











































































































Return to the palace in Bandar-Al Sa’adat and attempt to see your
father. You will be invited to eat a meal with Sumia. Find her
north of the kitchens and she will tell you of a key that will let
you into the old dungeons where you will be able to pick your way
through to your father’s cell if you can kill the monsters that
dwell there. Follow her instructions and get the key. Enter the
dungeons and in one of the first cells you will meet a friendly
cyclops who has been imprisoned there for years. The only way you
can search his cell is to take him out of the palace to freedom.
Save the game before you attempt this in case you bump into any
guards, then go through the main entrance.

Return to the dungeon and push a rock over every moveable
floorpad. Hit the moss covered walls 8 times then pull the levers
that appear. You will be left with two locked cells. Go back
upstairs, talk to Sumia, then return. You will now be able to
enter the northern cell. Find the lever on the northern wall which
will open the large cell. Moving the table and rock south to cover
the floorplates will reveal eight levers in the eastern wall and
the main cell door will open. Each lever opens one cell door.
Collect the gold and kill the monsters. The Etin is the only
monster who is hard to kill. Use spells and the sling from a
distance on him. Go through the tunnel in the Etin’s cell and
after a long walk you will be able to pinpoint your father’s cell.
Make your way to him watching the pattern the guards patrol in,
using empty cells to dive into for cover. Speak to your father
then leave and return the key to Sumia.

Walk out through the main entrance and you will find a note from
Obdel. He is the old gentleman sitting at a table in the south
banqueting hall. He will tell you the Vizier is the enemy who
masterminded the plot against your father and placed a curse upon
the Caliph. He will tell you to find the Vizier’s secret journal
and your families possessions then expose the Vizier. You will be
given a teleport ring that will get you into the northern wing of
the palace. Go to the meditation chamber in the southwest wing
(this is the small empty room with a purple floor). Use the ring
then hug the west wall to avoid being seen. Exit west down the
corridor and at the end go north to the Caliph’s chambers hiding
behind the columns to avoid the patrolling guard. From the
Caliph’s doorway wait until the guard moves away then go south to
the harem. Push the tea trolley to distract the two guards, then
run south. Say CATSPAW to the Caliph’s wife then hide behind the
door (don’t go behind the urn or you will be detected). Walk INTO
the door from the front to get behind it. While the guards are
talking to the Caliph’s wife run back to the bedroom. Don’t take
any of the Caliph’s treasure. The secret door is in the room to
the east. Take your family’s treasure and the journal, put the key
under the mattress and return to the room where you arrived. The
ring will activate and transport you back to the meditation room.
Go to the city gates and CONFRONT Obdel. He will say he is meeting
a guard from Al’Katraz. When he disappears return to the Vizier
and tell him your story. He will sympathise and seem to be on your
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side. Buy some potions of invulnerability and return to your ship.

Sail to Hajar where the Nameless Ones treasure is kept. Walk the
maze of columns and drink the invulnerability potion before chasing
the chest. Follow it around trying to open it and eventually you
and the chest will be thrown outside onto the sand. Sail to
Al’Katraz and go west. Enter the house near the two Ganlet guards
and tell them who you are. Go to the Ganlet leader in the South.
Listen to his story and refuse to kill the Razif leader. Now go to
the Razif leader in the southeast and hear his story. Tell him your
story and offer to help the two clans make peace. Return to the
Ganlet leader and ask why they are fueding. Tell her the Razif want
peace. Say the same thing to the Razif leader and the two leaders
will meet at the well to talk. Follow them and tell them you are
seeking a mercenary and they will tell you how to collect the keys
to the prison.

Inside the prison search the first simple rooms then make your way
to the western locked wing where the Etin is held and break the
gates down. I don’t think anything is gained by killing the Etin.
Take the treasure, go back through the gates and walk north. This
area has many enemies so be prepared. In a cell you will find your
brother who has had his voice stolen and other prisoners who you
must free. Go north, break the gem then go to the Mage’s bedroom in
the north. Search the bed for a key to more cells. Make sure your
brother is following you then leave the prison.

