ENIGMATEAM is expendable.
They allowed General Zoff,
dictator of the Cosmos, to
escape while he was being
transported to the Emperor for
final santence. Their craft was
brought down by the General's
Psi power and now they must
find him in the corridors of the
city complex under team
member Syylk's home world.
Destructor tugs are on the

the brink of disaster. John Gilbert discusses
Enigmateam tactics with Denton Designs

way. If you fail to capture Zoff
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the planet will be destroyed
along with the Enigmateam and
its inhabitants — the Reptiloids
and Insectoids. Those races are
at war and alliances must be
formed before the General can
be capturec, Zotf will exploit the
hatred of § ,.zards for the
insects, anuane Enigmateam
must find a way of getting the
insects onto their side,

“Zoff is basically a coward
and needs an army to do his
fighting for him,” comments
John Heap, the Denton Design
programmer who was largely
reponsible for the Spectrum
version of Enigma Force. “You
won't find him 1aking partin a
fight, he just runs away.”

Zoff 15 quiek ta make his
alliance with the reptiles, but for
Zark and his cohorts getting to
know the Insectoids is not an
easy task, For one thing the
group does not know whether

1|hi‘i||-lu PGSR FEEEITHTRRPRESERF IR SR REL AU RAN R LIRS
i b

ahspibbiasg 0| | yeSressessssesssssssesee

|

............

tha insects will listen to their
pleas for help, or just regard
them as enemy agents who

they must crush with thair

magenta mandibles,

John thinks the solution to
the problem is very loglcal. "As
Syylk is a member of the insect
raca, he is the one who must
look for the insect queen, She's
tha leader of har race and their
meeting is the first major
turning point in the game.
Without an agreement between
her and Syylk the team will be
shat st by both reptiloids and
insectoids.”

To make the pact you should
take all the team members into
the room to the right of the
crash site: This is a safe room
off the path of insect and reptile
patrols. You should then take
Syylk back into the erash room,
through the doors on the left
and through the doors at the
top of that screen. Atone of
those locations you will find a

| key, Pickitup and find a locked
dooronly afew rooms away.

~ Touse the key activate it and
bump against the door you -
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Insectoids fight reptiloid allies of Zoff

slide-open and you can enter.

Once thfough the door yau
are into Insectoid territory and if
you hang around the queen will
find you. “That's not advisable
though,' says John. “Reptiloids
are always on the prow! and if
you're not quick they'll get
vou.n

Once you've mat the quesn —
and believe ma it's 8 quick
meeting with only a brief naws
flash on the screen to show that
it's happened — you can start
playing the game properly.
“When you've found the queen
the insects will stop attacking
and you'll have free run of their
armoury,”

The armoury includes laser
weapons and bombs. Syylk
should take all the weapons
available in thet room &nd bring
them back to the group,
According to John Heap there Is
-an inaxhaustible supply of laser
pads and bombs so you can
make several tripsto the

Wi
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Sevrina Maris, Mistress of Mayhem, finds a round of

ammunition, One bullet may be for Zoff

103 4 low. Syylk has one of the
highest staminas of the group
so0 heis able to carry heavy
loads as long as he's not
involved in combat.

It ha does becomed involved
with the riaptiles on-his way
backto the group, use the mind
probe which will transfer his
control to your joystick. You can
then move him out of the
danger location with only a few
hits from the reptile.

John Heap pours scorn on
players who use mind probe all
the time, "Once you know the
map It's much easierto use tha
lcons and make characters do
several things one after the
other, With mind probe you
can't have all four characters
maoving around, performing
differant tasks.”

Mind probe is a help in the
early phase of the.game when
you're getting used to the
layout of the city. Mapping is
important so vou can leave the
rest of the group in the safe
room by the crash sight and
take the robot Maul to explore
thi 64 rooms.

The city hides many objects
behind its doors, the most
important af which is the
toalkit. It Is ideally suited for
picking locks and one character
in particular can use it. “Sevrina
may have been the last of the
Enigmateam characters to be
created but she’s the most
important when you're
axploring the maze. Once she
has the toalkit she can open all
but one of the doorsin the
camplex, That's why it's not
such a good idea to get her
killed too early in the game.”

Maul can also pick up ammo
while he's on patrol but'it’s not
advisable for him to keep it.
“Maul’s got his own lasers and
ha can stand any amount of
reptile fire because of his
armour. You're wasting ammo
if you get Maul to pick it up.”

