for the most  part) of a fairly  static
graphic  area surrounded by the inven-
tory  and story text. Click ing on Walk,
Pick Up or Examine,  for instance, wil l
call up a pair of
legs, a hand or a
magnif y ing
glass (a la
Leisure Suit
Larry) which
you then guide
onto the object
or locat ion. The
game does
become frus-
t rat ing at t imes
- if  you give
someone some
thing they won' t  do what  you want  with
it -  they'll just thank y011 and keep the
bloody thing.  Imagine how irritat ing this
becomes when you've crossed a z illion
cont inents to fi nd the damn thing in the
first place. At  t imes like these, a handy
"Show" verb would have been just the
ticket. There are defi nitely  a great  deal of
locations to visit, but  never that much to
explore in each one. So many  t imes I
wanted to try all sorts of weird
permutat ions  a la Monkey  Island, only  to
fi nd that the solut ion was
disappoint ingly  s t raight forward.

The characters on screen roll their
eyes and wave their hands abart  occa-
sionally,  and although the graphics are
colourful and well drawn in comic-book
'50's style, it 's more like pictures with
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accompany ing text rather than a fully
interact ive adventure.  Also, it 's all very
well hav ing every character in the game
ressemble Vampira or Tor Johnson in
order to retain the tackiness of the fi lm,
but  after a while this does start to wear
a bit  thin. However,  some of  the anima-
t ion is part icularly  neat -  especially the
sensation of  hurt ling t hrough the streets
in the taxi, s wimming in the sea wit h
rather unusual fish arid, best of all, the
digit ised excerpts of  the real fi lm which
you can watch in the c inemas or edit ing

room.  The
edit ing
machine is
rather smart  -
the screen
goes into
Zoom mode
and you can
fast forward,
pause or
rewind to
your heart 's
content.

When all's
said and done,  Plan 9 may not be
the best adventure game in the
world,  but  it 's still lab fun to play.
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Gremlin

ST/Amiga & PC

Tba

Out now

Plan 9 From Outer Space
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KWI K S NAX

"An ideal game for
those who want to

have fun"
A m i g a  A c t i o n

P RI NCE  OF
THE YOLKFOLK

"Look s  l ik e t he bes t
Dizzy adventure yet"

Ga m e s - X

BUBBLE DI Z Z Y  P A N I C  DI Z Z Y

"A pure arcade
game...Top fun"

A m i g a  P o w e r
"Five top games smashing onto your screens bringing 100% fun and guaranteed playability!

Ovive yourself dizzy with three of Dizzy's action-packed arcade games and two brand-new arcade-
adventures - the best two Dizzy games ever! All this fun, all this action, all this for 424.99!

Five times the fun of any other games pack!" Richard Darling.
092 Codemasters Limited, PO Box 6. Leamington Spa. Warwickshire CV32 OSH, Tel: 05
1
26 8 1 4 1 3 2 .

"A manic test of
arcade reflexes"

D a v id D a r l i n g

SPELLBOUND
DI ZZY

"The  biggest Dizzy
adventure yet"

Ga m e s - X

ven t  161) Z tml c a u - 4 4 f f
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Mirrorsoft

PRICE £24.95

FORMAT ST/Amigo
RELIASED November

We've found a system, a brand new system,
and a secret ingredient called Project X. Chief
scientist Michael 'Work Experience' S ckes
takes Team 17's newie down to the ZERO lab
to put it through its paces. 1
1 .
T h o s e  darn scientists, just

who  do they think they
are? (Er.„ scientists,

actually. Ed.) Wel l ,  they've only
gorn and done it  again -  they've
accident ly brought  the wor ld to
the brink of  destruction. The
mad-cap chaps have created
massive mut at ed droids, which
for some reason bear an
uncanny resemblance to insects.
These beaut ies are all by-
products of a series of bio-
mechanical experiments  us ing
powerful x-rays. Due to their
volat ile nature, the droids  were
then dumped on the planet  Ryxx
(named after the celebrated star
of  Brit ish farce, Brian). The
droids not  only  survived and
fl ourished on the host ile planet,
but  also acquired the habit  of
dropping their trousers and
saying "Oh sorry v icar" at every
available opportunity .  Now their
powerful intelligence circuits are
telling t hem to seek revenge on
their creators and the whole of
c iv ilisat ion as we know it.

Unders tandably ,  the
Federat ion is start ing to get  a
lit t le hot  under the collar about
the prospect  of annoyed droids,
and is forced into action.
Surprise, surprise - this is where
you come in (rather like Cilia
Black). Your miss ion is to fly to
Ryxx, right  into the heart  of the
station, and wreak  your revenge
on the state of  Brit ish comedy
by blowing the planet sky high.

ZERO

WHAT'S WHAT

GRAPHICS 0  ADDICTIVENESS 0

SOUND 0  EXECUTION CD
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Mike: Project X -
well, what can I say?
For starters, it's a
great game which is
destined to become
one of the best

sellers this year in the shoot 'em up
stakes. (Blitney, steady ant Ed.) One
of the first things that struck me was
how similar in playability it was to
Rainbow Arts' Z-Out. It may be m l

slightly too tricky for b e g i o z e
i l
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basts. Ho vv,o lfsfouilo
problem
rather
makes
eagle.
blast
A p r  l i f e .

're onl
a leve

Look, the
action is to use this

s a sort of training ground,
re you progress to the hard

stuff. You also have the opportunity
to change the so-called 'rave' music
to 'old timers music' -  a sort of flute
tune musk, which is all right but
nothing out of the ordinary.The high
score table features a stirring
rendition of Tchaikovsky's 1812
overture and spectacular exploding
firework graphics.

You'll get to choose which craft
you want to use from three different
types of ship, all of which boast
their own personal positive and
negative attributes. It goes without
saying that you'll be able to soup
this baby up into a Carlos Fandango
mutha-ship that's bristling with ordi-
nance. Simply annihilate a wave of

aliens and you'll collect a
token. These tokens will
move your power bar at• the bottom of the screen
up the scale. Choose to
use, for the current
boost, or save up for a
better one. The digitised
speech will constantly
remind you which
power-up is currently on
offer, by the way.

As for the game's
graphics, well they're
pretty good actually,
with rather stunning
backgrounds. The sprites
vary in size, but are well

drawn and nicely animated.
My main whinge is that once

you've learnt the pattern of alien
attacks, the game becomes quite
easy, but this has the advantage
that at least every time you play the
game you always seem to get
further. (You mean it's got a rather
nice learning curve. Ed.) Er... yes.
And oh, the meteoroids on the first
level look really realistic. Best
of all is the speed at whkh this
horizontal scroller moves -  it S T O P
makes it such great fun to play. •

Bogeys at 6 O'clock. . .  aaghl  I 'm hi t!
(And I t's onl y level  one,  you clot. Ed.)

Ouick -  get the Preparation H out - I 'm
about to have problems wi th asteroids.

,

• • • •  soma n l i n e n *  P I

Waahl  Watch out -  you'r e bei ng
attacked by the KP Outer  Spacers!



Slugs and snails and
puppy dogs' tel ls -  the
what Api dyo's s i d e  of. . .
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TITLE Apidya

PUBLISHER Play Byte
FORMAT Amiga

PRICE £25.99

Out NowRELEASED

The origin of the word 'Apidya' is not known. 'Toby
Finlay' can be translated as 'lazy bast' in Serbo-Croat,
so who better to review Play Byte's new shoot 1
e m  u p ?
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called Pla Byte, I was hopin...  er_._ worr ied that it  was going to translate into
some obscenity, and that the game would be full of  scantily-clad girlies.

This is (unfortunately ) not  the case. But what  it  loses on the soft porn side, it
makes up for by being quite excellent ly v iolent  -  Apidya,  whatever it may  mean, is, as
you'll have learnt  f rom the intro,  a shoot  'em up. The plot 's  as laughably  thin as ever.
This t ime, there's a geez called lkuro whose chick's been attacked by a swarm of
mutant k iller runner-beans.  (They 're insects, actually. Ed.). Well,  they look like beans
on the intro sequence. Anyway,  lkuro takes of fence at this gesture (he ev ident ly
prefers carrots) and turns himself  into a Venus-esque fl y-thing to avenge his fallen
female friend. Actually,  if  you can get
another person to play, he brings a mate as
a much more shandyish aphid which is
about as much use as the jeep was in
Silkworm fie not  much).

As well as yer standard gun, you can
hold down Fire to make your fly let go wit h
something which (rather worry ingly )
resembles a rocket-powered,  um,
'gentleman', but  no shooter would be a
shooter without  a bag of  bount iful bonuses,
and Apidya is no exception_ They 're pret ty
standard really - speed-ups, lasers, droids
and the like - but  they do their jobs all the
same. Let's face it, when it  comes to batt le
it doesn't mat ter whether it 's 'Super
Nashwan Turbo Bitmap Brothers Power o r
the enigmat ically-ent it led 'Spread Shot '  as
long as it blows things up.
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Toby: Apidya? Oh
well, I suppose it's

somewhat more
nspiring title than

oject X. You may
ave just read the

Project X review
an• e  thinking that it's the
ne m a r k  to which others will
be r e d .  It ain't. You may also
be g  that Project X surpasses

'L API p h i c a l l y ,  and, erm...
you'd be right, but you should never
judge a book by its cover (unless it
says 'By Jeffrey Archer' on it, in
which case it's bound to be crap).

The unfortunate thing about the
' Apidya screens is that they tend

to be so convoluted, it's easy to
lose track of your fly (an

experience not wholly unfamiliar
the male members of the ZERO

m) and crash straight into
something. However, this is only a
minor flaw when one considers the

erits of the game.
Apidya doesn't have Project X's
ech, but it's got over twenty

brilliant scores which play
throughout. You can also listen to
them via an option screen which
enables you to put the game in
Rosehip Tea mode (among other

It... t h i n g s ) .  The music
reflects the frenetic
nature of the game
extremely well -
although the screen
scrolls at a fairly
sedate pace,
everything else
moves at a blinding
speed. When the
action dies down,
you find yourself
waiting for a trap -
that final attack

p
p

hich no-one spots
ntil it's too late.

, P l a y  Byte have
lenty of exper-

ience (the Tennis
Tours and Battle
Isle) and it really

illP s h o w s  in this. It's a
masterpiece. The nearest anyone's
come to putting an arcade quality
game on the Amiga for a long, long
time. Buy it. Alternatively, change
your name to Emelda Thimblebottom

and i i i i e t i c
o i
n
i t
s e y .
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ou've seen Alien. You've seen
Aliens. You've seen the
England rugby team. All of

these were inspired by the horrific
monster artwork of HR Giger.
Greasy cartilage, face-huggers,
chest-bursters, telescopic jaws, acid
blood -  all by-products of HR
Giger's paranormal wet dreams.
Now you can play a game based
completely on all this bio-
mechanical codswallop, called,
spookily enough, Dark Seed.

You control yuppie sci-fi writer
Mike Dawson, who's bought
himself a Victorian mansion in the
Green Belt village. Bugged by
mysterious headaches and dreams,
Mike wonders whether it's a bad
case of yuppie flu or the deadly
alien embryo that the monsters
from Gigerworld have implanted in
his brain to harbour their plans for
world domination. Cleverly, Mikey
plumps for the latter, and goes ex-

ploring his
house and
its surr-
oundings
for clues
on how to
stop the
three-day
gestation
period of
the alien-
brain-

. •  t h i n g .
Exploration is possible via the

old Sierra-style three-pronged
cursor ploy. One click of the right
mouse button gives you a
Move icon, next click and it's
Examine, and finally it's
Manipulate. With this, you can
investigate the nookiest crannies of
your yuppie household, with its old
furniture, wine cellars, balconies
and secret passages.

Then you can mooch into town
and manipulate the beautiful
librarian, the barber and the local
rollers. You can even nip into the
cemetery to desecrate a few graves
and dig up some stiffs.

A lot of walking and digging
around eventually leaves you with
on array of apparently useless
objects: a pair of gloves, a tin of
sardines, some pitted olives, a
bottle of scotch and a crowbar.
Useful for an evening of illegal
sexual activities, but hardly ideal
for teleporting to the 'other side'.

At last! An arcade adventure based on HR Giger's gruesome
artwork! At last! A  title that can only  be said in a  deep,
gravely voice -  Dark Seed. At last! Another review by  the
crappiest writer ever -  David McCandless.

Mecca: Dark
Seed is a
'lovely ' game -
it looks great.
Unt il you get
into Gigerworld,
when every-

thing gets a bit  dis turbing.  But let's
forget  that for a second. The graph-
ics depart  f rom the usual cartoony
or comic  styles, p lumping for out-
and-out  realism. So we get pret ty
paint ings instead of  locations, a
sort of cross between digit ised and
artworked pictures. Even Mike
himself ,  in his bloody  yuppie
tweed jackets and yuppie slacks,
looks like a real sci-fi  Mike,  and
even gets  bigger and smaller as he
moves closer and further away. Sounds
a bit  rudimentary ,  I know, but  to have
your moustachioed yuppie hero do this,
and to watch h im dip in and out  of  such
exotic locat ions is almost  stunning.

The danger with produc ing such a
'lovely ' game is that you can go over
the top on the ' loveliness' and forget
there has to be a game in there
somewhere.  Cyberdreams has
managed to keep the game in
there, even though it  ends up
as a fairly average adventure-
puzzle thing.  Try these tricky
puiLles: a t runk is locked with a rusty
bolt  and you have a c rowbar;  a sturdy
gargoy le and a rope;  a t in of  Russian
sardines in a shop and some money.
There aren't  exactly layers of  cleverness
here. Annoy ingly ,  a f ew of the puzzles
are dependent  on what  t ime you do
them, which,  as Mike Gerrard wil l  tell
you, is a pain in the beard.

However,  this game has a very rare
quality  for an adventure game - there's
an actual exc itement  on entering a new
room or fi nding a new object, It sounds

For the last l ime,  I  don' t  want a Watchtower !

HASS!.
FACTO
Occasion
disk acc

R: 4
al long

ess.

a bit  perverse, but  the smart  graphics,
the rough realism,  and the expectat ion
that a face-hugger might  leap out  at any
moment  and suck your face off, keep you
going no mat ter how monot onous  the
constant to-ing and f ro-ing might  get.
You can get  complacent  about  arcade
adventure games, taking all the lovely

graphics for granted.  Dark  Seed
doesn't  really  let you. I sat
there, blindly  t ry ing one object
on every other object  in every
locat ion unt il it  was me who
had the mysterious  headache

Intent ional or not, it 's this clever
atmosphere that raises it  above normal
adventure gameplay.  Dark Seed is a fah
arcade adventure that succeeds in
being both atmospheric  and scary
at t he s ame  t ime
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Dark Seed

Cyberdreams/Mirage
PC VGA 3.5 & 5.25/
Amiga
E39.99

Now/November
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Fancy winning a week's
coaching at The School Of
Soccer? How about a real
leather football or a World
Cup video? Do you have
an unnatural craving to
step into the shoes of 'Big'
Ron Atkinson?

W el l  now you lalmost ) can, wit h the
help of Championship Manager,
Domark 's  new football manage-

ment  s imulat ion,  rev iewed on page 52. It puts
you in charge of  hiring and
fi ring,  work ing out  the budget.
and s6cking up to the board of
directors.

The ent ire Brit ish League is
represented. plus some non-
league and European clubs,
and the game has data on
1,500 players, along wit h 650
back-up staff.

It's up to you to decide
on team tactics, and to buy
and sell on the transfer
market  while keeping an
eye on the fi nancial info.
Since the icon-driven
control system lets up to
four people play at once,
you can even t ry buy ing
out your pals and giv ing them the boo

Anyway,  the chaps f rom Domark  are
so excited about  Champions hip
Manager's  release that they're
sponsoring this  smart  comp°.

THE FOOTBALL
BOOTY...
First prize gives two people the chance to
spend a week honing their footie skills at
The School Of Soccer. If you don't get
lucky with that one, you might get one of
the five leather footballs being offered as
second prize (remember - you haven't
really been hit full in the face with a
football until it's happened with a proper
leather one). If all else fails, you may
receive one of ten World Cup videos -
you can waggle your bottom with Roger
Miller, sing with Pavarotti and blub with
Gazza• Betcha can't wait, can you?

50 ZERO
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THE SCHOOL
' OF SOCCER

Set in leafy Leicestershire, the
School Of Soccer runs residential

ching courses for boys and
s aged between six and

sixteen. The school beasts a vast
ying field, a sports hall gym,

swikmmi p o o l s  and
courts. The
'ng staff use the
rver Coaching

s season includes cs
eeping coach.

program features:
Accommodation and full
board.
As many wedges of orange
as you can eat.
Visits by professional players
(subject to availability).
Organised leisure-time
activities (including full use of

School Of Soccer joke breasts).
Laundry facilities. (Lumme,

r. it's worth it just for this last
ems, isn't it?)
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do. First, look at these questions:
1. Complete Hee fol lowing wel l -known phrase: Footbal l  is o. . .
a. Bitch and then you die.
b. Game of two halves.
I. Long, sticky thing with a frilly encl.
2. Use your  manager ial  skills to decide which of those goal ies
gets dr opped from your  squash
U. Peter Shilton.
h. David icke.
c. Dot 'Safest Hands in The Square' Cotton.

3. hi year  opinion,  which of the fol lowing has done the most
to upset footbal l 's spirit of fai r  play?
a. George Best showing off his repartee on Wogan.
h. Gary Unneker showing off his legs on the Bovril ad.
c. %finny Jones.
4. What is the main feature of the wor ld-famous Coorver
Coaching Method?
a. Blood, sweat and tears.
b. Using improvisational dance and role-playing psycho-drama to
fine-tune passing skills.
c. Don't know.

Now place the letter corresponding to each answer in the
space provided on the coupon below. Fill in the 'tie-break
teaser' and then mail your entry to: Which World-Famous
Coaching Method? Comp°, ZERO Magazine, Dennis
Publishing Ltd, 1 9  Boh o v• r St, London W i  V 291
0
.RULES
•  Employees of Dennis Publishing and Domark Software Ltd
caught entering this comp* will be playing right back. Right
back in the changing room, that is.
•  Any entries received after June 30th 1992 will be sent off
for an early bath.
•  The Ed is the man in block and his decision is final.

DM I n  ME OE IIIR •  •  IM

HEAL LINE COUPON
0 0  0 0  0 0  0 0

Post Code

TIE-BREAK
TEASER
Using your skill and
judgement, place a
cross on the picture
wher e you thi nk the
bal d spot is most l ikely
to be.

am a boy/girl  (delete as
applicable), and I
relinquish any right to
claim compensation off the
Ed should I suffer a
hideously disfiguring
sports injury while
enjoying the first prize.

Signed

Name

Address

Age next birthday

MO MI ID M I  MI I le

HOW TO GET A FIVER OFF A COPY
OF CHAMPIONSHIP MANAGER
I .  Snip off the coupon below with a pair of scissors.
2. Look up your nearest Game Store from the list below.
3.  Rush around to your nearest Game store, clutching your
coupon (the one from point 1, remember?).
4.  Grab a copy of Championship Manager, then approach
a sales assistant and say "You are a Game store sales
assistant and I claim my five pounds off this copy of
Championship Manager".
S. Go home, tired but happy, to ploy your fob new game.

Blimey, you can't spit for hitting a Game Store.
Just check out this extensive list of locations:

Arndale Shopping
Centre Manchester

The Glades Bromley
Schofield Centre
Leeds

The Marlowes
Centre Hemel
Hempstead
The Pavilions
Birmingham
The West Orchards
Centre Coventry

Liberty 2  Romford
Thurrock Lakeside
Thu rrock

Eldon Square
Centre Newcastle
Bargate Centre
Southampton
The Harlequin
Centre Watford

cotTipo

£ 5  MONEY
OFF COUPON

Gosh I'm really, really hard
up this month-I've given
most,t-fily money away to
va u s  charities and I've •

the rest to corm skielfor
life-saving csiMeratiolifor
y puppy dog. Trouble is,

'm just gagging for la copy
Of Domark's ChIsmplonship
Manager and syckw I'm £5
short of the total. Ple‘e,
phiase, please, Mr Opp'se
store sates assistimf:
won't you take this
in lieu of the cr e ?
(I'll be your best mate.)
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CHAMP
Far too old and fat to actually play football, Lord Paul
Lakin settled down into a comfortable armchair to do
battle with Championship Manager and a cup of tea.
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Well.., no, that 's not  strictly true,
Football is nothing like

t rainspot t ing.  Try  play ing the long ball
game on Plat form 3 of Doncaster Stat ion
and you' ll soon fi nd yourself  crushed
under the wheels  of the 19.34 London to
Hull Central.  However,  being a football
fan is a lot  like being a t rainspotter.  All
those endless, wet  af ternoons and
evenings spent on a draughty,  exposed
concrete plat forms  or terraces avidly
watching nothing very much for a long
t ime f ollowed by a brief  moment  of
exc itement  when Dion rises above the
defence to head home (or the 14:03
arrives on t ime).