Return to your ship and sail to the Isle of Aballat. This is a very
easy area where you will find your brother’s voice. Reunite your
brother with his voice and he will summon your family genie who
unravels some plot. Sail to the Nameless Ones Isle. Collect all the
treasure hidden around and look for secret walls that lead to other
rooms and more treasure. When you are ready and fortified with
protection spells, go west past the wall hangings with eyes. Hug
the west wall and go north looking for an illusion wall. Go through
and in this new area you will find a Nameless One. Kill him and
read the scroll and book. You will now be able to walk through the
southern wall of this room then south again across the coridor.
Keep going south looking for an illusion wall to the west. Open the
chest and enter the transporter. Walk around the edge of the disk
and it will connect to the next disk. Smash the crystals then kill
the monster that appears. Some will turn back into their former
shape once the spell is broken. You will find a moonstone which
will heal your wounds. Eventually you will free your ship’s captain
and be returned to your ship. Your portal has disappeared. Speak to
the captain and tell him you want to return through the portal to
kill the Nameless One. Go through and when you reach the disks go
right (the left path leads back to your ship). Eventually you will
meet your twin who must be killed. One monster will turn back into
Kara. Leave her and kill the Nameless One. Sit back and watch the
grand finale.

Compiled by Hazel Miller
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ALONE IN THE DARK IT Infogrames

Save your position regularly. Keep your guns loaded. Drink from
the flasks but don’t drink the whisky. You can eat the fried eggs
and the sandwich.

The Maze

Kill the zombie and get the Thompson gun, clip and flask. You can
use the flask to regain health. Reload by using the clip. There
are four zombies near the house. After killing them, push the
stone block (the one with the anchor on it) to gain access to the
maze. The first zombie has a photo, the next leaves a clip and
flask when killed. Get the rope lying nearby.

At the cross-road junction, there are zombies down two of the
lanes, one ahead and the other to the right. Kill the zombies, the
one from the right turn leaves a book. Take the left lane and turn
right, kill the zombie, turn left and get the clip at the
dead-end. Go back to the cross-roads and continue on before
turning right (top right of maze). Get the grappling hook and
touch the ace of diamonds on the ground, this opens up to lead
down. Don’t touch the other cards, they kill you.

Beneath the maze go right, kill the zombie, get the torn notebook.
Push the chest and get the metallic jack playing card. A ghost
shadow-like creature will comes towards you; shoot the ghost and
it leaves a sabre. Go to the ’‘altar’ which has just risen and use
the card at the altar. Go to the ladder opposite the altar and
climb up and out (the trapdoor is unlocked by using the card on
the altar) - you get out where the rope and other ace of diamonds
were.

Head back towards the cross-roads, turn right, left, right to
reach the zombie at the bottom middle of the maze. This zombie
leaves a flask. Use the sabre to chop the vines. Go forward but
watch out for the peg-leg. Kill him and he leaves a newspaper,
which you need for later. Now use the rope/hook and they will be
combined, stand in front of the statue and throw the hook. Watch
the animation, the statue opens up and you go down to the next
stage.

et passage under t! tatue
You will lose your weapons. Save often, as you may need to do this
a few times - you can easily fall. Go back towards where you came
down and get the nickel. Get the crank on the plank and get the
paper bag. Continue forwards and you will reach Striker’s body.
Get the other half of the notebook (use notebook to join them
together) and the pipe cleaner from the body. Go to the locked
door and use newspaper at the door. Watch the animation and the
door is opened. You can save here.

In the storeroom, go to the lever and save here just in case. Use
the paper bag (the bag gets blown up) and then use it again (you
pop the bag).
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The zombie will then get up and go towards you. When it is opposite
the opening in the wall, push the lever and a hanging barrel should
knock it over the cliff, out into the sea. Get the book, flask and

riot gun. Go to the side of the grandfather clock and use the crank
there to move the crates to reveal the secret passage. Get the book
and cartridges. Go in the 1lift to the next level.

