new concept in adventures
Ahits your screen. This stun-
ning game has a unique
method of command input
(unique to adventure games at
least) - it makes extensive use of
icons, a feature usually only
found in business software.

An icon, for the uninitiated, is
a picture symbol depicting an
object to be manipulated. The
action or object required, can be
accessed by moving a cursor
onto the symbol representing it.

This symbol is then highlight-
ed in some way, so as to let you
know it's been selected, and on
pressing the fire button, the feat-
ure will be activated. As confus-
ing and awkward as this may
seem, it has the great advantage
of completely avoiding text
input. Using just the joystick a
player can work through amaz-
ingly complex adventure situa-
tions.

The icons also have the effect
of giving the program an incred-
ibly slick and original feel.

The scenario is set far into the
future. The Kryxix ambassador
has been kidnapped by the evil
General Zoff, dictator of the cos-

lcons showing status
ofthe six characters

Strength
Agility

Stamina

Weight carried

mos, and is being held on an
alien spaceship. You control a
team of six tough heroes, whose
mission is to infiltrate the ship
and rescue the ambassador
from execution, thus preventing
the outbreak of war.

The mission starts on board

by alternating between five diff-
erent menu screens, all icon
based. (For details, see panel).
Each member of the team has
their own strength, agility and
stamina, all of which determine
the weight of objects that can be
carried. They also have individ-

ual skills, such as Sevrina, who
is an expert at picking locks. If a
character carriesmore than their
physique allows, then they will
become tired easily, eventually
dying if appropriate action isn’t
taken.

The graphics in this game are

SHADOWFIRE

Bayond, £9.95 cass, keys, joystick or lightpen

@ The first icon-driven adventure, great graphics

® Six separate characters, 160 locations

the Enigma Ship, as depicted in
graphical splendour on loading.
The first task is to get the team
beamed into the Zoff 5 space-
ship where the ambassador is
being held. Once inside the
enemy ship, the ambassador
must be located from amongst
the 160 or so locations, rescued
and taken to safety. All this must
be achieved in the time limit of
100 minutes which count down
inreal time.

The game is actually played

Radar scan reveals current
® loeation (spacecraft)

" feel an ac:ual

 instructions. As with all goad
* adventures, an atmosphere

is generated. Beforelong you
bond between

cha‘mcters. Recommended
‘heartily to experienced game
players whowanttotry =

3 sqmethmg, new.

Character currently controlled
{Sevrina)

Monitors to select
different screens
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brilliant. The icons are clear and  Wwhilst selecting your input
well defined as are the superb device, and another during the
pictures of the team, displayed actual game itself. Both pieces
on the character scan. are excellent, and being able to

Sound is in the form of two change the tone on the latter
musical sound tracks - one tuneisagreattouch,

Other sounds include a tone to
let you know when you‘ve selec-
ted anicon, and a pulsating, per-
sistent beeping in the back-
ground (Makes a good backing
for the music, though).

Instructions are lengthy but
comprehensive, and there's an
excellent demo mode to help
you along if things still seem a
little confused.

GP

RS

1 The five selection screens Just when you think there is

no new approachto
1.The main screen is the 3.Theyellow monitorisselected SavaiiH[es soneone Aops

CHARACTER MENU, in which for OBJECT CONTROL. Any ng;h;;gng’f:gzggfggnt \

j§ you select the character you ghjects and personsin the same cors sr}'nilarir}%s o AT

*) wish to communicate with. The  [ocation will be displayed to the buitthe ditfaresids aia bt

six characters are shown onthe  far (eft of the screen. If there are Kt becauce the s & Alient

bottomn half of the screen - any  more than will fita display, then Sttt L

one can be selected with the g3 ‘urn page’ icon is displayed, re&:’tir;‘leandadmnrurehas
Bl allowing viewing of the remain- : ;

In the top left corner of the jng objé;c!s. em.g been achieved in a very

- ; layable form and the
screen there is the character  QObjects can be taken, dropped cofnp};exityof!hapragr:m
mode indicator. This shows and used by selecting the gives you plenty to think
smaller icons of the six mem- correct.icon. Not all objects can

bers of the team, and their be taken, and some can only be about and do. Hopefully

{ status, represented t?V a certain  ysed by specific characters. The Cz,ﬂ;gflfgfggggsu;?g;gm Anewtyp? of ’dva’?-m'.’,‘fmh‘?
N colour. For instance, if Sevrinais gply person, for example, who is P supeﬂatrvg‘g‘raphlcsaadq.. ]
‘ &‘ picking a lock, her character capable of operating the trans- grealgal}qe?nj'as'?sual%ot fantastic soundtrack. 4
\ mode icon will turn green, ifs.he porter is Manto. Each object has 95 COmPpIcarRg B8 KEaUnas, A”'?Qlf‘gha.lqtaf.imgrg{_
were moving it would be white, 3 weight grouping - heavy, med- problems were encountered,
and if she were weakening it jum and light, and each weapon : the excellent instruction
would be grey. 5 has a different attribute. " W - Manual dealt with them all
In the top centre of the screen N _and/soon gotheavily
is the radar display. On selecting 4. The red monitormoves you to - involvedin rll.;ega_ma.‘?v'hg‘
a member of the team, this will PERSONNEL OR COMBAT . only thing thﬁl‘dl_?gye‘d\mq_
reveal a radar icon of the CONTROL,and isused primarily = from thega;n_ewa_; the
relevant character and a picture  for combat. It also gives further J thought of having carban,
of his current location. If there is  jnformation on other characters - granules for an evening
more than one character present present. Anyone currently occu- : : meal.

at a location, then the icon will pying the same location, will be
flash through images of those displayed on the screen. Any
present. member of your team can

To the top right is the current  attack, defend or retreat and [ o
character indicator, showing (in  spmbat strength and the pres- l93 A)
superb. high-resolution) the gnce of a weapon are taken into
character presently being com- consideration in determining

manded, the result. 92 % 88% f,,’;”:,‘,’g,’,’,;’}ﬂ.’;;’,ﬁ’,”o;‘i,‘:’;ﬁ,';%
2. The PHYSIOLOGICAL SCAN s, Finally, the green monitor is fregeyou .
AND lf\ll"FOiMA'l'lON SCRfE!?N for LOCATION CONTROL, and BE=1=l¥]\[=] LASTABILITY
shows the physical status of the  a|lows movement to other loca- :
character being used (strength, tions, The eight directions of the 82(y 937 ,;f,?;,?,i";::’;;'ni‘,:’,,’-::,";
agility, and stamina) and allows compass are displayed with 0 Q encounter.
access to further control - the arrows, and possible exits are ENZ-ABE[ A ==, =] ] =h'd
other three screens. These aré djisplayed as full arrows. In some
obtained by selecting one of cases locks will need picking to 91 cy
three coloured monitors. gain access to further locations. o

A brief text description of the

location is also displayed.

Instructions are very slick in
every aspect.

0 The very first icon-driven
94 /0 adventure.

Stunning definition anduse of
colour all round.

Sgpcrb musical scores, with
adjustable tone.

Stunningly impressive
program - experienced game-
players will rave over it.
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