Taking things a bit  further, there is a
seriously t rainspottery element  in all
sports. These people are somet imes
called enthusiasts, somet imes
statisticians. More often they 're called
Eric. For these people,  nothing that
could happen on the fi eld is as exc it ing
as what  happens in the f orm book,
league table or accounts ledger.  For
them, Championship Manager is like a
wet  dream come true_ (/ beg your
pardon.  Ed)

There is a f rightening amount  of
informat ion to juggle with in
Championship Manager.  On the play ing
side, each member of your team is rated
for speed, skill, s tamina and the like, as
well as less tangible things such as
infl uence and character (arrogant,  rash
or quiet ,  for example).  You also have
access to t heir record in the prev ious
season, t heir current  state of  mind,  other
clubs that are interested in them,  their
wages, their valuat ion.. ,  the list is
endless. All this  and more for every
single player at your club.

Then there's  the non-play ing staff -
they've all got  their own characterist ics

ZERO

OHS
and abilit ies  to worry  about  too.
And of  course there's the ever
important  money  side of  things.
How are attendances going?
Can you af ford new players?
Can you af ford to send your
injured striker to a special c linic
in America? Mos t  important  of
all, can you af ford a  new suit?

If you can wheel and deal
your way  through a week of
this, you might  actually get to Saturday
wit h a squad. Hav ing selected your
team, your tactics and your style of  play,
it's act ion t ime - a strange sort of action,
though.  Rather than watch the match,
you watch some bar charts jiggling up
and down to display both sides' attack,
midfi eld and defence, plus the
occasional c omment ary  to highlight
goals, penalt ies, book ings  and injuries.
Af ter the match there are more statistics
to plough through showing each
player's performance as well as the
performance of  the t eam as a whole.
Then it 's back to more decisions, more
statistics and more anxiety unt il the next
match comes around.

a

Pau l :  One glance at
the manual and a
couple of game
screens was enough to
convince me I should
have stayed at home.
This was obv ious ly

going to be a very difficult ,  very
complicated game,  and probably  a
pretty boring one at that. Couldn' t  I
rev iew a mindless ly  v iolent  shoot 'em up
with loads of gratuitous sexism? No,
apparent ly  I couldn't ,  so Champions hip
Manager it was.

As it  turned out, it  was nothing like
as had as I feared. In fact. I got  quite

hooked and was still bat t ling away
in the promot ion zone long after
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D i v i s i o n
Ma n V at a

the pubs  had called last orders.
Although there is a welter of

informat ion to get through,  the
game is actually quite
s t raight forward to operate.  You can
choose to check every s ingle
statistic, test the wind speed and
read the messages in the tea
leaves. However,  if  you just want  to
pick the players with funny  names,
you can do that too.

To be honest, I 'm always  a
teeny bit  sceptical of  the facts and
fi gures in these games. How many
of t hem really  work  and how much
of it  is a mix ture of  three key
fi gures and splash of  random.  For

GRAPHICS 0  MIDICTIVENESS CI )
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1

example,  Champions hip Manager
boasts the new idea of  character
compat ibility .  Team performance can be
affected if  the manager or t rainer have
wildly  dif ferent  t emperaments  than the
chief striker, r e
-
i n s t a n c e _  
O f  
c o u r
s e ,

you've no way  of  knowing if  it  really  is.
One of the unusual and appealing

touches in the game is that you're not
t ied to one team. You are more
important  than the team, and it 's
possible for you to be sacked or move to
another c lub at any t ime during the
season. A neat  touch_

Crammed with inf ormat ion and
compet it ions  (league. FA and European
Cups etc) and a v ideo printer result
service to boot ,  Champions hip Manager
has enough stats, and even enough
playability,  to make football buffs roll
onto their backs, wave their legs in the
air and make strange purring noises. At
the same t ime the fact that the leagues
are wrong and the team names  are
fi ct it ious could easily rankle with the
seriously pedantic.  The inc lus ion of  the
Domark  Trophy  is a case of  gratuitous
self public ity  taking over f rom realism.

This may  sound as if I 'm taking it  a
bit  seriously, but  serious football fans
are the ones who' l l  be queuing up to
buy this game.  It's a bit  of fput t ingly  stet-
packed, a bit  s low (part icularly  when you
have to sit t hrough all the results), but  at
the end of  the day  (Brian), this is a
playable and even addict ive
bit of  number-juggling.

TITLE

PUBLISHER

FORMAT

PRICE

RELEASED

Championship Manager

Domark

Amiga & ST/PC

C24.99/E29.99

Out now
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It doesn't necessarily mean
they're no good - it just
means we couldn't fit them
in elsewhere in the mag.
So three cheers for the lucky
pieces of software that got
caught in the safety net
that is the Shorts page.
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computerises the oldest
strategy game in the world (and

you thought  it was  Space
Invaders, didn' t  you?) Of course, it
was originally  played us ing dried
yak faeces for counters, but  this
updated vers ion has plain old
black and whit e play ing pieces.
Simple but  very cerebral.

Pools Of  Darkness f rom US
Gold is billed as 'the cataclysmic
conclusion to the greatest
Advanced Dungeons  And Dragons
fantasy role-play ing series ever'.

GO S I MULATO R

For those already acquainted
with the series, this one is
also set in Moonsea,  and
boasts a select ion of  new
spells and monsters.  Of
course, like its predecessors,
Pools Of  Darkness can be
relied upon for some
gratuitous ly  saucy artwork  on
the cover, if  nothing else.

Samurai - The Way Of The Warrior,
f rom Impressions,  is another of those

Sitting on the guest reviewers' panel this month are feminist writer
Germaine Greer and suffragette Emmeline Pankhurst:

Germaine: Leisure Suit
Larry In the Land Of The
Lounge Lizards has
been re-released by
Sierra with a souped-
up game engine and
graphics. Its plot takes
the form of a risque
romp through the

singles scene. However, I
have to report that it's a

case of 'new graphics, same sad, old,
yowny jobbie'. (Come on, stop beating
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, Emmeline.

M.Ilne: Thank you, sister. My fave title
this month was Cover Girl Poker, a piece of
ood, clean fun from Sales Curve. The

me apparently began life on the
awing board as Omar Sharif Strip
.
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ess-Lip Poker (in which the aim was to
athe the Eastenders starlet in as many

yers of thick knitwear as possible), finally
ishing up as a version of strip poker

ring a number of Daily Sport stunnas.
e girls all start off dressed as traditional

mate-fantasy figures; nurse, bride, school
dinner lady, etc. However, if you play you
cards right, by the end of the game you
get to see them tastefully posed with their
dirty pillows out.

I don't know, though -  Maria
Whittaker, Minnie Champ and Trine
Michelson are not my first choice for
positive role models to give to impression-
able young minds. Come on, Sales Curve
how about women like Marie Curie,
Florence Nightingale and Mother Theresa?
Let's see them with their yo-yas outi

Germaine: Ya-yas? Hang on a second -
you're not Ms Pankhurstl Oh my God, it's
Mike Baldwin in drag. Right, wave
goodbye to your knackers, Mikey-boy...

Mik e /Emme l ine : Don't be like
that, babe! Can't we
discuss this back at my
bachelor pad? 0i,
Germy-doll, what are
you doing with those
gelding irons? WEI
(Thank you, ladies.
Next month, Ghandi
reviews Pit Fighter from
Domark. Ed.)

review

strategy war-games  f rom the Rourke's
Drif t  stable.  Set in feudal China, the

scenario for this one has you
try ing to take over as many
cities as possible, while
wearing the most  fl amboyant
costume and oppressing the
most  peasants. The animated
bits inc lude batt le scenes and
a met iculous  hour-long tea
ceremony  sequence.
Gripping stuff  indeed.

John Barnes European
Football,  f rom Krisalis, is an
arcade s imulat ion of  the
European Championships_
Its got  all the usual features
plus extras, such as an
impress ive set-piece
designer, which allows  the

players to program
complex  free kick
routines.

Christ ians and
Mos lems  duke it
out  in Virgin
Games' Vengeance
Of Excalibur. This
point  'n'  click
graphic  adventure-
cum-st rategy game
has you waging
jihad in medieval
Spain, in an
at tempt  to to
recover the sword
Excalibur. You'll be
using magic ,  brute
force and a lot  of
diplomacy  as you
juggle the various
religious factions.
(A lit t le hint:  don't
cross the Quakers.)

Superski 2 f rom
Microids  lets you
have a bash at all
those winter
sport ing events
without the
embarrassment  of
having to wear
furry awes  ski
moonboots .  Yes,
it's got  the lot:
s lalom, downhil l,
uphill,  bobs leigh-
ing, sk i-jumping,
hot dogging,  and
even s now angel-
making.  (Hot
dogging? Ed.)
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TR7CY
ETERNAM, t he  latest planetopark
creation, stretches over wha t  was
once t h e  entire  Earth. Life-sized
reconstructions of past eras, inhabi-
ted by  bio-technological creatures,
ensure that it is highly appreciated by
the elite of the intergalactic popula-
tions.

When you received your invitation to
visit Eternam you never even dreamt
that t h i s  wonder ful t r i p  w o u l d
conceal a diabolical trap!

However simply to win a smile from
Tracy, you will be willing to take up all
challenges, won't you?

The future is at stake...

I woul d like to have some tree information about I NFOGRAMES' game software.

So in this new world where there is no
difference between true and false,
will y o u  b e  a b le  t o  distinguish
between virtual and physical reality?

1
Coupon to be returned to I NFOGRAMES Ltd.,
18 A Old Town, CLAPHAM
LONDON SW4 OLB, ENGLAND

INFO G RAMES 1 1 1 1 k 4 ,
•  r t .  e k
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Sierra On-line/C34.99/Amiga/Out Now

T h e  first thing which strikes you about  Space Quest i l l  is that it is BIG.
We're talk ing massive here - this is a game which spans a mult it ude
of worlds  throughout  space and even t ime itself.

The subt it le of  this game is Roger Wilco
And The Time Rippers, which means  that
our hero f rom the prev ious three games
gets to visit  the future in Space Quest XII,
and the past in Space Quest I, in the bat t le
against his  old enemy,  Vohaul.  The old
stoat has sent his black android guards
through t ime to dest roy Wilco in all his
previous incarnat ions.  He might  succeed,
unless you can guide Roger through all the
hazards that the universe can t hrow at him,

First he's abducted and sent through
time by some mysterious  helpers, next  he's
chased around a devastated future vers ion
of his home planet  Xenon by the black guards. And fi nally  he has to hop
through t ime in a stolen t ime machine to fi nd a way  to escape Vohaul,
and put  the mockers  on his galactic dominat ion plans. Along the way, he
has to dress up in women's  clothes, dodge laser blasts in a zero•G
environment,  play  a Ms  Astro Chicken arcade machine and work  for
hours on end in the kitchen of  a Monolit h Burgers  restaurant.

review
Cue Phil Snout.., cue tan Ross... cue Toby
Finlay... cue three page Deja Vu Special
featuring four top games recently re-
released on new formats.... okay lovies?
Right, run the games and... action!

p o w e r fu l  ha ndl h a i r
pOble O f  s h o v i n e  u o u r

Phil: In this game, you (as
Roger) visit a number of alien
worlds, solve myriad
different puzzles, travel to
many different time zones
and.., oh yes, you die a lot
too. It's not an easy game,

and saving as you go along isn't just a good
idea, it may just save your sanity. The plot
comes pre-thickened with in-jokes (like the
bad lo-res graphics in the Space Quest t i m e
zone) and puns run throughout. The jokes ore
added for fun, and none of the game or it's
story are just an excuse for the stupid joke.
The humour is gentle, unusual for an
American game, and has just enough
personality to keep you playing.

Although this is a very excellent game in
itself, this conversion of it verges on the
annoying. Sierra games are written on a
single, generic system, which makes porting
to different computers a breeze, and Sierra
says proudly that each game is the same on
every computer. Not so.

The PC version on a 286 VGA PC and
Roland sound card is fast and very
enjoyable. The Amiga version is slow to the
brink of criminal insanity - even the smallest
area of graphics moves like its covered in
golden syrup. Unless you're playing it on a
really hot set-up, you're not really seeing this

game at its best on the
Amiga, which is a real
shame. The PC version was
given a ZERO Hero, and
rightly so. But this is no Hero.

The eitiman
irt r o w  
i s  
w o w
* ,

very good, and the game
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itself very
absorbing
and addictive
once you get
into it. But the
problem is
you may be
put off at the start by the nigglingly tepid
speed and grey, contrast-free graphics that
you might want to kick it into touch before
you start. If you do persevere, the incon-
sistent synchronisation of sound effects with
action could well dampen your enthusiasm.

If you like adventure games a lot, buy this
game and ignore the graphics for the first
two areas of the game - you'll love it. If long
and involved games leave you cold, or
you've played PC versions of previous Sierra
product, forget you even heard the name
Wilco - you'll probably be disappointed.

GRAPHICS 0  ADDICTIVINISS
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51001-Seriously Good. Music 1 i004-Soundtracker Collection 13 disks/
M0112-Seriously Good. Music 2 11012-Mega Utils 1175 UMW
M003- Seriously Good, Music 3 11024 -SID CI I Utility
M011 -0-Mob Music 2 u039-Amibase 113.76
MOI 2-13-Mah MUSIC 42 disks] L1042-front Disk
M014 -Rebel Megabiast L1043- RIM Database
M 0 1 6
—
M I M
M i l  
2

11059- -Clip Art
MO2 2-Amiga Charts Mix 3 U062 Ultimate PO Copiers • Virus Killers Disk
MO23-Trtan Tra 1 11069-0emolisher
MO26-Amiga Charts Mix 5
MO29- 0-Mob Music 3
M034-Arnie Swaireneegar Total Remit (2 [Mks)
M035-Digital Concert 2
A036-Digital Conceit 3

11011-0-Copy
I1073- Hard Disk Utilities
1J074-Easy Rack Up • View SO
11075-Pascal C Comelier

11031 Digital Concert 4 U07 8-A500*Utilities (for the A500•only1
11038-Digital Concert 5 11080 -Turbotitle
1
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LIOBI-S-Movie
,,1040-RAF Megamit I 11082 Graphs
1.1042 Bat Dance Remit 11083-Drawmap 113.1
1,1049-Ben Elton Int l 11085-Rbase II V5
M057-0-Mob I 11086 Tetterigine1,

1
3

M081-Flash 12 disks) 110138-ShO VI.6
MIO2- Debbie Gibsons Electric Youth 12 disk& 0091 -Oph Utils 2
M114-Belly Boo Doing The Do
MI 21 -Band Aid II (2 disks)
MI 22-RAF Beat This I
M123 RAF Beat This 2

U093 PCEI Pascal
11094-MVK V2.I
11095-7erovir us•Boott 114.30

M124-RAF Beat This 3 U096 St ErouLator
MI 25-RAI Mega Mit 2(2 disks' 0098-Amihase V3 6.7
MI 26-Amiga Charts Mix 2 U099- M -CAD
MI 27-Amiga Charts Mix 6 11101 -C-Manual V2.00
MI 34-Miami Vice Theme (4 diskst 11103-1conmania
M136-teurel 6, Hardy (2 disks) Ul 04 Messysid II
M141-JM Jarre-Delumwe Ul 05-Insanity Tools
M143- CD Player Nino (1 Meg' 11106-Imploder V4 0
M144-Flash
, 
Q u e e
n  
1 2 1

U107-N-COMM VI 921
MI 59-Technotronic Remit 111138-Amiga MeadMI61 -Crusaders Bacteria
M183 Scoopet Beast Sank
MI 51-Digitat Concert 5 1V11
M151 -Crusaders Genesis
MI32- Depeche Mode Music Disk

U109-D-Paint Cartoon Brushes
11111-0-Paint tonts disks (4 dislist
11112-Ham Radio utilities 15 disks'
U113-Programme disk (2 diskst

M156-Seal Crazy Remix (1 Meg! U117 -Sound Applications (2 disks/
M185-I Think Were Alone DI 19-Video Applications 12 disks',
MI 86-Everybody Dance Now 11128-The Comms disk
M181 Doing The Do 11129-Dpaint Clip Art (2 disks1
M189-Amaring Tunes (1 Megl 13 disks/ 11130-Video Graphics 14 dieksl
MIN-Move Any Mountain 11132- Genealogy Ii Meg]
M192-Charly Remit 11066-C-tight 11 Meg'
MI 93-What Can You Do tor Me
,

11135-New Super Killers
M194-Bruno Music Bet 12 disks) U138-Electr00ed V1 4 DemoMISS-Manic Raves 17 disks/ 11139-SpectrapaiM V3.0M199-Star Trek Theme
M201 Jima ney Into Sound
M203-Lonney Tunes
M205- Vogue CD Player

U140- Language Tutor
11145-Database Master 2.0
11146-Dynamite Blush lents

M206- Flashing Bytes 111
4
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M208- Remember The Time (Remit) U149 -Med 113.10
M209-Enloy !we 11151 -Dice 112.06A
M211 -Rave Aroued The Clock 11152- Pageseller Clip Art 18 disks/
M217- Raver s Delight U154 -Nig htilvers Utilities IV
M216 -Genesis II156-Vedor Ball Editor (1 Meg/
M217-0irty Digit Songs 11157 -Antivirus V3 14
1.1225-Phil Collins Ul 58-Kids Paint
M226 -The Wall by Pink Floyd (6 disks) 11159-Text Engine
M229-Elesire Lego Land
M2313-Manic Raves Remit
M234 - 808 State Re-mit
M241 The Equaliser
M246-Music Dream 2

11160-Windows Bench
11161-POS UtiN no I Printing Utilities
U163 - Ncornme VI 921
11164 -- Workbench 2.
1,
1'100 k  
S t a t i o n

M241-Four Seasons 1116 5-Video Smeens
M248-Flash Team Music 11167 Cursor Basic Compiler
M249 Moot Any Mountain 111 68-Jrcomm VI 02
M251 -Roger Ramjet 111 71-Super C Commands
M253- Crary Looney Tunes 11172 P. Suite VI 4
M260-- Old Soul Remit U173- The Ripper Guide
M265-Stand By Me 11174 - Jam Ripper VI 7 Jam Cracker VI
M269-My 11115 -Beatrix Potter Clip Are
M27 I -Simply Red-Stars 12 disks/ 111 77-T bief Sound Ripper V3 0

All disks are 99p each, some titles
all orders to:

DEMOS
0251- Decaying Paradise (1 Meg,
0264 --Hardwired (1 Magl
D225-Phenomena Enigma 11 Megl
0231 KGB Megademe 12 disks- 1 Meg)
D237-Silents-Glob& Trash
0240-Vic Reeves Demo 12 disks)
13241-Rey of Hopei? disks,
0241-- ()mob Its a Lame O-Mo
D2B4-0rlyssey -Alcatraz (5 disks/
0312-Anarchy-Seeing is believieg
D325-Hypnautic Hammer
D327-Greatest Demos Volume I
0330 -Greatest Demos Volume 2
0333-Greatest Demos Volume 3
11345 11 Came from the Desert Demo
0346-Harry Meets a St Owner
0347 Shuttlecock Animation
0354-NASA Shdeshow
D351- KGB Megademo 2
0359-Ketrens Guardian Dragon
0370-Terminator ? Sideshow
0379 -Navy Seals Slideshow
13388- rack-Ro Vectra
0264 -Shark timmatme 11 Mel
0218-Madonna Hanky Panky (P1
0240 At the Movies 12 Meg 1
13279-More Aetoloons 11 Meol IPI
0280 Amy y Walker Anim Meg 1
0294-life of Brian IPI 12 disks/
E1297-Ami Lernmin Demo 12 Megl (2 disks)
0298 -Robtecnti Animation 11 Mn( 0'1
0300- Silents Ice Demo
0254 -Virtual World (I Meg/
01 50-Windsurfer Animation (P)
0315-Mr Potato Head 11 Meg/ IPI
D316-Creatuie Comforts Demo
0318 -- 30 Pinball Animation (1 Meal 1P1
0001-Walker 1 (1 Megl
11002 Walker 211 Meg/
0003-Walket 3 II Meg)
D004 -Coal Cougar II Megl
0012-Rebels Megademo
DOI 4 - Space Ace Demo
0023-Stealthy 2 Anim 1 Megl
0028-Budbrain Mega Dense 12 disks1
0047-RAF Megademo 12 disks'
0045-Arse Wipe Arltert
0059 -Red Sector Megademo (2 disks)
0062-Red Sector Cebd 90
0077 Goad Morning Vietnam
DOH -Silents Megademo
0095- Outsiders Acid Demo
DI 15-Vision Mega Demo 4
DI27-Chubby Brown
0134-Garfield Demo
0147-Neighbours Sideshow
0148-Viz Shdeshaw
0151 -Rollmop 2 Sideshow
0153-Epic Game Video 11 Megi
0158-Operation Vark
0160 Exodus Readl 30(1 MeV
,0163-Probe Sequence
0164 Slycath Amazing Demo Comp
0168-Horizon Megademn
0169 Budbvin Megaderoo
0176-Jasper Carrot Demo
0184
- 
D r
a g
o n
s  
L
a
i
r  
2  
D
e
m
o

0185-Wrath of the Clernen Demo
01 57- Batman The Movie Demo

U L T I M A T E  P. D .

are on more than one disk. Please add sop p&p to  the total order. Please send

ULTIMATE P.D.