Basement area

Tear the Dead man’s pact (which used to be the newspaper) in front
of the zombie and the music man should die. Get the hook he leaves
behind, go through the door and get the battledore on the floor,
but DO NOT GO UPSTAIRS YET !!!. Instead, go through the doors into
the next room.

Shooting gallery and connected room

Shoot the two zombies in the room, and get the cartridges on the

table by the door. Use the battledore to turn the blocks/rotating
cards at the end of the room. Just whack the cards to rotate the

faces by two. For one rotation, stand with your back to them and

use the up cursor key and space to whack it.

When all the faces showing are diamonds, the nearby door will open
and another zombie will come out. Go inside the room, get the
books, whisky and flask (don’t drink the whisky), and use the
nickel on the slot machine for the two tokens.

Leave the room and check the far wall near the coat rack and cards
on the wall. Shoot the zombie (if you put the whisky in front of
the zombie, he will drink it and won’t be able to shoot straight).
Get and open the sack to get the Santa suit. Wear this suit before
going upstairs.

Ground floor of house

I suggest saving the game here. Don’t try shooting or killing the
little cook/chef. Don’t go upstairs yet but follow the little
chef’s footsteps into the kitchen. If you don’t follow the correct
squares on the floor, the statue of ’Neptune’ will throw his
harpoon at you. This harpoon follows you so there’s no escape.

Kitchen

In the kitchen, get the fried eggs (which you can eat) and the
frying pan. Wait until you hear the ping and the large chef will
head to the dumb waiter. Kill the big chef with the frying pan. Get
the poison and wine, use the poison to get poisoned wine.

Room with organ

Go to the double doors opposite the Neptune statue (be careful not
to set the harpoon off) and put the poisoned wine at the hatch of
the door. Step away from the door (be careful where you step) and
two zombies should open the doors, come out and die (poisoned by
the wine). Use both the tokens at the front of the organ, which
causes the door at the far end of the room to open and a doubloon
to appear near you. Get the doubloon and go through the door.
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Get the bullet-proof vest and clip. The Thompson will jam later
on, so don’t use the clip - save it for later when you will find
another Thompson. Get the crown from the top of Neptune statue and
go upstairs. Don’t go to the other rooms on the ground floor yet.
Kill the zombie at the top of the stairs. Go through the door.

Billiard room

Go to the door in the opposite wall through to the leisure room.
Kill the zombie near the billiard table. You may need to use the
derringer to kill it (the zombie threw it when you came in). The
zombie leaves a sword-stick. You can get the book and half a
parchment from the bookshelves. Go out the room and turn left into
the bedroom.

Bedroom

Use the sword-stick to get rid of the two arms on the wall
opposite the door you entered by. Get the other part of parchment,
use parchment to join them together. Use the crown on the white
bust near the other door of the room. Go into the connecting room
and get the amulet. This transports you to the attic.

Attic

Get the flask and message. Leave the room, go left and go to the
small chest round the corner. You are given a Thompson and a clip
when you open the chest. Kill the two zombies, get the grenade and
key. Go through the opening to what looks like a store room. Use
the doubloon on the Jack-in-the-box. Get the pom-pom.

Go through the door in the other room and stand in front of the
opening to Carnby’s right. Throw the pom-pom into the observatory
and move out of the way of the opening. The ‘Jumping Jack’ will go
after the pom-pom into the observatory, where the snakes will kill
him.

Go into the observatory, stand in front of the chimney and throw
the grenade into it. This will eliminate a zombie downstairs. Use
the bullet-proof vest, and get your Thompson ready for some heavy
use. Now go down the chimney.

Room with a Piano

You tumble down out of the chimney to a hostile welcome. There are
three zombies with Thompsons. Get the red billiard ball from the
Christmas tree. If you quickly leave the room, you don’t have to
kill the zombies. Head upstairs to the room with the billiard
table.