General Zoff is initially
located in a random room
within the maze and can be
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used asa hostage against the
reptiles if you capture him.
When you find him a message
will flash up talling you he's in
the raom, You'll then have to
chase him— a good time to be
in mind probe mode. .
There are two ways 10 .
capture Zoff. The first requires
an in-depth knowledge of the:
city map and Is best
accomplished with Syylk or
Zark. Don't use Maul as he's too
slow and will lose the General.
Once you have found Zoff,
locate a room In the maze with
anly onedoor, You can then
push Zoff towards that room
following him, using your
knowledge of the map. He will
go for the nearest unblocked
exit so you can force him to
mave in the right direction by
standing in front of the other
exils as he tries to run for them.
The other method of capture
cannot be accomplished using
mind probe and will only work if
you have all four membears of
Enigma Force acling as a team.
Syylk should locate Zoff, then
the other members of the team
should block off the exits. He
will then surrender.
Onece you've captured the
General you should
keep him

The crash site. Enigmacraft lies stranded

alive at all costs and go in
search of the escape ship. By
now time will be running out
and if you want to see just how
lopg you've got have a look at
tha status report which shows
casualties for lizards and
insects, If the total foreither is
mare than 600 you're in trouble.
Denton wanted a way of
timing the game to
end without

using.an obvious clock. “"'We
wanted something which would
announce the end of the game
with the destruction of tha
planet,” Heap explains. "Soms
people think the casualty
figures for the insects and
reptiles are random numbers,
they're not. You may

not see
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re-animated after death
doaor but Sevrina with haer
wondar toolkit will nat be' much
usa thistime. Zaff has the key
and he is your prisoner but he
won't give it up easily. He
would rather die.

Once you've got past the
locked door the ship is yours
but, as John Heap explains, it's
probably the only thing in the
game Wwith a conscience. The
ship has a driva which won't
take off until every surviving
member of the Enigmateam is
on board. That means it's not a
good Idea'to taka group
mambersoff in differant
directions, .. butt's’not quite
as simple as that.!

The whole game isn't'as
simple as that. As Hoap says,
evarything may appear random
but it has been plotted down to
the finest datail. “There are
pages of rules defining how
fights occur, who carries what
abject and where characters are
located. We could tell you
what's going to happenina
particular situation but it's so
complex that we've never tried.
We lel the computer take care of
T
It's nice to know that
programmers like John Heap

the races hits that figure the
destructor tugs arrive and the
planet’s blown to bits,”

The next task is to find the
ship— Zolf is never far from its
location. It's behind a locked

the battles between the two
races but they're happening
within the computerand the
rasults are put on the status
screen. “ The computer picks a
random number between 600
and 800 and when the
casualties for one of

A battle'In the Insactold recharging centre whers insects aro

INSECTOIDS

THE RACE which spawned team
member,Syylk and which
represent the ‘good’ interests
on hishome planet. They area
tight bunch and their soclety is
structured around a queen who
looks after the reganeration’of
forces and commands the
Insect guiards and soldiers.

have control over their programs.

REFPTILOIDS

CHAOTIC forces who only take

orders from their commanders.
Theirsociety is structured

around individualism although

they will stick together in a

fight.

SIS DENTON DESIGNS was formed

in 1985 by a group of
disenchanted Imagine
programmers. The company
included programmoers John
Heap, John Gibson, and Dave
Colclough with graphic
designers Steve Cain, Ally
Noble and Karen Davis.

John Heap, head of the
Spectrum Enigma Force
programming team, had just
joined Imagine when the
company folded. He recalls *|
was promised my own car and
gota Sage — computaer—to
work with”,

Danton bought Imagine’s
Sages, wrole thalr own
graphlics and programming

\ utilties, and started work on

mission gn
colleagues

About the programmers

projects such as Frankia Goos
to Hollywood, for Ocean and
Shadowfire, for Beyond.

Since the launch of Enigma
Force at Christmas, Denton has
split up. Steve Cain, John
Gibson, lan Weatherburn and
Karen Davies have cpened an
agency for programmers while
the second generation of
Denton programmers,
including John Heap and Dave
Colclough, have reformed the
company. Heap confirms “The
split was amicable and we will
continue to do contract work, "

Denton’s books are full, They
are currently working on two
projects for Bayond and two for
Ocean. Those will be avallable
before the end of the year,
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