Only  9 9 p  I
p e r  D isk !

" 78-Faulty Towers Samples
19- News Rash 21
83-SWA3 No 4 Recta's

184-1 lute Bench
185- Plotting • Graphics. Plet-x-y
186 -Draw Map 1111

GAMES
GOD I - Star Trek 312 disks)
6006-Breakout Cormlittction
9008- Boardgaines IMenomily etc/
0014 -Buck Rogers
6015-Star Trek 1.3 disks, 1 Megl
Gale-Tennis (I Meed
6020- Train Set
6024-Pipeline
6026-Treasure Hunt

031 -Drip!
033-Jeo 'lard 1
1 M e e ,6034-Dragon Cave

6037 Seven Tiles
038-Porn Pm Gunner
043-Mental image Games disk

( 056-Strategy Games
5057 -Simpsons Game
G059-Bionit 1111 Meg'
,067-- Atm Atac II Meat
1465-Battle Pang 1.1 Meg!
0066 -Frantic Freddie
6068 Air Ace II
6069 - Downhill Challenge
G070-11emation
6011 -•Sky Fiver
6074-Revenge of Mutant Camels

6
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7
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6078-Twintris
G019-Card Games
6080 Battle Cards
GOBI -Mind Games 21
0083 Sward of the Warlock
GOM-Solitaire
6086-Scramble
GOV Dungeon on Nadros
0088- Royal Boulderdash
0.E190- Sub Attack
0.092 Mega Ball
0093-Air Warm,
0095-Super Skoda Challenge

44 FESTINIOG ROAD, GABALFA, CARDIFF C M 205 WALES
European orders, please add 50p per disk and rest of the world add 75p per disk.
Please make cheques and postal orders payable tO: ULTIMATE P.D.

The Ultimate PD. Mag-Catalogue disk is available fo r 75P
or free with orders o f 2 disks or more.

SPECIAL OFFERS
UNBRANDED
Blank disks 3 8 p  each
DISK BOXES
3.5" Cap 10 9 9 p
3,5" Cap 10 E 4 . 0 0
3_5" Cap 80 C 6 _ 5 0
Mouse Mat E 2 . 9 9
1000 disk labels E 9 . 9 9
512K memory upgrades
With Clock E 3 2 . 5 0
Without Clock C 2 8 . 5 0
We also stock Fred Fish
Disks 1-596
& 1-bag 1-59

VISA
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DARICNICOON
US Gold/SSI/A m iga /C 3 0 .9 9 /Out  N ow

A short Play starring Davey, Amaya, Patrick and Duncan.

A  S C E N E  ONE:THE FOREST
Z E R O  ( D u n c a n  is clutching

11I  t h e  ZERO teapot.)

Ibip
A

• o n  a minute.

office a second

Amaya: Hang

When I left the

H E  R O  a g o ,  there was no
tree over there. And

where did you get
those clothes, Patrick?

I mean, what a fashion catastrophe'
The initial laughter dies down as they

realise they've all acquired the dress
sense of Arthur out of Eastenders.)
Duncan: (Looking perplexed at the
teapot.) Urn, ah, I think, perhaps, this may
have something to do with me...
All: What?
Duncan: Erm.., well, I was just going to
make some tea, you see, when I noticed
this blemish on the side of the kettle...

•

Yikes! What  a vicious-looking cur.
The wol f looks a bi t dangerous too.

N D  OF

Da v e y :  That's the handle, you fool
Dunc a n:  Aha! So that's why I couldn't
rub it off.
Patr i ck:  That means we've got a magic
teapot! Think of all the money we can
make! Girlies will find me irresistible! I'll
get free tickets to all the Cicero gigs...
(Several savage and hungry-looking curs
bring him down to earth.)
Al l : Yikes!

SCENE TWO: THE TEMPLE
Da v e y :  Phew! That was close!
Fortunate that I was able to construct a
makeshift Allegro and bring us here.
(Enter two strange-looking blond people)
Strange People: All Allegros are
makeshift. We are your brothers.
Welcome to our  temple.
Amays: I Narrowly docking an arrow-
shaped thong.) What the hell was that?
S t r a nge  P e opl e :  That was the cursor,
controlled by The Rodent Who Is All. He

Al l egr o,  Wi nds c r e e n V i e w :  Da v e y
pulls up in an under gr ound car par k.

deia vu

is everywhere, yet nowhere. We thought
you'd have worked it out by now. You
are in the enigmatic and mystical world
of life and of death, of tragedy and of
triumph, of Yin and of Yang...
Patrick: You're full of crap. Do you
want a knee in ver nuts?
Da v e y :  I Whispering to Amaya.) I think
he's telling us we've been plunged into a
role-playing game, with a mouse-driven
system similar to Dungeon Master  and
the like. Judging by the way that
pointer's nipping about,  it's a pretty
damn good interface.
Strange People: The one you call
'Patrick' irritates us.
Da v e y :  ( To the rest of the crew.) Quick!
What should we do?
Dunc a n:  We've got the teapot. We
could make them some Horlicks.
(Disgusted, the Strange People
obliterate the ZERO team on the spot.)
Crap Message Box At Bottom Of
Scr een: Your entire party has died.
Would you like to play again?

Toby: "Blimey," you
must be thinking,
"what a frightfully
shor t r evi ew w he n
one considers the
length of the pre-
ceding text." And

d have to agree with you. The prob-
lem, as Dunc said when he reviewed
the PC version, is that it's not immed-
iately obvious what to say about
Beholder IL Sure it's brilliant, but it's
not massively different to Beholder

However, the differences that are
there are noticoble. This time you can
interact with other characters with a
simple yes/no system, and you're
not confined to a dungeon - there are
forests and towers too. The graphics
and sound are great - much better
than those in the recent Abandoned
Places and Block Crypt, and the
whole package is very atmospheric.
The only niggle I found was that the
mouse control seized up once or
twice during fights - not amusing.

What else can I say? Its superb.
Easily as good as Dungeon Master.
Ma y be  even better .

ZERO 57
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US GoI d / 1 4 0 . 9 9 / O u t  Now
Ian:  Cast les gives you the
opportunity  to march into a
foreign land (Wales) and
at tempt  to subjugate the
locals by  erect ing a

whopping great  stone structure in their
back yard. You can then lord it  over the
peasants f rom the lof ty heights of  its
walls  and turrets.

If things go wrong,  however,  you can
fi nd yourself  with rebellious  peasants,
no funds  with whic h to pay armies  and
workers,  and your most  trusted allies
s tabbing you in the back.

Managing your resources is the order
of the day. First, choose the basic design
for your castle, its locat ion, and whether
you want  round or square turrets, thick
or thin walls,  a moat  etc. Then start
building wit h a blend of s tonemasons,
carpenters, diggers,  double-glaz ing and
jaccuzzi fi t ters and such like. The more

men you
employ ,
the faster
their jobs
are
completed.

To
defend
your
creat ion

! 5 7 ,
I ltio "da da

, n o t . "
i J a n 2 6 ,
! Mchort
Reim" Poor

70 2 9
a .  •

, t  7

a n tr L
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lectronic Ar ts / E 2 9 . 9 9 /
now

Ion: When David
reviewed the PC version
of Might And Magic 3 in
last December's issue, it
received a score of 89,

right up there alongside
Dungeon Master and Eye Of The
Beholder (from which this game
obviously draws its inspiration). So I
eagerly ripped open the box and
prepared myself for a treat.

• .,,,,, ,
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f rom the likes of  ogres and Welshmen,
archers can be deployed along the walls ,
and infant rymen recruited.  Sounds fun?
It is. Sounds  s imple? It's not. All these
men require payment ,  and this is more
or less the crux of  the game.  Tax the
peasants to pay for your extravagances,
anything f rom being generous  to
tyrannical.  Finding the correct balance is
very challenging,  but  there can be no
deny ing that it 's most  enjoyable.

As well as all these decisions, every
so often you' ll get  a c lose-up of yourself
(a noble,  k ingly -look ing chap) and a
messenger will appear.  The nature of his
message will require a further decision.
For example:  "Do you require pine,
lemon or elderberry  f ragrance salts for

STLES
y our jacuzzi?" Your decis ion could well
determine the course of  history.

The graphics are excellent,  wit h tiny,
cute men scutt ling around carry ing out
your bidding.  The only  real drawback
with the game is that  it lacks that certain
something which ensures repeated play.

The blurb on the f ront  of the box
misquotes  this very magazine,  saying:
"Cast les combines the best of  Poptgoos,
Sim City and Railroad Tycoon." They
should've added: "But  it 's not  as good
as any of them."

GRAPHICS 0  ADDICTIVINESS •
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Unfortunately, I had to
wait quite a while for that
treat. After formatting two
blank discs, copying files onto
them and renaming them,
was finally in a position to
play the game. (You need at
least 1Meg of RAM and on
external disk drive.) If you
think all that sounds a bit of a
hassle, try actually playing
the game. With its disk swop-
I
I
ping and disk accessing, this
game is mega frustrating.

If it wasn't for this, the game
would be a surefire winner. Almost
identical to the PC version graphic-
ally and sonkally, it also shares the
same user interface and gameplay.

Another annoying quibble comes
to light at the beginning. The exper-
ience (and therefore strength, etc) of
your party is initially so low that
survival becomes very difficult as
soon as you leave the town of
Fountain Head. Going out, beating
up a few arcs and then returning to
rest is the best way to progress until
your party of six builds up strength.

Long-term interest is provided not
only by the RPG elements, but also
the achievement of awards for tasks
and services which are not
necessarily vital to completing the
game, but can prove useful in terms
of gold, magic items and such like.

A great game (almost) ruined
by the hardware requirements and
a severe case of fiddlydiskitis.
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I O W
What do you call% most superb role-playing

adventure of them all?

•
Stunning realism.
Coinplex isiteraction.
A deeply absorbing
plot. Brilliant 3-D
arcade action.
Superlative magic
system.

Legend has them
all.

From the team that
brought you
Bloodwyche, Legend
takes role-playing to
wilinagined new
heights in a richly
drawn plot that will
take even the most
determined player 40
hours to unravel.

By combining all the
best features of the best
RPG's of old with a
host of startling new
features, Legend surges
out of the pack to take
pole position as the the
finest role-playing
adventure yet.
Awilable on PC, Ando and
Atari ST.

M 1 N D S C A P E

For your local dealer, contact:
Mindscape International Ltd, Priority House, Charles Avenue, Burgess Hill

West Sussex RH15 9P(2. Tel: 0444 246333. Fax: 0444 248996
Comi sht 1992 Anthony Taglime 'Sr Peter ItiPtlec• Published under

exclusive licence by Alindscape Internati(mal Ltd.

• Four independent characters
controlled simultaneously.

+  Character generation
system.

+  The most powerful
spell-casting system yet
devised.

• Strategic decisions made on
world map.

• Film quality animation.
+Constant and absorbing

interactivity.
+  Isometric dungeon

viewpoint.
+  Quests within quests.
• Multi-tasking combat.
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Peter Duncan, eh? What a
plonker. Still, he's got

highly appropriate initials
when it comes to writing

an idiot's guide to PD
software (and he's an

idiot, which doubles his
potential). Toby Finlay

doesn't know anything
about PD, and has never
presented Blue Peter, but

Peter Duncan wasn't in the
office at the time.

ZERO

to
Wendtl i t 's a skateboar di ng Simpson' demo.

PD. Yes. Public Domain.
(Ahern.) This, of course, is
the area of  the sof tware
industry where the
punters, er... s how each
other pictures of  their

homes and gardens. (No it  isn't. Ed.) Oh.
Well,  in that case, I certainly don't  know,
so I suppose we' ll have to try this Peter
Duncan geezer...
Pet er' s  Phone:  Ring,  ring,  rin... click!

•110

Public
According to the Oxford Reference Dictionary, 'public' can
mean 'of, concerning, or for the use of the people as a whole'. It
strangely starts to make sense, doesn't it?

Domain
Domain (delmeinin.) of course, refers to an area under one rule, a
realm; an estate or lands under one control; a sphere of control or
influence. (From the French word Demesne, meaning, sr.- I'm not sure
really, 'cos it isn't in my Collins Robert French/English Dictionary).

DP
It's rather weird really -  the French don't call it PD, of course, they call it
DP. Domaine PubHoye, after the english term Public Domain, strangely
enough.

It's a funny old monde, isn't it?

PUBLIC DOMAIN -  ORIGIN OF THE SPECIES
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Peter:  Och, hello? Yes? Anyone there?
I cannae hear ye.
ZERO:  Are you the bloke of f  Blue Peter?
Peter: Aye.
ZERO:  You don' t  sound like Peter
Duncan to us, matey.
Peter:  That 's  because I 'm John - John
Leslie'
ZERO:  (Whis pering to each other.)
Yikes! I t 's the lanky Scott ish bast! Shall
we ask him about  PD anyway?
J ohn:  I heard that. But if  ye really  want
tae know,  t e l l  ye. Public  Domain is a
service which enables computer users
toe access dif ferent  types of sof tware for
very lit t le money  via ' libraries  o f  disks.
What 's  more,  although the author
maintains  the copyright ,  ye can copy the
disks all ye like and give yer copies toe
everyone! Mos t  things these days are
grossly overpriced,  and PD often
provides a cheaper version of  various
utilit ies, plus  some quite decent games
and demos  to boot !
ZERO:  Any  more sordid info on Caron
Keat ing's undies?
John's  Phone: Click!
ZERO: Bah!

POINTLESS DEMOS
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really. Not  useless as in
'unbelievably  crap, flush down

the toilet  immediately '  leg John Leslie),
but as in 'not  being of great use leg,
er... John Leslie). Mind you, just because
things have a terminally  low use-o-factor
doesn't  mean they 're not  worth a look.
This is especially t rue when it  comes to
demos,  possibly  the most  ent ic ing area
of PD.

'Demos '  is obv ious ly  a pret ty general
term. It covers animat ions,  s lideshows.
music  and also c rowds  of people
campaigning in the street. (Ignore that
last one, it  was a 'joke'. Ed.)

Unfortunately ,  the quality  varies
enormous ly .  At  one end of  the spectrum
you've got  Eric  Sc hwar t z  with his
rather skill Ant i-Lemmings  animat ion or
Tobi as Richter 's Star Trek, and at the
other you've got  a scrolling storlield
wit h nothing but  a load of  self -indulgent
messages (which are normally  in
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times in this feature. We were therefore going to explain the
difference between this and PD, but it dawned on us that none of us

actually knew what the difference was. So who better to explain than Jeff
'Hairy' Minter?
ZERO: Oh wonderfully hairy one, we beg you t e l l  us something about
shareware and PD.
Jeff: Well, like, with a PD library, the only fee you pay is to the library -
there's like no money to the author. But in the shareware market, you pay
the guy himself.., but it's not obligatory or anything. If you like it, you pay,
and if you don't, well.., then you, like... don't.
ZERO: Ah, we see. But do you find such a system profitable, oh great one?
Jeff: Well, like... yeah. But if you put stuff out, it has to be good quality,
otherwise you just won't get any money out of it. Sure, it's idealistic, but if
you get a shareware thing that's better than, say, a full-price game, it's not
that much to ask that a donation should be made.
ZERO: Better than working for a publisher?
Jeff: Yeah! If you're doing something for a big publisher, they tend to limit
your creativity. I mean, like, I probably wouldn't have been able to do my
llama jokes 'cos it wouldn't, like, be 'normal'. And if you've got your own
small firm, you've got to pay for advertising and stuff. Of course, with
shareware there's no piracy problem either, 'cos you want everyone to copy
your game.
ZERO: How are your sheep?
Jeff: Fine, thanks. Never been better.
ZERO: Right. Bye.
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PANDEMONIOUS DICTION

Norwegian or something).  Most  of  the
demos we were sent were s imply
programmers  showing of f  their polygon
routines. It might  be clever, but  it 's
extremely boring.  On the plus side, it 's
often possible to pick up sneak prev iews
of games that have been leaked f rom
software houses. We've got  a Kick Of f  3
demo here, but  its authent ic ity  is
questionable.

Slideshows are like animat ions,
erm... except there isn't  any animat ion.
(Clot. Ed.) Instead, you're presented wit h
a series of pictures - these days they 're
normally  digit ised to make up for the
lack of 'act ion' -  which keep going over
and over unt il you get bored and turn
the computer off. Slideshows  have
become the most  popular medium for

pornographic
demos, since
any dirty old
git  can scan
stuff f rom
Penthouse
and use a
program like
Mov ieset ter
to create a
piece. Mus ic
disks are
often the
least v isually
capt ivat ing -
they consist
of a menu
f rom which you s imply  select a tune. But
then again, they don't  really  need to look

good. However,  the really smart  ones
have an animat ion of  some descript ion
in the background,  or even one mov ing
in t ime to the beat.

PD FILE

PLAYING DEFENDER
How many  t imes have you thought  to
yourself  recently: "Blimey ,  what  I
vvouldn't give for a select ion of  old
arcade tit les in my  own home,  cost ing as
lit t le as poss ible"? 'None at all actually.
Disagreeable Reader.) Oh. Well anyway,
PD libraries normally  carry a large stock
of games - most ly  clones of classics like
Defender, Pacman and Space Invaders,
but quite often some neat original ones
too. A part icularly  good one which we
received was  Dragon Cave f rom Siev e
PD. It uses graphics ripped straight out
of Dungeon Master to create what  is, in
effect, a glorifi ed vers ion of Pengo, but  it
all looks very nice.

If you remember Dune's  interv iew
wit h J ef f  Min t e r ,  you' ll recall that Mr
Minter is quite a fan of  the PDIshareware

review

Re v e nge  of  the  m ut a nt  l l a m a -c a m e l
thi ngs.  Cr az y,  m a n.

POSSIBLE
DICHOTOMY?

hat with all this talk about
PD 'libraries', it struck us that you
might be a bit confused, so here

we'll outline ten differences between Merton
(PD) Library and South Woodford (book)
library.
1. Merton PD library doesn't stock any books.
2. South Woodford library doesn't stock any
good books.
3. South Woodford library is in South
Woodford.
4. Merton PD library isn't.
5. Merton PD is run by a Mr T Hug.
6. South Woodford library isn't. (Not that I
know of anyway.)
7. Merton PD library has rather a lot of smart
ST stuff.
B. Erni.-
9. South Woodford library isn't coiled Merton
PD library.
10. (Let's call it a day, shall we? Ed.)

ZERO 61
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I was a teenage psychedelic
shareware zombie from hel l .
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come in? Well, we're
assuming that you've read
everything else and want to
know where to get some hot PD
titles, which is a sort of
presumption. And you should be
able to work out the relevance
of the word 'directory' for
yourself (thicky). By the way,
these are all ST/Amigo firms,
'cos we weren't sent ANY PC
stuff at all. But before we begin,
we'd just like to thank everyone
who did send us stuff. We  love
you all. No,  really, we do... (Get
on with it. Ed.)

GAMES DOMAIN PO
22 Broadwater Cresent,

Stevenage, Herts. 5G2 SEQ.
(Amiga.)

SEVENTEEN BIT SOFTWARE
PO Box 97, Wakefield itifF1
1XX. Phone (0924) 366982.
(Amigo.)

QUALITY PD
1 Ryelands Place, Kilgetty,
Dyfed, Wales 5A68 OUX. (ST.)

RIVERDENE PDL
30A School Road, Tilehurst,
Reading, Berks RG3 SAN. Phone
(0734) 452416. Fax (0734)
452416. (ST.)

MERTON PD
10 Grasmere Avenue, London
SW19 3DX. (ST.)

PD SOFT
1 Bryant Avenue, Southend-on-
Sea, Essex SS1 2YD. Phone
(0702) 4645933.

SLAVE PD
4A Luffman Road, Lee, London
SE12 95X. Phone (081) 851
8082.