Billiard room

Insert the red billiard ball into the Billiard Game machine. To do
this you have to be standing in front of the game’s front glass
panel. You should see the ball go down then a secret door is
revealed to you. Unlock this door using the key you took from the
Attic. Go in....
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How to get captured

It’s so dark you can’t see your hand in front of your face. You
hear some noise, you feel someone pushing you. You don’t have time
to fight, you stumble, you hear what sounds like a rusty door. The
lights come on, you are now a prisoner of One-eyed Jack, well done.
You see One-eyed Jack and Grace, the one you have come to rescue.
He tells you his story, Grace makes a run for it. One-eyed Jack (or
Patchie to his friends) goes in pursuit; leaving you to your fate.

Wait a minute, what about using the hook from the music man to pick
the lock. Yes, success, it opens, you’re free. Now head down stairs
to the statue of ’‘Neptune’. Everything’s fine until you go past the
stairs. Elisabeth comes in from the front doors, you take your
chances and make a dash for it. No good!

Brig

You come around chained up in the brig of One-eyed Jack’s ship.
Elisabeth tells you her life story. She goes off. You now become an
innocent eight year-old girl, Grace - strange world huh?? First
things first, get her to push the boards out of the way. Go through
to where you find a parrot. Take everything, feed the parrot by
using the bird seed. It tells you where to find the Captain’s
staff, in the Captain’s cabin. This is a good place to save the
game if you haven’t done so already. Poke your head out the door,
you hear some foot steps so you quickly go back inside. Once you
see the guard go past, you can quickly go out and turn right. You
see a ladder which you scramble up before the guard turns back.
There is another ladder right next to the hole you come from. Climb
this ladder to the deck.

Top Deck

Once you get to the top deck, you see you have come across what
looks like a party. (This is not the time to join in!!). Save here.
If you fail the next part you can load from here. Take Grace around
the Pirates, take the route around the barrels so you go to the far
side of the deck. Go all the way, you should see an opening on the
deck and something on the deck. Pick this up and you find out it is
a Tinder-box. Be careful not to go too far forward. Head for the
opening and climb down.

Captain’s Cabin

You end up in the Captain’s Cabin. Look in the small chest and take
the small cannon. Get the vase and the Captain’s staff from the
side of the bed. Put the small cannon down. She will put it down in
the correct place. Use the pepper pot on the small cannon, then
throw the vase to attract the attention of the guard from outside.
Use the Tinder box when the guard opens the door. He should sneeze
and die, a bell is left behind. Go and pick it up and head for the
galley which is directly opposite the Captain’s Cabin.

Galley
Get the chicken foot from the table, ring the bell and climb into
the dumb waiter, make sure you get the key from the dumb waiter.
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NOVEMBER 1994
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SOLUTIONS GUIDES AND HELP:

In the last pack we asked members to tell us what games they would
like to see solutions, guides or help for. We had a very good
response with Alone in the Dark II and Myst being the most
requested. As these are very large games they will be printed over
two issues. Please keep your requests coming in by mail or
telephone. Remember we will print solutions for any format.

CHRISTMAS Y

Please note that the main office will be closed from Monday 19th
December, until Monday 2nd January.

We would like to take this opportunity to wish all our members a
very merry Christmas and a happy and prosperous New Year.

CONTRIBUTIONS:

Our thanks to all the members who have sent us solutions and tips
recently. All contributions are added to our main helpline
databases which now have over 2000 solutions and guides. Please
keep them coming in.

ADVERTISING:

If you have something for the buy/sell/swap section and wish the
advertisment to appear in the following issue please leave a
message with the office not later than three weeks before
publication.

LICATIO] :

Due to printing problems we have moved the publication date
forward one week (See page A-1 for details). We have always sent
the packs to members before the publication date and will continue
to do so whenever possible.

AMENDMENT :

We would like to apologise to Hugh Walker for the error in the
last paragraph on page T-49 of his article A VIEW OF CIVILIZATION.
The paragraph should more correctly read:

With taxes at 100% you might as well sell off your Libraries and
Universities. You can rebuild later if needed. Then each city with
Barracks builds units to send down the railway to your chosen city
for adoption and return. Because it is from a city which is immune
to unhappy faces it can go out of the city it defends with
impunity.
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BUY - SELL - SWAP:

FOR SALE: - I would like to sell a new copy of Pagemaker 4, 3rd
edition for the PC. Please telephone for price.

I have a large number of new blank disks for sale at very
reasonable prices.

I also have a number of new copies of my book PC GAMES, HINTS,
CHEATS & ADVENTURE SOLUTIONS for sale at £8.50 each. (See pack 28
J-13/14 for details of contents). Wayne Roberts, CHEET SHEETS,
Tel: 0822 833765.

*kk

FOR SALE: - I would like to sell Ravenloft and Al-Qadim for the PC
(disk) £15 each and Railroad Tycoon for the Amiga £10. Please leave
a message on the club number for David.

k%

WANTED: - I am looking for a second-hand Amiga A1200 which must be
in good condition. Please leave a message for Robert on the club
number if you wish to sell.

L 24

FOR SALE: - Amiga 500+ and Phillips 8833 stereo colour monitor. The
Amiga is almost new and has been upgraded to 2 meg. and fitted with
a ROM sharer. It has a second external disk drive, two mice, some
games and manuals. Both have their original packaging. £200
including postage, packing and insurance. Please telephone the club
for details.

2 2 3

FOR SALE: - I have a number of adventures for the Atari ST for sale
at very reasonable prices. If interested telephone Sue Roseblade on
0480 380608 or write for list to 22 Pembroke Ave, Eynesbury, St
Neots Cambs PE19 2SW

L2 2

WANTED: - I would like to buy World of Xeen for the PC CD-ROM.
Please leave a message for David Gordon on the club number if you
have a copy for sale. Thank you.

*kk

FOR SALE: - I have a number of PC floppy and PC CD-ROM games for
sale. Telephone Debbie Lawford on 081 859 8531 any evening if
interested.
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MYST Broderbund

Thanks to Bravo for providing the following help.

The Island of Myst

You arrive on the island at the dock. You will find a note on the
grass in front of the round granite building. The note tells you
about a chamber near the dock and what to do there. You need to
know how many marker switches are on the island. The switch at the
end of the dock was a marker switch and they all look the same.
Explore the island and count the switches, turning them ON as you
go. You should be able to turn on all but one of the switches.

Return to the dock and look for a small door near where you first
entered Myst. Clicking on the door will open it. Follow the
corridor to a chamber. In the chamber is a large round device with
a button on it. Turn until you are facing back toward the stairs
and notice the small panel to the left of the stairway. Click on
it to move closer. There is a list of settings on the panel, and a
small button in the top left corner. Pressing the button causes
the panel to open, revealing two numbers in windows and two sets
of small up and down arrow buttons. Clicking on the arrow buttons
allows you to set the two digit number in the windows. Set the two
digit number to the number of marker switches on the island, then
press the button in the lower right hand corner to close the
panel. Go to the large round device and press the button on it.
The message will then play, giving you part of the story.

Exit the chamber the way you entered and make your way to the
Library, the square granite building next to the round granite
building in front of which you found the note. Inside the library
you will find a red book and red page, a blue book and blue page,
three paintings, a bookcase and a fireplace. Take the red page and
put it on the red book. Reading the book will give you part of the
story. Do the same with the blue book and blue page.

Examine the painting of the island. There is an outline of the
major structures and features of the island on the painting (if
you turned on the marker switches) and a flashing circle. Click
and hold on the flashing circle and a line will begin to rotate
around the circle. The line will turn red and pause at these
points: the large gears on top of the hill near the dock, the
sunken boat’s crow’s nest, the large tree, and the rocket ship.
Stop the red line on the large gears. You will hear the sound of
the tower rotating.