ZERO

PD FILE

scene, so it 's  no surprise to learn that he
has a few tit les of his own to offer,
Revenge Of  The Mutant  Camels  is one
which springs  to mind,  featuring a camel
and a goat  fi ght ing their way through a
landscape that looks as though it  was
designed by either a genius or a lunat ic.
You have to play  it  to apprec iate it, but  it
really is quite hatstand.

But every thing has a bad side.
Telev is ion has Jeremy Beadle, the
computer games industry has the
Codemasters,  Europe has Belgium and
PD has an educat ional scene. (Sound of
several thousand readers quick ly
fl ipping the page.) Then again,  I suppose
it's quite useful if  you live in the
Shet lands or s omewhere else where
there are no schools (just joshing).  It can
also be a gif t  if you want  doshing up
f rom mum and dad. Just tell the folks
that you're going to buy Barney  Goes
Fishing and then order a copy of Death
Machine Gun Napalm Slaughter and go
down the pub. Hmmm. „  let 's start
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A gung-ho PD game teaches the bi g boys a thi ng or
two about Oppo Wol f-style shoot 'elm ups.

fedi. • 11

again._ Educat ional sof tware -  it 's quite
excellent, actually.

PUDDING DISHES

investigation
We were to l d  n o t  t o  release an
animated o r  playable dem o o f

Kick Off 3, so h er e  i s o u r  dem o
of screenshota U p  yours AncolE

Whyyyy ayyye,  Geordie,  i t looks a bi t " ' e  -  ' ' •  of -
Kick Ott  3 sneak demo to me, man.  Waddya reckon?

There's always a whingeing gitbag
s omewhere who' l l  complain about  the
possibility of  viruses_ The chance of
being infected f rom a PD disk is
miniscule -  most  libraries check their
disks pret ty thoroughly ,  and only  if
some unscrupulous  bast has writ ten a
program wit h the intent ion of  lay ing a
virus on you are you likely to catch one.
However,  if  you've already inherited a
virus f rom somewhere,  the finest killers
are invariably  available f rom a PD
library, Zero Virus III being perhaps  the
best. Similarly ,  as the Blue Peter buffoon
ment ioned earlier,  you can get  almost
any other ut ility  you should want ,  f rom
text convers ion programs  to databases
and s imple DTP applicat ions.

How much you actually pay for any
disks is obv ious ly  dependant  on that
part icular library,  but  generally  speaking

the rate seems
to be about  a
quid per disk
lbut  if  it
contains
something
except ionally
amazing then it
might  be as
much as three
pounds).  In
short, PD
libraries are
very useful
things indeed -
much more so
than pudding
dishes. That  is,
unless you want
to make a
sponge
pudding,
of course_
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•  A wadi/ED EDITION SIGNED
LITE 01 THE TEMPTRESS PRINT!
•  AN EXCLUSIVE VIRGIN GAMES MA1
BLACK FLYING JACKET!
•  FIVE COPIES OF LURE OF THE TEMPTRESS!
•  TEN VIRGIN T-SHIRTS!
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a bit  of a corker, as you' ll fi nd
out by turning to page 38 and

reading the full rev iew.  In case you've
spilt paint  on page 38, here's  a plot
summary.  It's all about  a wicked
Temptress who gains control of  a town
using her sc rummy  charms and a gang
of not-so sc rummy  aggressive minders ,
You play a s imple peasant who has to
brave the guiles of  the Tempt ress  as she
uses every ounce of  her not
inconsiderable feminine charms to
break his will.  What  a jemmy  swine,  eh?
The game runs as an interact ive,
mouse-driven adventure and features a
terribly clever new system called Virtual
Theatre, Basically,  this means  that the
action mimics  an Andrew Lloyd-Webber
musical and the Temptress bears an un-
canny resmblance to Sarah Brightman.
(It doesn't  mean that at all. Go and read
the rev iew again, dopey. Ed.)

FAB PRIZES
There are plenty  of top prizes to ' lure'
you int o entering this c ompol Some
rather corking Virgin goodies  and an
exclusive, l imited edit ion,  f ramed print
of the Lure Of  The Temptress artwork,
s igned by Dermot  Power,  the famous
2000AD artist more normally  associated
with the likes of Judge Dredd,

T1 S
•  (.i.• the  bill payer's permission
before you dial. Calls cost 34p cheap
rate, 45p all other times.
•  Make sure you dial the right
number - there are all sorts of
naughty temptresses you might end
up talking to.
•  And for the love of Kylle,
remember to give your name,
address and computer tomudi

comp°

TRESS!
WHAT TO DO
It's easy-peezy j u s t  dial the number
listed below, wait for the tone and then
answer the questions below. If, for
example, you think choice a) is the
correct answer for question 1, then
say: "1 A" ,  and so on. Next, you'll be
prompted to state your name, address
and computer format and then, and
only then mind, you can hang up.

O  King Edward VIII was enticedaway from the British throne by a
femme fatale, not born of royal blood.
What was her name?
a) Bella Emburg.
b) Mrs Simpson.
c) Bart Simpson.

0  Julius Caesar was entranced byCleopatra, Queen of Egypt. What
was supposed to have first attracted
him to her?
a) Pig pheremones.
b) Her ability to belch the Roman
national anthem.
c) Her use of dairy products when
bathing.

0  King Herod was so underSalome's thumb that when she
demanded a certain gift, he couldn't
say no. What was the gift?
a) His last Bolo.
b) The head of John the Baptist on a
plate.
c) Edd the Duck's head on a saucer.

O  Wha t was Marilyn Monroesupposed to have worn in bed?
a) A thick wincyette nightie which came
down to her ankles.
b) A dab of Channel No 5-
c) A dab of Preparation H.

THE RULES
•  Employees of Dennis Publ ishing or
Virgin Dames caught enter ing the
tempo wil l  be subjected to Davi d
Wi lson's Dance Of The Seven Veils
(Oh,  not  again,  mast IT Rd.) Yes,
you must.
•  Remember ,  the Edis •  bi t of a
homme fatal e himself,  and his
decision is final.
•  Competition closes 30th June
1 9 9 2 .

Ls LL (0898) 299 244
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This month, our shady
software consultant has

taken on an extra pair of
hands. "Yes, I've had

some 'elp from me
nephew, young Nick°

Bloggs. He's not playin
1hooky or nothing - he's

doing a bit of a work
placement down at me

new premises on Oxford
Street. He's a smart lad -

we put his name down at
birth for the best borstal
in the country. It's really

paid off - we're never
short of a car stereo

nowadays. Over to you
then, Nicky-boy, and for

Gawd's sake take yer
bloomin' hands out of

your pockets.
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AWARD WINNERS
Empire/ST, Amiga

Nicko: Well, here's a compilation
right out of the Bloggo Book Of Good
Value! Three classics and one
average game - all for under 30
sovs. All the games won awards, so
this certainly is a great buy if you've
somehow missed out on any of them
first time round. The game that you'll

The Hi t Squad/Amigo St S T / E 7. 99
Placket Uh-ohl Poor old granckid's been kidnapped by an
evil commander who plans to use the old boy's
knowledge of nuclear warfare to take over the world as
we know it. So it's time to get out the heavy artillery, put
on your Rambo gear and set out for revenge.

What it boils down to is a horizontally scrolling shoot 'em up. You
take control of the Arnie
kookalike (and his
identical twin, if you've
got a second player),
running from left to
right (and later on
vertically) across a
jungle landscape.
Shooting certain
enemies results in keys
being left behind, these
can be used in between
levels to buy extra
weapons, including
three-way shots and
Rome-throwers. The nine Su r
—
;
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yourself using the continues like mod if you want to make progress.
There's no parallax scrolling, the colours are dull, and the music is

so annoying that you'll be grateful God invented volume controls. But
having said that, it is a fun blast, and at this price you'd be very silly
to miss it if you're a fan of this
particular genre. O V E R A L L  SCORE FIF9

ZERO

& P C/ E 25 . 99
notice first is Anco's all-time great,
Kick Off 2. Although it's been
knocking around for a couple of
years now, the brilliant playability
shines through, and in my opinion
it's still head and shoulders over
most of the newer sports sims
available. Once you've mastered the

tricky control
method, you'll
be dribbling
the ball
around the
park like John
Barnes. All the
aspects of the
real game are
there: corners,
penalties,
substitutions
and my own
personal
favourite -
injuries.

After all
that running
around play-

ing football, you'll want something
a bit more relaxing, so the next
game to load up has to be Populous.
A bit too much thinking is involved
in this game for my liking, but the
idea of playing God is pretty
appealing. Even though the superior
Populous 2 is now available, on this
compilation it's a welcome break
from the arcade action featured in
the other games.

The next game is another brain
tester. It's the great puzzler
Pipemonio, which involves laying
down piping to prevent the ever-
flowing "Flooz" from leaking out.
It's surprisingly fast-paced for a
puzzle game, and should suit
everyone from puzzle buffs to
arcade freaks.

Finaliy there's Space Ace, a
brilliant-looking, cartoon-style
'interactive movie'. Unfortunately,
it's more fun to sit back and watch
the rolling demo than play the
game, as all that's involved is
simply moving the joystick at
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Action 1 6 / S T  &  P C / E 7 - 9 9

B l o g g o :  I  detected a
defi nite 'computery '  t heme
running through this game.
You manoeuv re this lit t le
Pacman head-thing around

a scrolling circuit  board area, nibbling at
the electronic  components  and
collecting these 'Infot rons ' things. Now
don't  ask me why  you're doin'  all this,
but I 'm sure it all has a sound basis in
informat ion technology.

Anyway,  t rouble is, if  you under-
mine these spherical 'Zonle things,
they'll either fall down on your 'ead and
squish you out right  or else they ' ll block
off some other part  of the play area. So
you'll have to dust off  those puzzle-
solving skills. There's  also a couple of
nasties to avoid: scissors which wander
around, v ic ious ly  snipping at stuff, and
innocent-look ing disks which are, in fact,
sneaky old bombs.  I k now what  you're
thinking: "Sounds  like that Boulderdash
to me".  Well,  you'd be right .  But  that's
no bad thing,  and with 111 tortuous
levels it 's certainly got Big Bloggo Value.

OVERALL SCORE 8 4
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specific points of the game. You
learn how to progress through trial
and error, and as a result the game
con be very frustrating to play.
However, it really does have to be
seen to be believed, and in this
compilation format you can't really
complain - especially seeing as the
original version cost £45! It might
have won an award for graphics,
but it wins the wooden spoon for
gameplay.

When you put all the games
together at an affordable price, this
is a worthwhile purchase. If you've
had your computer for a while, the
chances ore that you'll already have
at least one of these games, but for
newer owners it really is essential.

OVERALL SCORE rE
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Action 1 6 / S T ,  A m iga  8 , P C / E 9 - 9 9

Bloggo: I often reckon
that if I 'odn't been an
entrepreneur and com-
puter pundit, I 'd have
liked to have been a bit

of a jolly jack tar, y 'know -  a salty
old sea dog. I'm never 'appier than
when I'm out on the ocean waves.
(What about last summer on the
ferry? Nicko.) Git out of it, yer little
toerag -  you've had your bit.
Granted, I did have a dicky tummy
last time I was at sea, but that was
darn to a bad pint, awright?

Anyways, this ADS made me feel
quite a t home. It puts you in charge
of a WWI I  Royal Navy Destroyer,
tooled-up with four gun turrets and
eight torpedo tubes. You get maps
of the Channel, the Med and the
North Sea, and you're provided
with loads of navigational gadgetry.

There's no shortage of enemy to
sort out - the Germans show up in
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game is a bloody
cocker. It's a right

ttle goer, know wot
m sayin'? You play
is little bloke in

• dungarees (that's
'trousers for girlies' to you an'
me) who 'as to climb and jump
up platforms h e  gets to the
top of the vertically scrolling
screen. Then he 'as to do it agai

There ore seven levels to
make it through, each of which
has four rounds - a bit like
boxing (now that's a real man's
game). The first three rounds
involve moving up to the top of
the ploy area, lapping baddies with yer rainbows and picking up
treasure and magical goodies like shoes and potions as you go. But
the fourth round is always the best -  this is the bit when a huge
cartoony enemy, requiring multiple hits, tries to bash yer brains out
(like wot 'appened to me). Check out the groovy Dracula after level
three for ultimate difficulty.

The graphics on this are grew - they're colourful, meaty and
gorgeous. But what really smacks you in the face about it is the sheer
playability. Your little bloke (Bub, or maybe Bob) lumps around like
he's stuck in a mash, and it becomes so much fun you'll need a
Rotiweiler at yer ankle to drag you away.

So if you haven't already got this superior arcade conversion,

what are you doing just sitting there? Go down the s h o p l
i
En d  g e t  i t !

And tell 'em Bloggo sent you. At
eight quid, this is the sale of the O V E R A L L  S C O R E

century m i s t a k e
1 1 . 1 1 1 1
. .  
1 1 1 =
1 = 1 1
1 1 1

cargo ships, warships, subs,
pedallos and dive bombers. Solid 3D
graphics feature highly, as do maps,
charts and status screens. So
anchors away! Set a course for your
nearest software trader! Ho, ha.
(Do what, Grandad? Nicko.)

OVERALL SCORE

ZERO 65
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ystem 3 is about  to unveil the
long-awaited 16-bit  version of  its
legendary arcade adventure,  Myth.

The game is a pot  pourri of  Greek, Norse
and Egypt ian mythologies.  You meet
(and duf f  up) all your favourite characters
f rom those early soap operas t h e  Hydra,
the Chimera,  Thor and Anubis  (a super-
natural Egypt ian mut t ).  The game takes
the form of  a rollick ing good plat form
beat ' em up, and sports mind bending
graphics and sound.  In fact, System 3
is so chuffed wit h its new product  that it's
come over all wa r m and gooey  inside -
it's of fering you the chance to snap up a
stonking great  prezzie.

The prizes on of fer in anc ient  Greece
were always stuff like a Golden Fleece or
a night  out  with Aphrodite,  but  System
3's prize is going to knock all that into a
cocked Vik ing helmet .  It's actually
of fering a Commodore CDTV and a
Trebor Fruit  Salad, together worth ESO011
Yes, you could win Commodore's  state-
of-the-art  baby and a Trebor state-of•the-
art chew, or else you could be one of  20

ZERO

0  GOOD Te11411
1
1411

runners-up who wil l  get  their grubby
mitts on a copy of Myth.  All you have to
do to win this mirac le of laser
technology is take a look  at the
quest ions on the right  and decide on
your answers. Then ring up our c ompo
hot line and recite the number of each
question, f ol lowed by the let ter that you
think corresponds to the correct answer.
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magic!
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'And a  Trelsor  Fr ui t  S a l ad!

• • • •

1. The word 'Wednesday' is derived
from the name of the chief god of
the Norse legends. His name was...
A.  Wednes
B.  Odin
C. Way ne

2. Wha t gift did the gods bestow
upon Pandora? Was it...
A.  A matching socks and hankie set?
B.  A  strange svengali-like power over
hamsters?
C. A  box containing all the evils of  the
world?

3. Which famous mythical figure
ravished young maidens while in
the form of a bull?
A.  Errnint rude f rom Magic  Roundabout
B. Oliver Reed.
C. Zeus.

4 - How did Perseus defeat the
Medusa? Did he..
A.  Cut  off  her head while protected by
Achilles' shield?
B.  Give her a s hampoo and set?
C. Hide a mongoos e in her hat?

DON'T FORGET...
*  Alway s  get  the billpayer's  permiss ion
before you phone.  Calls to the compo
line cost 34p cheap rate and 45p at all
other t imes.
*  Mak e sure you dial the right  number.
If you get through to Venus' 24hr
Telephone Love-in, make sure you hang
up before the bit  about  the fawns.
*  Please state your name,  address and
computer format  when you phone in,
otherwise we won' t  know who you are
or where to send your prize (dopey).

RULES
* Any  employees of Dennis
Publishing or System 3 caught
entering this competition will be
chained to a cliff and visited
daily by an eagle who will feed on
their liver. Yeuchl
• Entries phoned through after the
30th day of June will spend eternity
in telecommunications limbo.

The Ed's got a hammer bigger
than Thor's, so what he says goes.•0  8 98 1 ,09  . 2 5 .



So... get ready
for the brand

spanking new,
smarter than

ever before
ZERO!

•  It's only E
1
1 . 5 0 !
•  It's green -  no cover disk!
•  It's been fabulously
redesigned!
•  It's completely•
outrageous!
•  IT'S THE murrs  NUTS!
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JOYSTICKS

CLEAR

MAGA S T
NO SPoRIS DA iV
,
NG

16 50 10 50
40 SPORTS BOXING 1650 1890
A320 AIRBUS 24.50 24.50
AID TANK ICILEFIFIAH 21.90 21.50
Ax ioms PAmAY 16.50 1550
AGOIM 17.50 17.50
Al ENIIREED 16.90 16.50
AFRIKA KDAPS 16.50 16.50
AL CAT RA2 17.50 17.50
AMAZING SPiDERMAN 16.50 16.50
ANOTHER WORLD 17.50 17.50
ABANDONED PLACES 17,50 17.50
ADVANTAGE TENNis 1650 14.50
BABY AD 10.50 1550
BACK TO THE FUTuRE al 15.60 1550
BABARIAN 16.50 15.50
,ARD5 TALE 111 1690 1090
510 HuN 16 50 15.90
BILLY TEE KID 16.50 ,

6 
5
0

BIROS OF PREY 23.50 2350
111114AP SAOTHE RS 1750 17 50
EL, uES BROD-4[W 1650 16.50
BLUE MAX 16 50 1680
BONANZA BROTHE Hs 1650 16.50
6RiDES OF DAACt A (7430 i7o3
CASTLES 20.50 2050
GENII/RAN 1690 16 90
CE L Tic LEGE •Al;•.
,

21 SO 21
CHAOS ENC.
,
P iE

2050 2050
ciSCO P T 1593 1510
c oy E or  AC 1101
1
,

2150 2350
CRILIE WAVE 16 Se 16817
CRuFSE FOR A c o N
,
S E

17.50 17517
cyBERCON 16 46.50 1650
DAYLIGHT RORRE 16.50 16 50

CLEAR 12.99
CHEETAH 125+ 8.99
NAVIGATOR 12.99
ZIPSTICK 12.99

OIUCKSHOT PYTHON 19.99
OUICKSHOT VERICK 13.99
OUICKJOY JET FIGHTER
12.99
OUICKJOY TOPSTAR 9 , 99
OMP PRO 5000 EXTRA

L I V E W I  RE
HARDWARE /  SOFTWARE

H A R D W A R E
PI 520 STE DISCOVERY EXTRA

-
-
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I  
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S
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-  
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-
5 
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Y

AccOmmODATioN 2 9 4  99 A l
,ATARI 5205TE DISCOVERY EXTRA

pACK 2 7 4  99 IS.'
rA.R1 1040STE F
A M I L Yul7R/CULUM I  MB 3 4 4  99 1&I

AmEGA A500 2 7 9  99 (&I
AmtGA MOO AND 10 GAM E -
-
H
O
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O
N  
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I
N
T  
G
F
A  
B
A
S
I
C
•
3  
5

18 NIGHTS HOLtDAv
ACCOMMODATION 2 9 9  99 1,g1

-M1GA 500 -  CARTOON CLASSICS
PACK 3 2 5  00 Vid

COMMODORE COIN' ( P H O N E ! '
AMIGA 1500 AN D

TwARE ( P H O N E ! '
- TAR' LYNX -  CAL GAM ES 9 4  99
•
E
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A 
M
E
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D
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I
V
E 
-  
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I
C 
T
H
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HEDGEHOG 1 2 9  99
crn I EN  Sw;FT 9  -  FREE COLOUR

KIT WORTH E38.00' 1 9 6  99
• ••r E C  AM IGA 3 5  DISK

F
• K  5 9  99MOUSE FOR

A MIGA/ST 1 5 . 9 9

KEY •  I=JI STOCKED IN THAT

HE EL ,
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A
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TO PC OWNERS O M  YP
• AVAI L ABL E ON  5  •  7
•  •
O
N
E  
Y

•  O N L Y

22, HIGH STREET

MILTON S  1 1  •HANSLOPE KEYNt MK 9 7 0

•  •  C R E D / I  CARD ORDERS HOTLINE 109081 5114421
' •,,••••••:, . ;  •.,•• I  ,  t f ,

MitrODMMU K LW-
•1•P in clu t le d  .t 53K. Eutopt3 add E2 00 pet

Llom. etseWneTe Bad 5 3 5 0  DOT 16
,
111

Open Mon • Sat Sam - 6pm
AIL PEKES INCLUDE VAT I

ALI e i r tts  I I ,  II r  A y  A c aL r l y

AMIGA S T
DAS BOOT 2 0 . 5 0  20.50
DEATHBRNGER t  6.80 i s  50
DELukE PAIN
-  4  
8 8 .
8 0  
5 6
9 0

LIGENE RATION ,
7  5 0  
1 7 8 0

DISC. IPL ES OF STEEL 1 7  50 1750
D0L161.1 DRAGON at 1 6 . 5 0  1550
DICK TRACEY 1 5 5 0  1680
Duck TALES 1 5 5 0  1550
ELF 1 6 . 5 0  16  50
ELVIRA 2 2 3 5 0  23 50
EPIC 1 7  50 17.50
EYE OF THE BEHDIEt 9 1 6 5 0  19.50EVE OF THE 5E1406.1JER 2 2 1 . 5 0  21.50
FisSIRMEEAGLE II 2 3 9 0  23.50
Fi t713 STEALTHIK3HIER 2 1  se 21.50
E 19 STEALFIGHTER 1 9  50 16.50
F II4N. ErLOW 1 6  50 16 50
FINAl F CH T 1 5 5 0  1 5 0
FIRST SPAILIRRi 1 6 . 5 0  143 50
FLIGHT OE THE NTRUDER 1 7  50 1750
FoRmuL A ONE GRAND PRIK 2 3 .
5 0  2 3  5 0FUZZRAIL 1 9 5 0  74A
GAUNTLET 01 ,
6 5 0  
1 0 . 5
0

G-LOC R360 1 6 . 5 0  1693
GODS 1 5 . 6 0  1550
GOLDEN AKI 1 5 9 0  1550
0E1161 C RAZY 4 5 3  10  90
GRAHAM (
-
4 1 1 0 :
-
.  
0 4 6
3 4 E
1 '  
2
1
9
0  
2
,  
9
3

GUNSHIP 2000 7 1 .
5 0  2
,  5 0
HARLEOUIN 1 6 9 3  v s  50
HARD NOVA 1 6 5 0  1
6  s aHARPOON 1 2 5 0  ts
, 5 3HERD OuES ' • NEG, 2 1  sa 21 50
HE W/A L 1 9 1 . 0  .
, 9  S CHOOK 1 5  50 1580
I JoNEs I  FATE OF ATLANTIS 1950 1950

ACCESSORIES
1/2 MEGUPADE C L O C K
9
9
9
4 PLAYER ADAPTOR 7 . 9 0
40 LOCKABLE DISK BOX6•99
80 LOCKABLE DISK BOX8.99
120 LOCKABLE DISK BOX
12 99
150 POSSD STACKABLE BOX
17 99
BOX 10 BULK DISK 6 . 9 9
BOX 10 SONY DISK 9 . 9 9
DISK CLEANING KIT 3 , 5
-
4 . 9 9
AMIGA DUST COVER 3 , 99
MOUSE MAT 3 . 9 9
ROLL 1000 LABELS 3 . 5
-
1 1 _ 9 9

TR AD E I N  AR R AN GEM EN T S
, 4  IRE .  •1)iVE " : .  : I D )  •  OF F  THE PRICE OF A

BRAND N EW COMMODORE ( D I V  MACHINE OR AN AM IGA
!coo WHEN THEY PART EXCHANGE AN  AM IGA OR ATAR!
TFM/E N O T  M I  FOR ONE OF THESE MACHINES' L IVEWRE

.SILL ALSO CONSIDER IN PART EXCHANGE ANY/  COMPuTER
iR cONSOt  E AGA/NST ANY OF OUR BRAND N EW
OMPUTERS OR  CONSOLES'

AR I I GA +  ST  +  PC
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AWESOME 7  49 7  69 S H E E T  SHEET -
SHADOW OF THE
BEAST 2 -  FREE

-SHIRT' 5 1 9 9  8  1
15I -  
S H E E T  
S H E
E T  
-

...ANNE 5 9 9  5  99 V I  650 l u .457
DRAGON SPIRIT 849  4  99 -  V Z 1 2 2  S D I
THE SEVEN GATES
OE JAMB& 5
9 9  4
9 9  
v L
l 6
9  
5 1
1 9
7  
-

IMPACT 181 5  9C' " ' 7 U 2
SuNIMER OLVMPIAD

111 5 9 9  -  5 9 9  V A S /
WINTER OLYMIAAD

1.1 5 9 9  -  5 9 9  5.4.451
NNIA. RA51PT5

111 5  99 -  5 9 9  V 1 .4 5 8
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riDCCER
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!IMF 6 4 9  6  -  1 1 I 3 9 3
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1
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I
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9
9
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9
9
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V
2
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7
8

THE KRISTAL 141 7 43 1  -99 V 2 0 7 5
DEJA A /  2 RH 6 4 9  7 9 5  8 4 9  V 1 1 7 4
SPAN E iOLGH

14, 7 4 9  7  49, 7 4 9
NEVERM.ND 1• I 7 1
9  6  4 9THE AT1MATE

P
1
O
F 
6
1
9  
6
4
9

DAYS OF THUNDER
•  i 5 1 9 9  -

NE THERLVORLD
111 8 4 9  -

OLIESTION OF
SPCRT• 6 4 9  -

CHAMPON OF THE
KAU a  49 6
4 9BE TOND THE .( E
PALACE 5 9 1 9  5 4 9  3 6 6  K L 4  10 -
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9
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V0164
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1
4
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9
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1
.
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6 49 5 1 .5 3 1  5 4 4 5 1

649 V I  522 -  8 1 . 4 4 8

to 49 V / 0 3 3  5 I4 3
1
,  6 1 3 5 6

ANHGA -
AN ROTHMAS C R
,
C K E T  
1 6  
5 0  
1 6 5
0

.1 cAmE FROM T•4E DESERT 15 50 1551)
J WHITES SNOOKER 1 9  50 19 50
JOHN MADGE MS -COTBALL 1 6 .5 0  1890
K O(  OFF II 1 3 . 5 0  1390
11.0.2 FINAL 481-11S IL E 6 . 5 0  8 .5 0
11.0.2GIANI5 DI -uROPE 6 9 0  8 .5 0
41 0 2  SIPE /1 LEAGLA- 1 0 . 5 0  1050
K.0.2 WINNING TAC ICS E L S O  6 5 0
KID GLOVES 1
, 
1 6 .
5 0  
1 6
.
5 0

KRAGS OuE ST 9 2 3 . 5 0  23 SO
KMGH WARE 1 7 , 5 0  17 50
KMGHTS OF 114ES1y 2 3 . 5 0  73.50
LAST NINJA 3 1 4 3 . 5 0  6 .50
LEANDER 1 6 . 9 3  1650LEISURE SUIT LAHRy 5 2 3 . 5 0  2350
LEMMINGS 1 6 9 0  1050
LEMMINGS DA TA  DISK 1 3 . 5 0  1150
LEMMINGS STAND ALONG 1 6 9 0  1650
LIFE P. DEATH 1 6 5 0  1550
LORD OF TEE RINGS 2 0 . 8 0  N A
LORDS OF THE R
,
S I N O  
S U N  
t  
6  
s o  
i  
6 8
0

LOTUS TURBO CHALLENGE 2 1680 16  93
MAD IX ) G M A IM S  2 1 1 1 0  2950
MACRO POCKETS 1 6  SO 16  50
MAn LOD ELIFIOP
, 1 6  
5 0  
1 5 .
5 0

MEGA TWINS 1 6  so 15.50
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,
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2 9
6 7
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F
,
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1
6
1
1
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1
6
1
1
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MONKEY 51 ANC •
1 6 . 5 0  
1 6 . 5 0

MYTH 1 5 5 0  i s  so
CPERATiON STEA,TH 1 5 5 0  15.54)
OUT Fi1.51 EUROPA 1 6  SO 16 50
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IL 125 51344

11: R L  383

-  1 1 . 3 8 0  11.311
,

I1I4 18.313

-  5 2 1 2 1 1
111,419

-  6 2 1 3 9
52114 9 2 0 9 6

5U054 P 0 1 1 6

A0141 R O I  70
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1
2 
7

R0169

-
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NAEco POLICE
1
6
1 
5
9
9 
1
,
9
9

OM  I DOUBLE
1
1
1 
6
4
9 
-  
6
4
9

'poRTING
TRAINERS 5  99 5  99 -
HAWES/5 OF
sHFrouri 1
,
1, 6  
4 9  
-  
8
4
9

40 SPORTS aox iNo
1199 -  8  99

40 SPORTS ORP.ING
.'•1 5 1 9 9  -  5 1 9 9

 HORROR ZOMBIES
FROM THE

arEIT 7 4 9  7 4 9
mooNSHINE

RACERS ,41/ 7  49 -  7 4 9
RESCXLJT/ON TO

141 7 4 9  -  7 4 9
SIORMBALL 1 4 9  7 4 9
ROUND THE

BEND 6
4 9  
5 9
9

8
4
9

1 ,. .
1
H A  
W
A
V
E
S

1
1
1 
6
4
9 
-

T
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E 
L
I
G
H
T

LORM OR t141 1 .
4 9MYSTICAL 16; 6 1 9

ORA/WHEN 141 6  49 -
MURDERS IN SPACE

t
•
I  
8
4
9

pop LP 1.1 5 4 9
TIN 71NI ON THE
moON 161 8
4 9UNDER
PRESSURE 5  99

THE BAIL GAME
1•1 S  99

DARK VEITITE
i411

GERM CRAZY
HPHOS 1.1
RO TOx
WOLFPACK

599
5919
6 49
6 49

12 49

ApANAA 5
PAPERBOY 2 ' 6  50 1680
pAGASUS 1 6  50 16 50
PEA GOt I- PLUS 2 2 . 5 0  22.50
POA GOLECIA IA Doio 1 2 . 5 0  1250
PITT uGHTE a 1 6 . 5 0  1690
pkorr INGS 1 5 . 5 0  15.50
POPULOUS
,
S IN c  
I T N  
2 0
8 0
.  
2
0
9
0

pOWERMONGER 1 6 . 5 0  18.30
PREDATOR 11 1 1 . 3 0  i  i .50
PLAYER MANAGER 1 3 6 0  13.50
RAILROAD TYCOON 2 1 . 5 0  2 4  93
REALMS 2 0 . 5 0  2050
RED BARON 2 3 . 5 0  7380
RODOCCEI 1 8 . 5 0  16  so
1101)OC11P 91 1 6 . 5 0  16  5o
ROBIN HOOD 1 6 . 5 0  IS %)
ROD I ANO 1 6 . 9 0  1690
ROLINTIONIMY 1 6 . 5 0  1650
RuG.By WR1 D CUP 1 6 . 5 0  H350
RUBICON i  7.50 1750
SHADDINIANDS 2 0 9 0  20110
SILENT SE VCE 41 7 1 6 0  21 513
SIM ANT 1 6  50 I s  5o
SiMPSCNS 1 6  90 1680
siAJT 1 iE 2 6 5 0  2 6
5 0SPACE AuE 2 7 8  58 2550.
4P/4CE lea'? H i  so 1950
SPACE CAuSAI E , 7  50 1780
SPACE GUN 1 6  50 16 517
SPACE QUEST IV 2 5  50 2551)
SPE DAL I DEick s  2 2 . 5 0  22 50
SPE EDBALI i i  1 5 5 0  15.51SITE i EM-HRE , 7 . 5 0  17817
5'...1pER sPAcr, NL'Al A PS 2 0 . 5 0  2051)
SUSPICIOSCARCA; 1 6 . 5 0  16 50
TEAM YANKEE 1 9 . 5 0  19.50
TEAM YANKEE ,
1 
2 3  
5 0  
2
3  
5
0

5 41
599
5 49
i 4 9

A MA ZIN G PRICES ON
HARDWARE +  SOFTWARE

PLUS THE CHANCE TO TRADE IN YOUR AMIGA
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A1500 PACK
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v0014
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V0171
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-  R . 0 0 7

- 5 1 4  36 1 6 4
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-  1 1 1 ,0 4 4  O U A I

V0169 5 0 1 4 7

VOI /0 -  8 0 1 8 2

- 2 0 1 7 1 1
V0172 5 0 1 4 9  -

-  V 1 5 7 1  111505 -
44 5 , I 5 7 4  -  6 1 4 9

6
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V
I
V
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-

49 V l 5 7 9  p l $ 2 1
-  1 1 .
1
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6 49 111580  -  5 1 8 2 5  D U A L
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8
4
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V
1
.
5
1
3
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R
1
5
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I
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.
5
2
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649 V I 5 8 7  -  1 1 1 5 2 6  5 1 5 I 0

849 V I 5 8 8  2 4 9 0 '
,

549 5 1 4  72

549 6 4 9  1
. 4 . 5 5 7  
1 4 1 . 4
1 3  
-

6 49

6 49

1.5585
V1.519
V 15
1
5
Vt550
V2192

-
K1474
5146"
51466
52155

ODDER DETAILS
POSTAGE AN D  PACKAGING ON  ALL SOFTWARE TITLES IS 75p PER GAM E (OVERSEAS
11 251 POSTAGE AND PACKAGING ON HARDWARE AND PERIPHERALS IS INCLUDED IN
THE PRICE IN THE U K OVERSEAS PRICES FOP DELIVERY NEGOTIABLE' ALL ITEMS SUBJECT
TO AVAILABILITY, PLEASE ALLOW TIME FOR CHEOUE CLEARANCE AL THOUGH MOST
SOFTWARE ORDERS ARE DESPATCHED BY RETURN POST PLEASE M AKE ALL CHEQUES
PAYABLE TO • LIVEWIRE
- uvEw/RE REGRETS THAT CREDIT CARD ORDERS WILL NOT BE ACCEPTED AT PRESENT!

AMILA s
TERMINATOR I  1 6 5 0  ,
6  5 CTHE GODFAT-ER 1 7 . 5 0  1
7  5 CTHUNOERHAWK AH 7354 2 1 9 0  2130
THE in 6NES1 HOLIII 1 9 9 0  1650
THE iR FINIEs• m is s oN 6 0 . 6 0  ,
0 5 0ULTIMA Vi 2 0 1 1  2030
UNGER PRESsURE 1  750 ,  e 50
UTOPIA 2 0 . 5 0  20.57
VICE() 110 ! 6 . 5 0  1150
VROOIA 1 6 5 0  1660
W a y  BE A111
,
44 
2 1  
5
0  
2 1
5 0

WNGs 1 5 , 5 0  IS F
,WOLF CHILD 1 5 5 0  1650
WOLF PACK I S S O  1590
wwE wRE S it NG 1 6  50 ASSO

B U D G E T  M I  F S
AFTERBURNER 6 5 0  6 5 7
ARKAI101172 6 8 0  6 1 .0
BUBBLE BOBBLE 6 8 0  6 5 7
BARBARAN 2 6 8 0  6 5 0
CARRIER COMMAND 5 5 0  6547
CHLCKIE EGG2 6 8 0  1511
CYRE RBALL 6  SO 6S C
DAR V (AU HORSE CIA C
,
ING 6  
5 1 )  
6 5 C

F 1 6 COMBAT ,
I L O T  
5 . 5
0  
0
9
1

GAUNTLET 2 5 5 0  5 8 0
Hi rcHHINEas GLIDE 6 . 5 0  6 8 0
KCK DEE A EKTRA 116/1 7 . 5 0  7  5
RIANcHES TE/L LAI l i ' ,)  6 5 0  5 .
MICNIGHI PIE; t; rit'Lc• 6 8 6 7  6 7 4
OPE RAIKIN V.OL F 6 . 5 0  6  Si
RARER m i t  6 6 5 0  6  5
PAPE 1900v 5 5 0  5 7 4
SNITCH& AD 6 3 0  6 7 4
SuPER (XF RIA D RAriNG a  SO 5 5
yOGiS G CLEAN up 9 5 0  9  50

fl a k ;   M E 1 1 5 9 1 1 • 1 1 1 r 1

CCARD PIO . . . . . . . .

EXP. DATE . . . . . . . . . . . . . .  ............
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GALAXY FORCE 5 . 9 9
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NEB OF TERROR 5 9 9  V
RENAISSANCE 5 9 9  V
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INSECTS IN SPACE 5 9 9  V
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CAPTAIN PLANET 6  49
BADLANDS 6 4 9  v
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,
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6
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5 49
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SEE P AG E  64 FOR
O UR STUNNI NG
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PUBLI C DO MAI N!

I SO M DISCOUNTS
PLEASE NOTE AT THE TIME OF
AD G O I N G  T O  PRESS W E
EXPECTING M AN Y M AN Y N E
GAME T I T L E S  A T  H E A
DISCOUNTED PR I C ES!  P I E
PHONE FOR DETAILS'
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D e a r  Aunti e Vera,
Thank you very much for the
hand-knit ted l ime green cardigan

you sent me for Christmas. It was a
great  surprise -  especially as Chris tmas
is, in fact, in December (the 25th, I
believe) and not  in Apri l  as you seem to
think, you senile old bat. Anyway,  it  was
just what  I've always wanted,  and I 've
worn it  ever since. Actually,  that was a
bit of  a lie. I 've sold it  and spent the
money  on drink instead. Anyway,  hope
you and Uncle Ivor are well,
Love fr om your  nephew,
Richard X X
PS Just in case you were wondering,
here's how to complete Gremlin's  ace
new game, Harlequin.

THE CLOCK TOWER
Ascend plat forms  to reach fi rst level of
tower,  kill alarm clocks and hit  switch.
Back right ,  onto plat form,  collect
umbrella,  fl ick switch, move wit h
plat form,  jump onto left plat form,  collect
heart, up to level two,  see to alarm
clocks and up left to level three. Bye bye
alarm clocks, along,  up, ignore level f our
and leap out  to plat forms  f rom left  side
of tower.  Flick switch,  fl oat back to
ground level and enter tower.

ARILE1

THE CLOCK WORKS
Pull switch,  left, fall right ,  down all the
slopes, fl ick switch, onto plat form,  up,
down slope, pocket space hopper,  t ram-
poline onto plat form,  right  onto screw
threads and up. Catch pendulum and
TarLan y our way  onto left  plat form.  Slide

halfway down slope, jump onto other
slope, up cogwheels,  along threads,
switch switch below end plat form.  J ump
left, collect rocket, jump left, collect
second rocket, back onto cogwheels ,
down slopes and through exit.

THE DREAM MILE
Leap lef t  out  of py ramid stage left, s lide
down and c limb left py ramid.  Onto and
along lef t  plat forms (account ing for
wind),  shif t  switch, right ,  along middle
level of  py ramid unt il you reach the Lost
Temple of Hur-Ho-Hi D o w n  and enter.
Trampoline your way  up, pull switch to
init iate TV Wonderland,  exit, head left
past hourglasses up and through door
(using aerial runway  for goodies).

THE CLOCKWORKS AGAIN
Crawl left  along tunnel,  rearrange
switch, cont inue left, use t rampolines
and pendulums  to reach prev ious ly
fl icked switch at top of level. J ump right
through where there was prev ious ly  a
wall and back out  to The Clock Tower.



THE CLOCK TOWER AGAIN
Up to level five, (s imple,  eh?), swing
onto clock hand and grab kite.

A FLIGHT OF FANCY
Shoot  everything which isn't  a bonus.
and collect everything whic h won' t  kill
you if  you collide wit h it. Autofi re on the
old joyst ick can come in handy  here.
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THE JIGSAW PUZZLE
Fall, use switch,  cascade further
downwards ,  hurdle right  onto jigsaw
pieces, along tunnel,  right  unt il reach
wall,  jump and hit  switch, left and down,
down again, lef t  and down and right  and
down for rocket-collect ing purposes. Up,
left, and down for switch-hit t ing
purposes, up, right,  up. left, fall down,
secure second rocket, hit  switch, use
plat forms to re-ascend to corridor,  up
newly-appeared passage onto Jig-TV,
employ  right -hand switch, return in a
general downward direct ion to
previously unment ioned door and it 's
off, it 's off, it 's of f  to the Roof tops we go.

THE ROOFTOPS
Right to reach spark ing wires,  up and
left along horizontal wire,  lobby  switch,
back down,  through wire,  left, down
roof, onto next roof,  wait  for plat form.
down onto roof  below, left, down roofs,
left, wait  for plat forms,  up onto roof,
onto plat f orm above satellite dish, up
roof, switch lobby,  back right  to wires,
up, down,  up, along wires  to chimney
shaft and fall down.  Phew. Down to
bottom, hit  switch, ride plat form for next

switch, back down,  c rawl through
tunnel,  collect a piece of  the heart
(hurrah) and flick switch. Up shaft,
return along wires  to get  to roof top,  far
right  through wires,  down as far as
possible and through window.