Go to the painting that shows stairs leading to a corridor and

click on it. The painting will swirl and the bookcase will open to
reveal a secret passage. Follow the secret passage to an elevator
and take the elevator to the tower. In the tower you will find two
ladders. One leads to a narrow window that shows you what you have
aimed at. The other, located behind the elevator, leads to a clue,
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bolted to the wall, that is needed to access the Myst book at the
location the tower is aimed at.

Return to the library, rotate the tower to the next spot where the
line goes red and pauses, return to the tower through the secret
passage and get the clue for this Myst book location. Repeat this
process until you have all four clues.

Once you have all the clues and are back in the library, click on
the painting that shows an open doorway. This closes the secret
passage and reopens the library exit. Before leaving, examine all
the books in the bookshelf. While most are burned, some are not.
The ones which can be read contain valuable clues and some actual
maps which you will need during the various Ages. One book contains
hundreds of drawings of squares in patterns. Leave this book alone
for the moment. The last item in the library, the fireplace, comes
into play later during the endgame.

The Channelwood Age

You begin facing a tree on a series of wooden walkways. Find your
way along these walkways until you have found an elevator, a
circular stairway you can’t enter, a pump-like device with a
handle, and the windmill building. In the windmill building, turn
on the faucet at the bottom of the large tank. The pipes along the
walkway have switches that direct the water flow to different
routes. Set these switches so that water flows to the pump by the
elevator. Enter the elevator and close the door by clicking on it.
Pull the handle and ride up to the lower tree level. Find your way
to the circular stairway and go down it. You can open the door from
the inside and it will stay open. Reset the pipe switches so that
water flows to the pump device at the bottom of the circular
stairway. Walk up the stairs to the elevator next to the stairs and
ride it to the upper tree level.

There is a red page, a blue page, and the right half of a note to
be found here, along with various clues to the behaviour of the
former occupants. When you are ready to leave, make your way to the
wooden walkways and reset the switch so that water flows to the
pump device at the end of the dead-end walkway. Pull the handle on
the pump and the bridge to the other section of walkway will
appear. Follow it to another elevator. Follow the wooden walkway
(not the one you came here on) until you find a crank. Turning
this will extend the pipe across the gap. Go back to the pipe
switches and direct the flow of water to the path that leads to the
temporary pipe across the gap, which leads to the last elevator.
Take this elevator up to a small room where the Myst book that
transports you back to the Library can be found. Put the page in
the same coloured book and read it to get more of the story. Return
via the Myst book in the Large Tree to get the other page. Don’t
forget to copy down the right half of the note so you can match it
up with the left half when you find it.
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BATTLE FORCE Zenobi Public Domain
Amiga (£1.49) including postage and packing

Unknown clandestine terrorists have captured moon station Alpha,
vital to the defence of earth and all attempts to reach it have
failed. Now all communications have been lost. It’s up to you as
the nearest agent, to restore communications and allow an assault
craft to land to retake the base.

A promising enough start to this Amos created adventure and after
an opening screen with music you’re presented with an outline of
your task and then the first location - Hmm let’s see, nicely laid
out, good description I’11 try NORTH - AARGH! instant death. "Game
over, Man" screams the sound fx, and skulls fill the screen.
Unfortunately the game crashes if you die so I have to reload.
I’11 read the document that comes on the disk to see if there are
any special commands I should know about - I see, all pretty
straightforward - Hang on - What’s this? NO SAVE FACILITY? Can I
really be bothered to play an adventure with no way of saving my
position? Well in the interest of science (and ASC members) I
persevered. Actually the lack of a save facility isn’t really a
problem because the game is so easy that you could finish it in
one sitting. Any sudden death areas are so obvious that you’d be a
fool to die except at the start (hint: don’t hang around).
Excellent location descriptions and a great sense of humour
however show that the author, Mark Reynolds, is capable of writing
a great game - this isn’t it but with encouragement AND a save
routine that would allow him to create a larger game with tougher
puzzles I’d certainly be interested in seeing his next offering.