WEE WONDERLAND
Right, down,  past electric generator,
down TV aerial and use switch_ Back up
aerial, catch fl y ing plat form,  over onto
other fl y ing plat form,  onto third,  get
switch, back up fl ying plat form,  back on
to second one, down to ground level,
along tunnel,  hit  switch, back to fl y ing
plat form,  back to middle one, back along
and up to top of level and enter remote
control.  Up to reach another remote con-
trol, enter, f ol low route around section,
hit switch,  back through second remote
cont rol and f ol low arrows  to the Virtual
TV. Head to the right  of  the area, enter
remote control,  head down and enter TV

THE LEARNING CURVE
Up onto mov ing plat form,  lef t  onto large
c lown,  shoot  witch, t rampoline up to next
row of  plat forms,  right ,  Onto c lown head
and up. Right ,  right  again, up, say hello
to the switch in order to turn on Cutesy
Land on the TV, down and left back onto
c lown.  Lef t  up Onto another c lown,
shoot another witch,  down another slope
and t rampoline across some more
plat forms.  Up, then up and down rulers
onto c lown and up pencils, collect ing the
space hopper as you go. Across the toy
trains (don't  fall down the gaps), up and
left, across t rain and into the Bomb Run.
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THE BOMB RUN
Perambulate onto the right  plat form,  up
and right  in order to fl ick the Fix ing
Clock switch,  avoiding the falling bombs
and their explosions. It's probably  best
to take things slowly,  so you can see
where the bombs  are going to land -
although if you are st ill in possession of
the space hopper (which you should be/
you can bounce around,  immune to the
bombs  and the water below.  Cont inue
right  and fall t hrough the bot tom arrow
to the clockworks.

THE CLOCKWORKS AGAIN
(AGAI N)
Down,  down,  down and generally  down
unt il you reach the base of  the level near
to the prev ious ly  used exit  to the Dream
Mile, this t ime entering the newly -
f ormed statue s light ly  to the right.

THE THROAT OF THE
MACHINE
Down onto big plat form,  down and
along plat forms  immediately  below,
onto mov ing plat form,  ret rac ing steps if
necessary, in order to k ill the bubbled
baddie. Down,  left, up conveyor belt  and
flick switch. Down,  down s lope and onto
mov ing plat form,  and onto stat ionary
Platform. Use rockets to kill spikes, fl oat
down middle of  chute, leave mov ing
plat form and stand on s tat ionary  one.
Cont inue downwards  unt il you reach
sideways 1-junct ion, left, down and fl ick
switch, up and flick switch,  then back
right, down collect ing fish on the way,
fi sh-up and s wim through pipe.

SEWERCIDE
Zip right  along the drain pipes, avoiding
the drips,  down,  collect fish and fi sh-up.
Take right  at junct ion,  fl ick switch, back
left to junct ion,  up and surface to the
left. Out  of  water, zig-zag up and down
to the left, shoot ing the taps for much-
needed bonuses. Down into water, along
surface, down,  take lef t  junct ion,  flick
switch and back to surface f rom whence
you came.  Leave the water, only  to enter
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Thanks a lot to
Gremlin for

helping me out the couple of
times I got stuck. And 'hi' back
to Sean 'Smelly' Kelly too.A A

the water above and s wim along,  fl icking
the switch at the end, only  to re-enter the
water below,  Along,  down,  take right
junct ion,  f ol low route around and
surface. Up  plat forms,  along into water.
Down right  side of drainpipes  to fl ick
switch (cont inue upwards  for credits), re-
s wim steps, leave water, jump up
plat forms, along,  fl ick switch and exit
level. By  the way, it 's better to s wim past
the irritat ing lit t le fish, then turn around
and shoot  them.

FATHOM THIS OUT!
Right, shoot  beach ball,  get  fish, fish-up.
wait  for and shoot  s wimming old granny,
down lef t -hand side and ut ilize switch.
Re-surface to catch your breath, s wim
down right  and do the honours  to switch
number two. Re-surface to the lef t -hand
side and hurl yourself  onto the right
plat form us ing the bouy. Assassinate that
deadly Matey  bott le, up and along plat-
f orm for fire power,  down s lope and kill
beach ball.  Bounce fully, us ing the lower
s p r i n g -  b o a r d ,  shoot ing as you

go, in order to land
on the plat form be-
neath the No Running

jor s i g n ,  Collect  the bonuses f rom thewater either side, return to div ing boards
and spring fully  right  f rom top board onto
supported plat form,  shoot ing once again
as you go. Fall to immediat e right  of
plat form (pulling left as you fall), fi sh-up
and s wim around for bonuses (breathing
in the middle).  Re-surface to the right ,
bye bye baddies,  right ,  hit  switch and left
to springboard.  Spring right  onto locker,
get brolly ,  jump right,  fl ick switch and
glide down between lockers. There is
now a chimney  on the rooftops, so c limb
springboard,  onto plat forms,  get food,
float left and exit  level.

SEWERCIDE AGAIN
Ensure switch is on, get fish, down into
water and fish-up. Down the right  hand
side of  drain pipes and f ol low the route
reasonably  quickly (or you' ll run out  of
oxygen) to the overfl ow and enter.

WHAT A FALL
A nasty level this, which isn't  really  much
help. Left, only  grabbing that umbrella if
necessary, shoot  baddies and free-fall
s light ly to the left, then to the right  to
hopefully  land on a spoon. Flick switch
and bounce onto plat form,  then onto
honey. Float  to your immediate right  onto
cup cake. J ump right  f rom plat form,
pulling right  to hit  a barrier and fall safely
onto a heroic  cup cake. Flick switch, fail
left and down for bonuses and up via
pepper onto spoon,  onto spoon, onto
plat form,  shoot ing bird as you go. Shoot
another bird and the thorn and hop left
for some tucker. The next part  is a lit t le
tricky, because below lie a number of
strategically-placed poisoned drinks
which result  in instant  death if  you land
in them.  So save the game here, in case,
heaven forbid,  you bugger it up.

Float right  off the plat form,  pull lef t
immediately  to avoid first drink, then
right  to avoid second and right  again to
land on the plat form underneath the

Gambler advert. Nimbly  t ip-toe right,
that umbrel la is yours,  jump to flick
switch and land back on plat form.  J ump
fully right,  up via spoon,  fl ick switch, left
and fl oat to end of  land beneath
Gambler sign, which is now showing on
the Virtual TV. Walk  off left of  plat form
and float direct ly  downwards ,  in
between poison pots us ing bonuses as a
guide,  and down to ground level_ Walk
along the bonus  ridden fl oor in both
direct ions and enter The Rooftops.

THE ROOFTOPS AGAIN
This  should be a good opportunit y  to
build up your credits with a nice lit t le bit
of bonus  collect ing, so scout around a
bit wit h TVEE Wonderland as your final
dest inat ion (surely you k now where that
is by now?) A new chimney  should have
appeared here inc identally  but, by Jove,
don't  go down it  just yet.

WEE WONDERLAND AGAIN
Gett ing to the TV shouldn' t  be any
problem.  So, er.- get  to the TV then_

THE HOUSE OF CARDS
J ump right  and grab smiley  face,
jumping left  onto house of  cards. Right ,
k illing card baddies and Ace of  Spades,
t hrow switch and collect hopper and
return to the start of this level. Swing on
smiley  face, hurt ling onto right  plat form
in space hopper mode in order to kill the
card juggl ing shark_ Posit ion Harly  in the
middle of the plat form and jump to the
right  s light ly  after the lef t -hand
pendulum has come into view, in order
to successfully grab the right  pendulum.
Swing onto right  plat form,  k illing
baddies as you go with the hopper.
Down for bonuses, then
through door.

Left, k ill baddie,  up,
right, kill King,  left and
flick switch. Along,
down,  through gap,
down,  fl ick switch, blast
the juggler and grab the
swing.  Kill King before
swinging onto plat form,
down,  onto circus tent
and along plat forms  for
food before entering
tent.

THE WACKY
JUGGLERS
This  level is pretty self-
explanatory  because all
you have to do is to get
f rom A (the beginning)
to B (the end) of the



a

1
level, fl ick ing a f ew switches as you go.
The only  things you may  need to know
are that  you can s tand on both the
cannons and the juggler's  balls to ascend
upwards,  and at one point  you need to
float f rom the top of a slope onto an
otherwise unreachable plat form.  But
apart  f rom that, it 's as easy as the
proverbial pie.

HEAVENS ABOVE
Right, across plat forms zapping small
angels for bonuses, onto harp, up, fl ick
switch, down right -hand side, along left,
bounce up in order to cont inue left (or
circle round,  us ing plat forms) onto
angels wing et (as they say in France)
float down aussi loin au poss ible las
they say 'en Francais aussi'l.  Right,  onto
harp, onto right  harp, down onto
ground,  hit  switch to right ,  up left, hit  the
other switch and back to harp,  in order
to hit  the third switch above using new
plat form.  Back along angers  wing and

• • • • • •
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down.  Along,  Along, down, fl ick switch, get
hopper and back again.  Stand on mov ing
plat form and jump onto level below
angel's wing.  Along,  fl ick switch, back
down via plat form and down s t raw into
the s t rawberry  milkshake.

n.

SUCK IT AND SEE
Zoom around collect ing as many  bonuses
as possible in the t ime limit_ There should
be two exits: one to Hell and one to
Cutsey Land. Enter Cutsey Land, collect a
piece of  the heart,  and exit  back into Suck
It And See_ If the ex it  to Cutsey Island
hasn't appeared,  you' ll have to enter it
f rom the other direct ion. To do this, f or
now go to Hell and work  through the

solut ion unt il you return to the Rooftops,
f rom where you should enter The Dream
Mile through the door in the middle of
the level, switch the TV switch back on,
return to TVEE Wonderland,  enter the TV,
work  your way  through Cutsey Land
(fl icking switches when necessary). back
to the TV and return to The Rooftops. But
as for now, Cutsey Land visited or not, go
straight  to Hell.

HELLZAPOPPIN'
Fully left, shoot ing white devil,  and onto
vert ically mov ing plat form.  J ump as
plat form goes past fi re jets (for fear of
energy loss), fl ick switch, onto next
plat form,  up, along,  fl ick switch and back
the way  you came.

Up second opening f rom the left via
assorted plat forms,  fl ick switch and down
again. Miss  out  the next opening and go
up the first f rom the right.  Up forks and
stay on mov ing plat form unt il you've
killed the whit e devil.  Up,  along, hit
switch and return to ground level again.
Up next vert ical chasm to the left, along
right, c rawl t hrough small passageway,
jump gap, onto toast ing fork. Zig-zag
your way  to the top left of  the level us ing
the ris ing plat forms whenever you see
one, and possibly  auto-fi re on the old
joystick in order to kill all the baddies.
Flick the switch to init iate the
musical note and get right
back to the beginning of  the
level

RIGHT THEN
Right then. From
Hellzapoppin',  make your
way  back through Suck It
And See, Heavens Above,
The Wacky Jugglers,  The
House of  Cards and TVEE
Wonderland to eventually
end up back at the Rooftops.
Collect a piece of the heart
via the prev ious ly  illustrated
method if  necessary, then,'
else enter that whopping
great chimney  located in the
middle of the level.

A DARK AND
GLOOMY PLACE
Traipse fully  right ,  watch out
for spikes, up, grab left arm,
swing left, along and up.
Mut ilate Headless Harry, grab
left arm,  change to right  arm
in mid•air  and swing right .
Flick switch,  grab hold of
right  arm and swing left. Left
and enter Crypt 2. Fol low
route round in order to fl ick
the three switches and grab
the food and exit. Down a
plat form,  right  and enter
Crypt  1. Fol low route around,
flick switch,  exit, back past
Crypt 2 and zig-zag to top of
level and along. Kill Headless
Horace, onto mov ing
plat form,  s wop plat forms and
drop down left  into organ
chamber_

crystal tips*
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THE ORGAN CHAMBER
Wait  for mov ing plat form,  up, jump right
at top, up onto pipe and jump Out left
onto blue plat form.  Shoot  speaker, up
and fully  along right  on top of  pipes and
flick switch. Go direct ly  down for lots of
credits and food, and up, lef t  through
middle of pipes and enter the first door.
Right, bounce on fi rst  key to get  to
plat form, up, along and flick switch.  Left,
up onto blue plat form, shoot  speaker,
onto piano keys (they even play  when
you stand on them), right ,  up onto
second keyboard,  left and up onto third,
up and enter to get  to the last level -  A
Litt le Sheet Muzak. You can also get to
another level -  The Beating Drum,  by
fully exploring the level, but  as there
isn't much point ,  I wouldn' t  be bothered
to bother if  I was you.

A LITTLE SHEET MUZAK
Up and right  a bit  for the fi nal piece of
the heart ,  then make your way to the top
right  via the music  notes. J ump fully
right  f rom the last available bar, up the
music notes, into the heart  and....

THE END
Erm... well that 's it, really_ The end,
Hu -  to coin a phrase - rah!
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GUTLESS GULLY
Due to Rich PeIley's inability to address an envelope properly,
we were a bit stuck for hints and cheats to print in Gutless
Gully this month. His Auntie Vera didn't know what had hap-
pened to Rich's stuff, but, being a keen gamesplayer herself,
she agreed to send in her own selection of tips. What a gall

AGONY -
Actually, to interject  a lit t le extra
exc itement  into this month's
Gutless Gully, I t hought  rather
cunningly,  we'd print  the cheats
in alphabet ical order.  Excit ing,
eh? And rather ingenious  into

the bargain,  if  you don't  mind me saying
so. Right,  to kick off, here's a cheat for
Psygnosis' Agony  - the name of the
game classing as the alphabet ical bit,  of
course, not  the name of  the sof tware
company.  And the first letter of  the cheat
doesn't  count  either, just to keep any
trainspot ters at bay. Anyway,  s imply
type FANTASY in-game to init iate keys
Fl  to F5 to select the weapons  while
Return zooms you on a level.

AlitOon

B is for banana, baboon,  bus
and Billy  (my  pet  rock). It's also
for bot tom,  burp,  bum and
Boots The Chemis t  (somewhere
you'll probably  need to visit  if
you're unfortunate to have the

'big runs ' after one too many  curries). As
for Big Run, the neat lit t le drive 'em up
f rom Storm,  here's how to cheat. Pause
the game,  mov e the joystick left, right ,
down,  up, up, left, down and right
(centring the joystick each t ime).  The
screen wil l  fl icker and infi nite credits wil l
be yours.

ZERO

1 Just in case you haven't  worked
them out  for yourselves, read
them in another magazine,  or
read them in another magaz ine
and surrept it ious ly  posted them
to me,  here are a few cheats for

the scrumpt ious ly  playable Robocod,
sent in by a number of  people.  First,
jump onto the fi rst roof  and pocket the
Cake, Hammer,  Earth, Apple and Tap (in
that order) for inv inc ibility  and door-
opening purposes. Alternat ively,  type
THE LITTLE MERMAI D on the t it le screen
and M.  C, B, F. 0,  P, X, I and Return to get
you onto the
next level, the
car, the bath,
the wings,  the
plane, to the
exit, infi nite
lives or
inv inc ibility
respectively.
Alright?

ACTION REPLAY
POKES
Here's how to use them. Press the
red button and type M followed
by the given address, and change
the first two in the row of numbers
to FF. Then press Return, Escape, X,
Return and enjoy! Thanks to Brian
Nichols and Alex Newman.
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Lives
Keys
Credits
Life Points
Moves
Money
Lives
Credits (Player 1)
Credits (Player 2)

Oh. ' 0 '  for Psygnosis' Ork seems
to be the next cheat, thanks to a
severe lack of  cheats for games
beginning wit h C-N.  In the in
game computer,  fi re in all four
corners of the screen. From then

onwards,  press A for ammo,  F for fuel, H
for help.. Return to take of f  or land when
necessary, and maybe another key to
replenish your energy  (but  maybe not).
Unfortunately ,  no-one is quite sure, hut
try experiment ing or something.

All that  remains  for me to say
this mont h is: bye, don' t  forget
to send me more tips, and be-

fore you go,  here's a cheat for this rather
weird shoot  'em up f rom 21st Century
Entertainment .  Taking the above as
done, pause the game,  type THE REAPER
and press Fl to F7 and Fig to
select weapons  and L to skip
levels. I ' ll see you next  month. . .

Send your cheats,
tips, POKES, sol-
utions and unwanted

beauty products to: Rich Polley,
ZERO, Dennis Publishing, 1 9
Believer Street, London W I  V
2BP. Fob prizes await the
senders of good stuff.
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DISNEYLAND

MONEY

HAVE A CHANCE 1 1'BEADLE' AROUND
WITH A STATE OF THE
ART JVC ELECTRON'

RDER

! A t ]

HOW WOULD YOU REA
WITH A NINTENDO NE

ACTION SET
COMPLETE WITH UGH

GUN AND GAMES?

C E G  -
GAD RIVE
PACK?
GREAT FUN
0  USE!!
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1
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1
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OMPUTER OR CO •  LE EADY? WHY NOT CALL 0
TASTIC COMPUTER GAME REVIEW LINE OR OUR CHEAT AN

TIPS CO UTER LINE? IT'S TOT

V di A CRUCIAL
AMIGA 500

PLUS FIVE TOP
SELLING

COMPUTER GAMES
0891 7 6 7  434

ST A N Y  OF E  ABOVE NUMBERS
HE MORE TIMES YOU CALL THE BETTER

THE CHANCE OF WINNING!
Encocr,-

charged at 3,, min chec, O f
ACS LTD, CA2

eak. Pleast  p e r m i s t ,  o f  tel
tions vary, but last only a few mint
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Knock-knock.
Who's there?
Eamonn.
Eamonn who?
Eamonn with a beard and a
load of adventure mail!
(Trans: It's Mike Gerrard on
the adventure trail again.)

qt_
I
L

• I  M P %  ' A  1 1 . .

w ippi l  t h e  h A r .
H i .  t o r t h  Ar e ,
w obw or k o f  L A s t

upopr a n  % t . . I
Ami b r o w n  d e e  ag

78 ZERO

the way  to him in Randf ont e in  t o  do it  here otherwise the Lawbots willarrest you. Enter the PAX terminal and
D  i rk  Wa ldec k  gets ZERO sent allin South Africa. "Well ,  I took my  d  the message f rom Armitage.  Then
t ime:  he  says, b u t  at last it 's fi nished." s e n d  a reply  and you' ll have an instant
What  is he babbling on about '  "A  1 0 , 0 0 0  credits in your bank balance.
three years of intense pl '  g
o  t h i n k i n  
Y o u r  
s e c o n
d  
c h a n
c e  
f o
r  
m o n
e y

and adventuring. . ,  well,  i n g  and v . 1 1 1   s with Comlink  5.0 where you can
adventuring.. .  I have co e t e d  one of p u t  y n a m e  on Hosaka's employ
Interplay's best games 0 r .  No,  not  any l i s t i n g  d  pick up another 10,000 each
of the Bard's  Tale games but week l T n  upload Comlink  6.0 at
Neuramancer_ Therefore n  f

1 1 o o

can now send H o s a k a  r  7,500 credits.
you a complete solut ion t t h i
s  b r i l l i a n t  
N o w  
g e t s  
t r i c k
y .  
Y o
u  
h a
v e  
t
o  
p u
t

game, and suggest that if a \  y
.
r e a d e r s  .  .  
L a r r y  
M o  
' s  
B a r n a  
I D  
o n  
t h
e  
S o f t
w a r e

tmissed out  on it  they should fi n i t r i t i l l .  En f o rc e  n t  Agency wanted list. He'll
give it  another look."4 . _  k l a r r e s t e d  and you can get into the

Thank you kindly,  Dirkly,  and as - - - -
" " "
I
l l i i i t h e r  
M o d e r n s '  
M e e t i n g  
R o o m .  
A s k

that's not a game I can remember seeing
a solut ion to, I think it 's about  t ime we
printed one, so here goes...

COMLINK SOFTWARE
Comlink: 1.0
This is in your deck at the pawnshop.  All
you have to do is tell Shin that  you don' t
have any money  and he' ll give it  to you
for free.
Comlink: 2.0
You have to edit  your bill at Cheap
Hotel, order caviare on room service,
then edit  your bill again.  Pick up the
room service, take it to Crazy Edo and
he'll give you the sof tware.
Comlink: 3.0
It's at Regular Fellows Sof tware Library.
Comlink: 4.0
At Eastern Seaboard Fission Authority .
Comlink: 5.0
At Sof tware Enforcement  Agency.
Comlink: 6.0
At Tozoku Imports .
MONEY
The first opportunity  to get a lot  of
money  is at Loser Gent lemen.  You have

Lupus to answer a few quest ions and
ask him about  Gemeinschaf t .  He'll give
you their bank account number there.
Enter Bank Of Zurich and open an
account yourself.  Now enter
Gerneinschaft and transverse a hefty
30,000 into your account. Enter the Bank
of Zurich again and download the
amount  into your chip.

If you st ill need money ,  you can
always -  after you k illed the Al there -
enter the Gemeinschaf t  Bank database
and read the last entry on the bullet in
board for the codes to a bank account
wit h a humungous  500,000 credits. Just
transverse it  to your account  at the Bank
of Zurich,

SKILL CHIPS
You don' t  need all the chips you can
buy, so I've compiled a VISC (Very
Important  Skill Chip) list  for you
Philosophy -  Juilius Dean -  1000 - Al
Fight ing.
Phenomenology  -J ui l ius  Dean -  1000 -
Al Fight ing.
Evasion -  Lupus -  2000 - Exit ing f rom Al
Battle.
Psychoanalysis -  Juilius Dean -  1000 -
AI Weakness.
ICE Breaking -  Finn -  1000 - Helps bre
ICE in Cyberspace.
Debug -  Finn - 1000 -  Debugs broken
programs.
Logic -  Emperor Norton -  1000
Fight ing.
Sophis t ry  -  Nola -  Exchange for joystick
at Finn -  Al Fight ing.
Zen -  Nola -  With Sophis t ry  - Restores
Const itut ion.

UPGRADES
Upgrade your skills at Mat rix  Restaurant.

I
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*
*  
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DECKS
There are only  t wo decks worth look ing
at -  they 're the Samurai Seven and the
top-of -the-range Cyberspace VII. They
can both be bought  at Asano
Comput ing,  and you' ll be amazed at
how the price shrinks when you tell him
that Edo mus t  be kicked in the head wit h
a steel boot !

BODY PARTS
Don' t  even think about  it! No selling bits
of y our anatomy  - it decreases your
const itut ion and makes you weaker in
Cyberspace, You' ll be a lot  better off
wait ing a week for your pay cheque.

SOFTWARE
I'm not  going to tell y o u
_ _ _ _  t ' s  
g o o d
and what 's  bad, or y r i l e a d i n g  this
t ill the cows  come home.  (Alt  ZERO
readers  keep cows, of  course. It's smart.
Mike.) But  I do have a few gene; al hints:
•  Steer clear of Blarnmo Soft, i s  it
destroys most  otherf t w a r e .

N
r

•  Slow s lows down t d a t a b a s e  ICE.
•  J emmies  stops ICE '  a l imit ed

Phenomenology  and then cycling
through.
I I  5 )  Enter Bank of  Berne (336-160)
database and kill the Al wit h Philosophy
for starters.
( 1 6 )  Use Easy Rider 1.0 so that  it  gives
you the message STATUS -  ON.
( 1 7 )  Enter Gridpoint  (4-160 320)
database for soft&
( 1 8 )  Enter the Bell Europa (5-384-288),
INSA (5-448-320) and Nihilis t  (5-416-368)
databases for softs.
( 1 9 )  Run KGB 1,0 and you' ll be in the
KGB database where you kill the Al wit h
Logic.
( 2 0 )  Enter Maas Biolabs (6-112-480)
database and kill the Al wit h
Phenomenology .

nter the Tess ier-Ashpool (7-384
base and kill the Al with

'Sophi
the Phantom (7-320-464)

databa s e  Psycho-analysis and kill
the Al L o g i c .

the Mosabori  (2-208-208)
databa' n d  kill Al using Hemlock 1.0.

r the Allard Tech (7-432-464)
databa a n d  break the ICE You'll see

period, t h e  n d  he'll tell you he's been
•  Armor All reduces hits '
A l r e a d y  
t a k e n .  
w  
g  
f o r  
y o u
.  
T h e
n  
y o u
' l l  
s e
e  
y o u
r s e
l f

•  Cyberspace lets you enter Cyberspace p r i t h  somebody  else on a t ropical beach.wit hout  pay ing a cent. ell tell you a lot of stuff and then leave,
•  Probe scans the database and gives a n d  you' ll see your const itut ion
you info on it.
•  Mos t  of the others are ICE breakers,

ROM CONSTRUCT
A very useful piece of hardware that tells
you when you can't  move any further
because of  Jack limit ,  and tells you
when your const itut ion is low.  Well
wort h it.

THE GAME ITSELF
( 1 )  Get Comlink  2.0 -  5.0.
( 2 )  Get Skill Chips.
( 3 )  Get upgrades.
( 4 )  Get Comlink  6.0.
( 5 )  Buy Sens/Net Pass at Lupus and use
code 0467839 to get a ROM construct.
( 6 )  Jack in at Cheap Hotel and enter
Panther Moderns '  database at 224-112.
Get the softs.
( 7 )  Enter Psychologist at 96-32 and kill
the Al wit h skills, not  software, Start
with Philosophy  and cycle through your
skills t ill he's dead.
( 0 )  Enter World Chess and kill Al
start ing wit h Logic.
( 9 )  Jack in at Loser Gent lemen and
enter the Copenhagen U (320-32), Loser
G (416-64), Tozoku (480-80), IRS (272-641
and East Sea (384-32) databases to get
better softs.
( 1 0 )  Enter Cit izens of  the Free Mat rix
(352-112) database and kill Al, start ing
with Sophistry.
(1 1 )  Jack in at Hosaka and enter their
database (144-160) to get softs,
( 1 2 )  Fly to Freeside and Jack in at Bank
of Berne, enter the DARPO (336-240) and
Screaming Fist (464-160) databases for
softs.
( 1 3 )  Enter Turning (432-240) database
for skill upgrades.
( 1 4 )  Enter Free Sex Union (288-208)
database and kill Al, start ing wit h

draining. Now use Psychoanalysis again
and you' ll be off the is land facing
Neuromancer (the Al) again.  Use Kaung
Eleven 1.0 and then kill h im wit h
Philosophy only, as the others have no
effect.
( 2 5 )  Enjoy  the end.

GENERAL
When you enter a database, always  go
to skill and activate ICE breaking,
Remember to cycle t hrough your skills
and softs in batt le.  And good luck'

LINKCODES AND
PASSWORDc

V
I
M

L =  Li nk co
P W = Passwor

• ( S 0  = Use Sequencer  1. 0 befor e !you have to press Space bar  or

I M E M I I I I I I i  i l l i l l

ASANO COMPUTI NG
IC: Asanocornp
PW:  Vendors.

BANK OF ZURI CH
LC: Bozobank,
PW: SO.

CHEAP HOTEL
IC: Cheapo,
PW: Guest Cockroach.

CHIBA CITY TACTICAL POLICE
LC: Keisatsu.
PW:  Supertac.
CITIZENS OF THE FREE MATRI X
LC: Freematrix.
PW: U M .

COPENHAGEN UNIVERSITY
IC:  Brains torm.
PW:  Perilous.

ESFA
LC: Eastseabod.
PW:  Long island.
FUJI ELECTRIC
IC; Fuji.
PW:  Romcards  Uchiketsu.
GEMEINSCHAFT BANK
IC:  Bangemein.
PW:  Verboten.

GENTLEMAN LOSER
LC: Loser
.PW:  Loser.

HITACHI  BIOTECH
LC: Hitashibio.
PW:  Biotech

Av e n t u r e s

; r  lift • • • 7
-
n -
m i T h E r m •
-
•

HOSAKA CORPORATI ON
IC: Hosakacorp.
PW:  Fungeki
JUSTICE DEPARTMENT
IC: Justice,
PW: SQ.

MUSABORI
LC: Musaborind.
PW:  Subaru.

NASA
LC: Voyager.
PW:  Apollo.
PANTHER MODERNS
IC: Chaos.
PW: Mainline.

REGULAR FELLOWS
LC: Regfellow.
PW:  Visitor.

t • • •  •  •  • • • • • •  •  •

, h o p  o s t h  A
toa x e d v poodP n
fl o o p .

SOFTWARE ENFORCEMENT AGENCY
IC: Sof ten.
PW:  Permafrost

TOZOKU IMPORTS
LC: Yakuza.
PW:Yak

WORLD CHESS CONFEDERATI ON
LC: Worldchess
PW: Member.

t a
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and Dav id Jones of Had!s igh in Essex are both cruisin' for a
bruisin' on Cruise For A Corpse. They're both stuck, and they both

say they realise that we printed a solution recently, but they missed it.
The fools!

How can they get hold of it? Easy - all you hove to do is lick your
fingers and carefully turn over these tender pages till you come to the
advert for back issues. Then you send for issue 26, 'cos that's the one
it was in. And never, ever miss a copy of ZERO again, or Amaya will
come round and smock your bottoms, the both of you.

rice i n ,  James Norwood is first to weigh-in with some tips
on a recent release. He's so quick we'll have to start calling
him James The First. This time, it's Willy Beamish, which

orwood reckons is very straightforward (smart arse), but with some
tricky bits to it. So here's the Norwood guide to the tricky bits...

On the island, to get away from the thug, use the spanner that the
bouncer throws at you to loosen the water tops then run to the area
where the frog contest is taking place and you'll get some help.

Pass the guard using the key an the chain to hypnotise him.
In s i o n ,  get the table cloth and put it under the suit of

n the noise when it falls. In the kitchen, use the cup
from the table to distract the cook, then

III.w
e
e
p
.
,  
p
o
u
r  
t
h
e  
o
i
l  
f
r
o
m 
t
h
e  
f
r
y
i
n
g  
p
a
n  
o
n  
t
h
e

ground near her legs and push the caul-
dron near her. Make sure you have the
helmet from the armour and jump onto
the conveyor belt. When the cook falls in
the pot, put the helmet on her head and
free the frog from the conveyor belt.
Then get out of there! Don't worry if you
get caught, as you will be rescued.

To get into the sewage works, make
re you have the a
s s  c a r d  
a n d  
t h e

magazine.-
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Ed, just any old Ed -  asks
where he can get hold of

second-hand adventures, as he
reckons people must be happy to
sell them, once they've solved them.

My advice is to buy one of the
adventure fanzines, whose readers
are adventure addicts and often
advertise their old games for sale so
they can rush out and buy some
new ones. Or you can advertise in
them yourself. Two good ones to try
are Adventure  Probe a t 6 7  Lloyd
Street, Llandudno, Gwynedd
LL30 2 Y P  or Red Herring,  5 0 4
Ben Jonson House, Barbican,
London EC2Y S DI -

Not content with asking me one
question, the mysterious Mr Ed goes
on to ask me two more. The
blaggard! In Hollywood Hiiirix -  one
of my personal Infocom favourites,
by the way - Ed wants to know how
to get some light into the bomb
shelter, as the only way to get into
the bomb shelter is to swim
underwater, which extinguishes all
sources of light. A conundrum,
indeed, of just the type Infocom was
renowned for in its heyday. What
exactly is a heyday, by the way,
and when is the next one due?
Answers on the bock of a tenner, to
the usual address, please.

Anyway, back in Hollywood, if
you light one of the wax statues
with the smouldering fire, you can
coot the red and green matches with
wax, which protects them from the
water when you swim through it.
Once in the shelter, remove the wax
coating from one match and let
there be light. You need to coat both
matches, as you use the second one
to light the cannon, but you have to
go through the bomb shelter to get
to it.

Ed's other question in this game
is why are there five pegs or holes
in the lift closet, when there are only
four floors to go to? That will remain
a dark secret, Ed, till the very end of
the game.

11 SECOND-HANDWOES
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N  ow to
introduce a
new feature

the Adventure section
- the Readers' CRAP
Column, for readers
who are Craving
Release from
Adventure Problems.
This section will be
devoted to (hang on a
minute while I take a
deep breath): all the
readers who write in
and ask for help on
an adventure without
actually telling me
where they're stuck, s e  who
don't include a stam d r e s s e d
envelope, all the readers who are
stuck in obscure public domain
games I've never even heard of, all
the readers who are stuck in games
I have heard of but can't help with,
all the readers who simply want to
make contact with other readers
who are playing the same games
as themselves, all the letters I
haven't got room to fit in elsewhere
in the section and all those readers
who just want me to print their
name and oddress for some strange
reason known only to themselves.
So if you're hooked on any of the
following, you can contact your
fellow freaks.

Knightmare is a nightmare for
Mark  Dix on,  4 2  Sevenocres,
Orton thimbles ,  Pe te rborough
PE2 5 X H and for Terry Parley, 7 3
Highland Road, Chelston,
Torquay, South Devon TG2  ANS.

Eye Of The Beholder is bothering
Damien Ke mp. ,  5  Ma nor  Road,
Narrow, Middlesex  HAl  2 N Z ,
who wont, to know how to open
doors on level 9 h o w  to find

the magic t h a t  he's heard ore
in the game. And A Pugh of 23
Heel Son y  Mown, Pant,  Me rthy r
Tydfil, Mi d  Glamorgan CP411 2 D N
wants to know how to get past the
locked door to level three of the
sewers.

Kevan Which only plays
adventures beginning with a •D',
and is therefore stuck in Dungeon
Master, Deics-Vu and Dark Side.
D
-
l
i
v
e
r  
h
i
m 
f
r
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e
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,  
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him at 3 0  Haze l  Road, Uplands,
Swansea $ A2  OLX.

Dominic K Straw not only has a
brilliant name, but he's also been
doing brilliantly in Monkey Island 2,
and sent me some hints to prove it.
Maybe there'll be room for them
next month. But now he's stuck and
seeks help from fellow sufferers at
5 Av ion Drive ,  Northwood,
Middlesex HAG 3JP.

Mr  OP Driver of 1 The  Terrace,
Rochester, Ke nt M I I  1 X N  has
completed Mi ra  1, but without
finding the dragon's blood that the
potion book says is needed to make
the demon's brew. W I S

1
:
?MONKEY ISLAND•

DRAGON'S BLOOD? It certainly
doesn't appear in my solution to the
game, so if any reader has located
it, get in touch.

Finally, Andrew McLean of 4 8 A
Draycott Park , Draycolt Towers,
Singapore 1 0 2 5 ,  thanks me for
help on Police Guest 2, which helped
him complete the game - and
enabled him to go on and complete
Polk. Quest 3 as well. Now that's
what you call help! Andrew may be
the first to complete the third in the
P a u  r i e s ,  u n l e t u  know
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DIAL 0898 88
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0273 20357267
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SOUTH EAST 67 88
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EAST M IDLANDS 70 9 0
WEST MIDLANDS 71 91
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Seeksour fortune in the wilderness, explore the depths of the earth,
seekemployment in the towns and cities, research new spells and

magic, seekfavour with the gods through prayer andgreat deed;, do
battle against the creatures of darkness and
- o t h e r  p l a y e r s .  
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truly epic scale with 1000 player positions in each game, numerous
monsters and spelL5 to discover,.40,000 zvilderness locations and
- h u n d r e d s  odungeons. The game is fully supported by our team of professional games masters and programmers.
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AFFORD TO GO ELSEWHERE?
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NO EXTRA CHARGE FOR
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P&P 60p (  U.K.)
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ST Games Tips 0891 445787

Amiga Hotline 0891 445985

Shadow of the Beast I &II
& Barbarian II 0891 442022

Magic Pockets Rodland
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WIN A SEGA MEGA DRIVE
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TAROT RUNES TAROT
The 1st full working Tarot Deck for the Atari ST

DISCOVER YOUR DESTINY!
3 Variations of readings all full colour graphics ALSO, cast the
ancient Viking Runes for guidance, both programs run 512K

introductory prices:
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TWINTRIS
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WACKO IN WONDERLAND
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THE EVIL DEAD GAME
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ST BASH
L LAMATRON
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CARD SHARP
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TOTAL DESTRUCTION (BY CRIONICS1
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DOMAIN
BLAST
STONFBREAKER
ROBOTZ
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ROBOCOP III 25-99 25-99

PGA TOUR GOLF 25-99 NA

HEIMDALL 34-99 34-99

DIZZY COLLECTION 24-99 24-99

WOLECHILD 25-99 25-99

LEANDER 25-99 N/A

ANOTHER WORLD 25-99 25-99

LEMMINGS 25-99 25-99

ALIEN BREED 24.99 NA

KNIGHTMARE 29-99 29-99

BOARD GENIUS 29-99 24-99

SOCCER COMPILATION 25-99 25-99

MONKEY ISLAND (I MEG) 25-99 25-99

KNIGHTS OF THE SKY 34-99 NA

NINJA REMIX 25-99 24-99

FIS STRIKE EAGLE II 34-99 34-99

HOME ALONE 24-99

MEGA LO MANIA 30-99 25 99

CRICKET CAPTAIN 24-99 24 99
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ANCIENT WAR AT SEA 35 99
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BUGS BUNNY
GAUNTLET II
XYBOTS
LED STORM
THUNDERBLADE
ALTERED BEAST
BUBBLE BOBBLE
BATMAN THE MOVIE
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Every month, one of our more religious
readers reflects upon something vitally

important that will change the way the rest of
us feel about life. This month, Rabbi Pe te r
Paton of the Stonehouse Synagogue in

Larkell tells us of his little brother's rubber egg.

"Recently, my  young brother made a rubber egg by
plac ing a hard boiled egg in v inegar for two weeks.
We had great  fun bounc ing it  off the walls  and the
ceiling for a couple of days, unt il our f riend Mackie

crushed it  in his hand by mistake. Needless to
say, we evacuated the synagogue
immediately .  Three days later, the

stench has  still not
subs ided."

Sermi all your stuff
to Tik e s ',  ZERO,
Dannis Publishing,

1 9  Sohov e r  Street, London
W 1 9  2IBP -  there might even be
a rather super free 'gift' in it for
you (i f we feel like it).

'UNDER THE ARCHES
°2 2 6  UM 111001 I O A D
_

W here we ask you to send us a photograph of
your joystick in an unusual place - whether
its being arrested by a copper, stuck up a

mountain, riding on the crest of a tidal wave, in orbit
around the moon or whatever. This month, however,
we've only received one entry and it's incredibly useless.
But as there's a story and a heart-wrenching plea behind
it, we're going to go ahead anyway. Who says Yikes is
never as worthy as Blue Peter?

4111 ust in case you can't  work  out  what
the above pictures are land
nobody could blame you), we' ll

leave it  to Char l ie  A me y  to explain:
"After sending you my shots of a

joystick in a rhino enclosure, I
followed it up with a rather

harmless little animal -  a
penguin. This wasn't
exactly dangerous, so I
decided to do something
really mad - how does a
joystick with a homicidal
tiger sound? (Aha! So
that's what  It is. Ed.) Sadly ,

after getting the pictures
back from the developers,
I realised I was going to

have to take some photo-
graphic lessons (mind you,

the tiger did keep moving, so
it wasn't completely my fault).

Anyway, I'll get to the point. Now,
while the photos are so crap that I
don't expect a prize of any
description, I was wondering if any
of the ZERO staff or any of your
readers would be interested in
making an 'adoption' at London
Zoo? It's in a really good cause. I've
enclosed an adoption form."

And that's about  all he says. So what

do you reckon? Yes, okay, so the whole
zoo subject is an emot iv e one, and most
people don' t  like the idea of  animals
being caged for any reason, whether
essentially alt ruist ic  and
conservat ionally -minded or not. But
when you get  right  down to it, London
Zoo is running out  of dosh at an
alarming rate. "Then set the animals
free," goes  one argument .  Fair enough,
but it 's not  really  on - take Charlie's tiger,
for instance. Hav ing been bred in
captivity, it 's lost most  of its natural
Instincts, and if  you were to set it f ree in
the jungles  of Asia, it 'd probably  end up
get t ing k illed and eaten by a wild turkey
or something.  Some Conservat ive
polit ic ians have the solut ion to this,
though,  and here's how it goes: ''In that
case, k ill all the animals  this end and
save t ime. " So there we have the three
basic schools of thought :  set the animals
free, k ill the animals  now,  or, as Charlie
is suggest ing,  adopt  the animals.

THE ADOPTION SCHEME
London Zoo's  idea is as follows:  you
send t hem some cash and tell t hem
which animal you want  to have a hand
in saving, then they 'll send you a s igned
certificate, a photograph of  your
adopted animal,  a sticker, a badge, a
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c ompliment ary  entrance ticket, and
they ' ll also stick your name on a special
plaque near the animal's  enclosure.

If you want  to adopt  a part icular
animal,  but  feel i t s  a trifle too 'expen-
sive', you can go in for the ' t imeshare'
opt ion,  where an animal is split  into
units  of  C30. In this way, 66 indiv iduals
could adopt  the E2.000 t iger on the
prev ious  page (he's called Mart in by the
way,  so now you can feel really  guilty  -
"Oh no,  poor Mart in" and so onl.

Anyway,  oven if  you're totally
uninterested (you heartless bast), you
might  st ill be curious to know how much
each of  the animals  is 'worth'  i n  cold
cash. For this reason, we've reprinted a
port ion of  the adopt ion form price list.
(There wasn't  room for the whole thing,
you understand.)