ATMOSPH 15/20 — GRAPHICS 10/20 - VOCABULARY 15/20 - PUZZLES 12/20

PSR 13/20 - STAR RATING ? Reviewed by Simon Hurrell
THE BLACK CAULDRON Sierra

Atari ST, Amiga (£24.99), plus on special offer in selected shops.

If the full name sounds familiar, it’s because of the Walt Disney
link to the full length animated film of the same name. The tale
starts at the cottage of Dallben, the Wizard of Prydain. You are
Taran and you have to care for Hen Wen the pig. "A pig?" I hear
you cry! This is no ordinary pig, this is a psychic pig who can
see into the future. Now the evil Horned King wants this pig for
his terrible plans and it is your job to find and destroy the
Black Cauldron and take the pig to the Fair-Folk to thwart the
Horned King’s plans. There are seventy scenes to unfold and
explore and some hidden arcade sequences and, even if you have
seen the film, it does not stop you from being drawn into the
atmosphere of the game. There is a large cast of characters for
you to interface with and you do not have to follow the film plot
as you may develop your own path to the solution.

ATMOSPH 16/20 - GRAPHICS 10/20 - VOCABULARY 12/20 - PUZZLES 10/20
PSR 14/20 - STAR RATING * Reviewed by Mike Barton
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THE END IS NIGH Zenobi Software
Spectrum 48 tape (£2.99), +3 disk (£3.99), Amiga and PC (£2.99)

Once in a while a game comes along that has "CLASSIC" written all
over it. This is not one of them. This game has "DO NOT DISTURB"
written all over it! Another way of describing this game is to say
it employs (and I’'m sure the wages are minimal) schoolboy humour
and it left me hoping that if I ever have kids they come up with
something better than this. Ouch!

In an immature way I did actually enjoy the game but it could have
been so much better if the bad jokes and double entendres had been
left out and something else put in - humour for example. The
gameplay is actually pretty good and I did enjoy solving the
problems, although the vocabulary is very limited and there are
some bad bugs in part two.

It’s a three part adventure, with all the usual features, no
graphics and a plot that takes you behind the bike sheds and back
in time in a search for some spares to fix the Ultimate Teleport
System. Some solutions are easy, others so obscure as to leave you
frustrated. I hope the author IS young. If so then maturity is just
around the corner. If not, well .......

ATMOSPH 10/20 - GRAPHICS N/A - VOCABULARY 8/20 - PUZZLES 12/20

PSR 9/20 - STAR RATING ? Reviewed by Simon Husbands
THE BOYD FILE Zenobi Software

Spectrum tape and Plus D disk (£1.99), +3 disk (£3.49), Amiga
(£2.49), PC (£2.99)

"Mr Ford sat there wringing his hands. His sister was missing. I
needed this case like I needed toothache, but the rent wasn’t
paying itself." It’s a shame our hero Luther Bailey, Private Eye,
didn’t settle for the toothache and go to the dentist instead of
accepting the case as it would have saved me reviewing what can
only be described politely as a very dull game.

You play the part of the aforementioned Mr. Bailey in search of his
client’s relative in a kind of downtown Chicago type setting.
However any attempt at atmosphere is destroyed by some truly awful
graphics which, despite all my efforts, I couldn’t turn off. Add to
that an unresponsive parser which constantly told me "That wasn’t
possible, Mac" and I’m afraid you’ve got a candidate for the oven
at Christmas time. I know this sounds harsh as the game will only
cast you a couple of quid, but I’ve played quite a few Zenobi
adventures recently and have got a rough idea of the general
standard expected. THE BOYD FILE, I’m afraid, doesn’t meet them.

ATMOSPH 7/20 — GRAPHICS 8/20 — VOCABULARY 8/20 - PUZZLES 12/20
PSR 8/20 - STAR RATING 0 Reviewed by Simon Hurrell
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