WHAT E I S WILL BUY YOU
INSECTS: An ant, an assassin bug,  a
bee, a beet le,  a cockroach, a cricket, a
jellyfi sh (That 's  not an insect, surely?
Ed.), a leech, a locust, a land crab (?), a
millipede,  a scorpion, a pray ing mant is ,
a spider,  a wasp.
BIRDS: An adavet, a barbet,  a
budgerigar,  an indigo bird,  a stone
curlew,  a goosander,  a grey-headed gull,
an Inca tern, a lapwing,  a peafowl,  a
pigeon,  a pintailed sandgrouse,  a
seedeater, a starling,  a thrush, a turaco,
(Who on earth would want  to adopt  a
pigeon or a thrush? A Reader.)
REPTILES: A gecko, a lizard, a small
snake, a shingleback, a taipan.
AMPHI BI ANS:  A newt,  a salamander_
MAMMALS:  A vole, a mouse,  a hamster,
a jird w h a a a t ?  Ed.), a dormouse.
FISH: There are over 2000, dif ferent  fish
to choose f rom.

WHAT E30 WILL BUY YOU
REPTILES: An adder, a Richard's
anole (?), a chuckwalla,  a northern
copperhead, a gila monster,  a
rattlesnake, a skink_
MA MMA L S :  A green acouchi,  a seba's
short-tailed bat, a rock cavy, a degu, a
mara,  a black rat, a cot ton rat, a shrew.

WHAT E60 WILL BUY YOU
REPTILES: A yellow anaconda, a branded
basilisk, a cobra, a rhinocerous  iguana, a
Hallowell's  green, a mamba_
MAMMALS:  A brush-tailed benong,  a
grey ground cuscus, a chinchilla,  a fat-
tailed dwarf  lemur,  a marmoset ,  a
springhaas, a squirrel,  a weasel,  a
mongoose,  a dwarf  mongoose.

WHAT E90 WILL BUY YOU
MAMMALS:  An orange-rumped agout i,
a goat,  a brown lemur,  a prairie marmot ,
a white-faced saki monkey,  a sheep, a

grey short-tailed opossum,  a spot ted
paca, a sugar glider,

WHAT E 1 50 WILL BUY YOU
MAMMALS:  A blackbuck, a porcupine,  a
two-toed sloth.

WHAT E250 WILL BUY YOU
REPTILES: An American alligator,

WHAT E500 WILL BUY YOU
MAMMALS:  A greater kudu, a wolf .

readers' pages
WHAT E750 OR MORE
WILL BUY YOU
A chimpanzee - E750.
A gorilla -  E1,000_
A giraf fe -  £1,500.
A lion or t iger - £2,000.
A Californian sealion -  E2,500.
An elephant  -  £6,000.

And that's your lot (although it  isn't
really a s  we said, that was Only a mere
port ion).  Anyway,  if  you do want  to
know more about  the adopt ion scheme,
drop a line to: Adopt  An Ani mal ,  The
Zool ogi cal  Society Of London,
Regent's Par k,  London NW1  AIRY If
you don' t  want  to k now more about  the
adopt ion scheme, then don't .  As for the
ZERO team, they 're going to pool their
resources a b o u t  two quid each - and
adopt  an ant. Tight  or what? St ill,  the ant
wil l be chuffed to bits.

CLAIMS TO FAME
The section where we ask you to send us a picture of yourself
standing stark naked next to Joanna Lumley (or whatever) has
been a tad useless of late. But not this month. This month, we
get three famous people: one 'we don't recognise him but
apparently he's famous' person, and two 'they might be
famous, but we're not putting any money on it' people.Read on.-

ark Danbury of Blackburn
Lams seems to have
lowed our advice, and has
ken to hanging around

utside TV studios: "Dear
RO, I met these three

Street stars while I
nging around outside

Granada studios." There you
ve it - proof from the horses
uth. But who's the bloke in

e light blue shirt behind
rk? Is he one of the extras

the Rover's Return? Or is
Coronation Street 'new

boy'? We haven't got a clue actually, but he c $  that 'famous' look
about him. (It's Kevin 'Straight As A Die' Webster, the Street's car mechanic. He
had his moustache shaved off for a bet. Couch Potato Ed.)

"Blimey, it's a picture of the
real-life Count Dracula with
three members of the
undead," we thought when
we e d  this one, but

y we were wrong.
at the accompanying

•d: "Dear ZERO, here's
photo of me standing next
some famous people -  I'm
boring old fartie, grinning

stupidly and not holding a
long, pointy stick. The photo was tok s t  over two years ago when I was a
'pretend' contestant on a studio run- h  when the Beeb was doing Big
Break. They probably asked me to heln out in the studio run-through because I
made such a prat of myself when I appeared on Bob's Full House... but I'd rather
not speak about that. Hope you like the photo of Ray Reardon etc."

Aaaahl So it's Ray Reardon the snooker player, and not the Count after all.
But who's the geezer on the left? And who's the bird on the right? Oh, and send
us some photos of you on Bobt Full House, or we won't send you your prize.
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With Dave Excellent
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pulled it  off, "Pulled what  of f?" new
readers will be asking, Pulled of f

being unexcellent  for the last t wo
months  -  that's what .  The challenge
said: "You,  Dave Excellent, mus t  become
unexcellent  for two whole months , " and
unexcellent  I was -  excellent ly
unexcellent. The thickest of  the thick. But
enough of  that, because I 'm burs t ing at
the seams wit h rejuvenated brilliance
and can't  wait  to get  into my  diamond-

DRIVING IN ANOTHER COUNTRY
Hi chaps (and babes of
course), it's me, Mad Dog and
this month I'm here with an
introduction to driving abroad

PART ONE
If you were
driving along

Dutch road
at 100 mph
and saw this

p
i
r
o
a
d
s
i
g
n
,  
w
h
a
t

would you do?
A. o f  the r oad
and check your  travel  gui de to see
what i t meant.
B. Slow down to SO mph lust in case
you were bei ng worr ied about a
potential ly hazardous si tuation ahead.
C. ' l eer  the accelerater  pedal  and
accelerate to over  1 5 0  mph.

The correct answer  was 'C'.  In Mod
Dog's  book ,  f o re ign roods igns  me a n
exactly the some thing as roadsigns
in this country: i.e. they mean
absolutely nothing whatsoever - they
simply mean exactly what you want
them to mean. It depends entirely on
your mood.

Here are s ome more  f
signs for
y ou t o
study,
with a
brief
descrip-
tion of
what
they
mean as.
far as I'm
concerned

1 0
0

Engage
after -

burners to
1 00%

Drive straight
through the next

hedge you come to

Go up on your  two
nearside wheels

°reign rood

Threw a hand
grenade out

of the
window

1
1
1
:  
h
i
g
h

hand-
beaks turn

i
t
i
Z
r
.
1  
I

M P
-Quick! Release

Side-winders

MApOGfi RN
PART TWO

A. My  car
a .  Terr i tor ial

undar y l in
Foreign car

D. Mor e
foreign cars
"The left side
is the right
side, and the

• right side is
the wrong
side" -  that's
the Mad Dog
maxim.
When driv in
abroad,
rernembe
that your  U
ter r i tory
extends not

just to the edges of your car, but also
outside your car to a distance of three
metres on all sides. Any traffic
entering this space is subject to your
own rules -  one of which is that
vehicles should drive on the left hand
side of the road. If you are pulled over
by the police, explain that your car is
within these territorial boundaries at
all times, and so you should be at
liberty to proceed without caution. If
they don't understand, point to your •
GB sticker on the ba T h a 1  the

88 ZERO

studded postbag of  excellent challenges_
Aha! Here's  a challenge f rom Simon

Phil l ips  of Greenfi eld in Bedfordshire:
"Dear Dave, I bet  you couldn't  make me
more excellent  than yourself . " Well,
Simon,  that was unt imely  of  you,
because you have been more excellent
than me. You've been more excellent
than me for the past two months,  in fact,
because I've been so busy being
unexcellent. That  was easy. Onto the
next challenge.

"Dear Dave, how would you eat a
whole cake in one go, wit hout  even
opening your mout h?" asks
Chr is t opher  Dev i l le of Richmond in
Surrey. Call that a problem? I 'm so
excellent I don' t  need to use my  mout h
for eat ing anyway_ I've got  a special set
of miniature teeth and jaws  inside my
nostrils -  right  at the back, near my
sinus ducts. I was  born that way. It's
almost  as if  nature said to itself: "Hey  -
this bloke's pretty excellent, how can we
improve him?" and then came up with
the dual feeding system -  one for gen-
eral use and one for use in emergencies.
And the emergency has just happened.
Cake through nose. The only  problem
arises in the f orm of hav ing to eat it  all
in one go, but  then we get down to lung
control,  which is excellent in my  case, as
you can imagine.  I can hold my  breath

for fi fteen minutes  wit hout  even feeling
dizzy - I 'm the best pearl diver in the
world,  but  I won' t  go into that now. Let's
just  say that wit h a c ombinat ion of  nose-
feeding and not  breathing for about
three minutes ,  the cake in quest ion is as
good as eaten. (And very tasty too,1

Finally, here's a challenge f rom Fred
Wo o d s  of Yeov il  in Somerset :  ' Dear
Dave, if  no-one liked you and therefore
did nothing you asked, how would you
get out  of a sealed steel drum,  encased
in concrete,  and buried 500 feet below
the At lant ic  sea fl oor?" How,  you ask?
Simple -  v ibrat ion.  That 's the answer to
this one. High f requency v ibrat ion,
which I can produce by drumming my
fingers together with excellent  speed -
they bec ome nothing more than a blur.
The concrete would crack and fall in
chunks f rom the drum,  the drum itself
would buckle, tear open, and I 'd be free.
All I 'd need to do then (while holding my
breath for 25 minutes) would be to c law
my  way  up to the sea bed and fi nally
float to the surface of  the Atlant ic.  A fatal
dose of the bends wouldn' t  arise f rom
my ascent (before you point  it out),
because my  excellent  whit e blood cells
seek out  and destroy nit rogen bubbles
before they've even had a chance to
form.  I 'm just so excellent  - like you
wouldn' t  believe.
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•  FR EE OVERNIGHT DELIVERY: On  a t  hardware otders shipped t h e  UK mainland
•  TECHNICAL SU PPOR T HELPLINE; Team of technical experts a l your service
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GIVE OR TAKE
W elcome to my world. In case you've lust tuned

in, this is the page where you can advertise or
just generally flaunt your wares from the

privacy of your own home. So come on - show me what
you've got by filling in the coupon you'll find about 12
cm down from here. All adverts are free - except those
from pirates, who'll find themselves doing porridge (and
without Ronnie Barker for company). And no software
sales, please - they'll just be flung gracefully into our
bottomless waste-disposal unit.

HARDWARE
•  Amiga, upgrade, second disk
drive, mouse, joystick. loads of
games, oils, demos etc, manuals,
mags, cover disks. Only E400. Also
CD player for sale. Phone Andy on
(081) 659 2913 after 6.30 pm.
•  Amigo 500. Excellent condition,
1Meg„ second disk drive, control
centre,, two months old, Philips
CM8833 Mb II monitor. £350 worth
of games, joystick, mouse, original
boxes, just E800 ono: 10811 204
1037.
•  Atari 520 SIPA, with original
software and games pock, plus
E150 extra software, pius disk
counter, will sell for E220 ono.
Phone Marino: (021) 628 3485.
•  Gomeboy for sale, five games ond
gamelight. worth E170, sell for
t  120_ Wild! Alasdair Hein, The
Shieling, Thornhaugh, Peterborough.
Combs, P68 6H1.
•  A500, TV modulator, moose,
joystick, PSU. the most complete
basic pack to get started on. Offers
accepted around £250. Phone
Edward on (081) 395 7742.
•  Atari 520 STFM for sale with
E800 of games, like Midwinter, Kick
Off 2 etc, Will sell for £230, No
offers. Phone (04941 712386 after
16.45, NOW!
•  Atari ST STFM for sole with over
£270 of software and joystick,
mouse plus all manuals. Only one
year old. Will sell for E29.5. Phone
(0373)65253.
•  Amiga 500 1Meg with clock,
Action Replay, trackball, joysticks,
three years super cover from Dixons,
35 latest games, keyboard cover,
worth £1,200, sell for E.400 Only
Five months old (071) 831 3528.
•  Amiga Soundblaster stereo
amplifier with 50 watt speakers and
headphones, nine months old. Cost
E55, accept E30. Write to Ann
Castelow, 27 Costain Grove,
Stockton, Cleveland, TS20 1 JW.
•  Gameboy for sole, includes eight
games, such as Castlevania, Super
Mario World, Double Dragon etc.
Bargain at £125 Boxed and two
player lead. Contact Charles on
weekends at (0705) 585521.
•  Yamaha music computer CKSM
Music keyboard. Software includes
music composer cartridge 48 voice
cartridge. 16 track sequencer. 96
voices tapes. Graphic artist. Word
processor. Mouse. Manuals. Boxed,
Z18010305) 775038

ZERO

•  Atori STFM -i- TV, joystick, mouse,
18 games. 14 months old, EX-CON
Worth 000.  Will sell for E200 ono.
Contact (0685) 83444, ask for
Mark.
•  Gameboy for sate. Teti-is, Tennis,
Football, Revenge Of The Gator, two-
player lead and headphones. All in
original boxes, £90 ono, Contact
James after opm on (0256)465242
•  Philips 14" CM8833 Mk11 monitor,
comes with manuals and lead to
Amigo. Good condition, only C170.
Contact James on (02061 382 359.

SOFTWARE
•  Days Of Thunder, Kul Gloves,
Shufflepuck Cafe, RVF Honda, Grand
Monster Slam for any King's Guest.
Phone Marc on (04024) 46260.
•  Vol Who has Their Finest Hour &
Operation Stealth? The First one who
sends me them will get Gunship!, F-29
Retaliator and Mean Street. Jeffrey,
Flat 25, Penney Royal, 130-134
Stafford Road, Wallington, Surrey,
SM6 9BW.
•  Does anyone want to swap
Heimciall, Hunter for any other RPG
adventure games. ie Dungeon Master
or Dungeons And Dragons games? if
so, ring me an (071) 281 1031
•  Atari swaps- Thunclerhawir and
13litzreig for E-19 and/or adventure
Or strategy games_ Tel John on
104581 47668

LONELY HEARTS
• Good looking male seeks sexy
female, aged 1 5
-
1 8  
I n t e r e s
t e d ?  
T h e
n

write to me. Interests: ocid music,
computers and girls. So put pen to
paper now: Mick Clements, 21
Countess Street, Doi won, Lanes,
BB3 ORE.
•  If your name's Aimee Lock from
Lincolnhire, please contact me: 2
Weeford Park Cottages, lOrtdOn Rd,
Canwell„ West Mids, 875 55T I think
you were most tranquil on the Super
Muria Challenge! Later!
•  Hey girls! Male Amiga owner
seeks contacts for letters, tips and
swaps etc. Must be between 12 and
18. Write to Ryan Blair, 19 Pennant
Grave., Titohi Bay, Welington, New
Zealand.

WANTE D
•  Wanted 3 5/5 25 external disk
drive, dirt cheap, hard drive (30
Mb/20Mb), cheap modem or cheap
scanner and software. Phone (0386)
48213. Sensible prices, please.

•  Computer games designer requires
programmers, musicians, graphic
artists to work on my ideas, Send
samples to Steven Mantle, 73 Saxon
Place, Horton Kirby, Dartford, Kent.
DA4 9J0.
•  Wanted: Willy Bearnish (Amiga).
Swap for Four games, including
Heirodoll. Phone (0274) 63253. Ask
For Man,
•  Wanted: AMOS and compiler for
Amiga, must have box and
instructions. Willing to pay .E20.
Rhone Danny on Wotford (0923)
248757, Would prefer local call
•  Will swap f- r 6 Combat Nat and
Robocop on the ST for ESWAT or
Quack shot on the Mega Drive.
Please contact Darren Rubor). 13
Eastbourne Road, London, East Ham,
E6 4AU
•  ST owner to swop lemmings and
NARC for Speedball 2 and Prince Of
Persia. If interested, send your letters
to. Clement Egan, 9 The Park,
Deerpork Road, Athlone, Co.
Westmeath, Irelond, Originals only

PEN PALS
•  ST i_ortrods wanted to swop games
etc. 100% reply Nothing to lose, so
write to Mortin Millar. 60
Camperdown Court, Helensburgh,
• unbartonshire 084 9E11
•  Amigo contacts wanted for old
and latest stuff. r e p l y .  Write to
Anthony Morris, 2 Bordesley Ave,
little Hulton, Worsley, Mer M28 6ED,
•  Atari ST contacts wanted to swop
any games,. PD, tips & hints etc.
Write and enclose your list to: Tony.
19 Elizabeth Street, Scunthorpe,
DN15 9LB.
•  ST contacts wanted to swap hints
and lips etc. All letters will get a
100'I reply Kay Elliot, 135 Eswyn
Rood, Tooling, London, SW17 8 TW.

r  E l  mi MI E l l  E l  M E  ME 1 1 1 1  1111

•

•

1

readers' ports
•  ST contacts wanted to swop
letters, disks, cheats. anything.
Male/female/black/white/
anyone/anytime/anything/
anywhere. Into Sims, RPG, beat 'em
ups, everything. Send to 154 Lanark
Rd, Burnfoot, Lesmahagow,
Lanorkshire MO 1 9PJ.
•  Help wonted with ST game Maya.
Will give two Amigo games to
anyone who can help me crack it.
They are Safari Guns and Barbarian
2. First good reply accepted
Richard Parry, 75 Heath Mead,
Allensbank Rd, Cardiff. CF4 3PL.
•  IBM contacts wanted for
swopping PD disks, Ted Bury, Box
362, 81-963 Gdynia 1, Poland.

FANZINES
•  Nostradomus. new ST-based
fanzine. Tips, reviews and all the
latest news. Only E I 00! Send
orders to Rob Parish, 35 Borff Lane
Brayton, N Yorkshire, yoa 9ET.

MESSAGES AND EVENTS
•  'fa! Derek MD, get .n touch.
On (0834) 811302.
•  Vol To Arttie, Wee Pie, Sam Jug,
Boldy Head, Bubbles, Moocore,
Deliney, 1/2 Stone, The Horses,
Beetroot, The Porvy Twins and all the
other Bost s at Mighty Castiedurg
From Burgular.
•  Menace wants 10 say a big hello
to all that know me out there. Ian -
get some more new games, I'm
getting bored of oil the old ones
•  Lick my liver. Make me shiver Be
e•v.,:clIerit lc cock other, Rctschcch

BI RTHS,  MARRI AG E S ,
DEATHS A N D  DI VORCES
•  The Wig is dead. Long ;ire I he
Wig. Shandies all round and a
game of Ludo for Miss Reekie

131

BOOK YOUR FREE AD HERE
If you'd like ro edvertise in a ye  Or Take. please hi. ,n ne  coupon below in, BLOCK CAPITALS
and send it to Give Or Take, ZERO, 19 Bolsover Street, London W1V 21P. Don't
forger to enclose your address and phone number and remember so mark the envelope with ti-te
appropriate section W e  can't accept any software sales and private advertisers wilt have to
adverise in he  Classifieds section.

•  Please include m y adver t (which is no m or e than 3 0  wor ds)
under  the fol lowing heading:
HARDWARE S O F T W A R E  P E N  PALS L O N E L Y  HEARTS
WANTED F A N Z I N E S  M E S S A G E S  AND EVENTS
BIRTHS, DEATHS, MARRIAGES AND DIVORCES

Name

Address

I.

Past Code

If you don't want to dissect your spanking new copy o  ZERO,  ,Irs simple a  photocoFy
WAR N I N G : ZERO cannot guarantee to place every ad received. Z E R O  3 2
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Plan 9 From Outer Space 1992 Wade Wiliams
Productions, Licensed by Alter Ego Produdicms
Gremlin Graphics Software Ltd.,
Carver House, 24 Carver Street, Sheffield 51 AFS.
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Sac&
NTERNATIONAL
SOCCER
CHALLENGE

FOOTBALLER Of
THE YEAR 2 Ile

LINEKER

Available for  CBM 6 4 /1 2 8 , AMSTRAD CPC cassette & disk,
SPECTRUM cassette, ATARI ST & AMIGA.
•CBM 64/128, SPECTRUM & AMSTRAD users please note that Footballer
of the Year 2 & international Soccer Challenge are replaced with

Superskills & Superstar Soccer.
This compilation 1 9 9 2  M X  All rights reserved. Titles used under license
from Microprase Software, Gremlin Graphics Software Ltd. & U.S.Gaid Ltd,
Kizx Units 2/3, Watford Way, HoHord, Birmingham B6 7AX• Tel: 021 625 3311
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