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PRIZE COMPETITIONS

42 ZZAPI comPrnT IO N NUMBER TWO
It's up to you. Decide whether  you want to win a
C64 and 1541 Disk Drive and then enter the comp-
etition. Just because we're tops doesn't mean
we're mean
45 HELP A MINION FIGHT BACK
In honour of the impending launch of
GLADIATOR, Domark are offering a special pres-
entation sword Thirty T-Shirts on offer for
runners-up, an' all!
48 ALL IN A TILT
Thirty copies of this month's Gold Medal Game
are up for grabs in this absorbing little brain teaser
of a comp. Win SPINDIZZY for the cost of a post-
age stamp.
88 GET INTO SOLO FOODFIGHTING
No, you don't have to challenge Mr Liddon in
person to win. All you have to do is put yourself in
his place setting. Copies of English Software's
KNIGHT GAMES for the winners.

ZZAP SECTIONS

7 EDITORIAL.
8 ZZAP I RRAP
Lloyd Mangram tries to whip the ZZAP! crew and
the contents of the postbag into some semblance
of order. He succeeds with the mail
33 ZZAP I STRATEGY
A short person's view from the dugout S e a n
Masterson reviews DOOMDARK'S REVENGE,
ADEPT (ARCHON ll, THE FORCE and KNIGHTS OF
THE DESERT.
55 ZZAP I TIPS
Maps galore this month,  as Gary Penn comes up
wi th more tips and hints on the world of suc-
cessful gameplaying and includes EIDOLON and
DOOMDARK'S REVENGE cartography.
67 SHADOWSPIEL
Now you know The Shadow knows you know he
knows, what do you know? It's the seeker of truth
and beauty in action once more t h i s  month he
didn't find much beauty
70 NEWS FLASH
Can The Shadow miss anything of importance? If
so, how and why? And what is it? All will berevealed.
73 CHRONICLES OF THE m a n  WIZARD
The magical plain brown envelope materialises in
the office once more and opens to reveal the Wiz's
words which we reproduce faithfully herein.
99 ZZAPI CHALLENGE
Back to normal this month. Julian Rignall plays
IRIDIUM against someone of a lesser ego, and
Well, flip to page 99 to find out!
102 THE SCORELORD SPEAKETH

119 THE TERMINAL MAN

HOT GAMES FOR JUNE

JUNE SPECIALS

ISSUE 14 JUNE 1986

16 CAULDRON II
The pumpkin strikes back in a Sizzling follow-up
from Palace software.
18 STARCIUAKE
Bubble Bus' Sizzley arcade adventure puts a BLOB
on your screen,
20 INTERNATIONAL KARATE
System 3's beat em up contains some oriental
magic.
30 SPELLBOUND
Magic Knight is in a bit of a pickle in Master-
tronic's latest MAD offering.
108 GOLD MEDAL GAME: SPINDIZZY
Don't get in a till  with Electric Dream's excellent
spinning top game. Play it to believe it!
116 FAIRUGHT
Bo Jangeborg's Worldmaker system finally
makes a world inside the Commodore 64 and the
Edge have released it.

79 PREVIEWS
This month we take a peak at Golf Construction
Set from Ariolasoft
• B e y o n d  
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from US Gold, and Mermaid from Electric Dreams.

46 US WATCHING YOU
A peek at the first results to be collated from the
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interesting factoids.
50 THE PHONE BILL CONTINUES TO RISE
Sean Masterson concludes his overview of the
doings of Adventure Game Masters, INFOCOM,
who are now part of the Activision empire.
52 OVER THE GARDEN FENCE
Arch gossip Gary Uddon can't resist passing on
tasty snippets of information. This month he talks
to Steve Evans about furry dice and differentials,
and a bit about his programming career. At least
he's not accosting you outside the supermarket!
83 ZZAPITECH — MR LIDDON'S EMPIRE
GROWS
Gary Liddon plays around with Evesham's Freeze
Frame and Quickdisc Plus,
92 COMPUNET & ART GALLERY
Messrs Penn and Liddon discuss the weather,
STARGATE and, oh yes, CNET.
104 ZZAPIBACK
The team re-view some reviews from issue four.

Be Alert. The next issue of ZZAP! goes on sale on
June 12th, and you wouldn't want to miss out
now, would you. Besides, Britain Needs Lerts if the
country is to stay ahead. Keep the country ahead,
keep nAP l ahead in the country and we'll let you
keep your head. Okay?
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SECOND EDITION!
The second edition of this popular and F

highly acclaimed flight simulator.
"Solo Flight is a great game"

Power Play Oct/Nov 1984

''A real must for the arcade and flying
enthusiasts"

Commodore User Feb 1985

With the novel touches and the
excellent type of view of the plane, this flight
simulation is really worth the money"

Zzap M Sept 1985

A l l i g h i l l i k a l t &
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THIS TIME YOU'RE IN COMMAND!
Second of the 'Command Series' simulation,

Decision in the Desert puts you in command
of some of the great battles of World War
Decision in the Desert features continuous
"accelerated realtime
.
: l i v e l y  
g r a p h i c
s ,

highly intelligent units, strategic over-
view maps and advance artificial
intelligence commanding the
computers forces.

"A very good strategy simulation"
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"The best strategy wargame

Popular Computing Weekly
"Really excellent value for money, coupled

with clever use of graphics, sound and screen

I have played
.
'

THE WORLD'S FOREMOST SIMULATION SOFTWARE PRODUCER

Commodore User Oct 1985

P u p a t e  r u t !TIIESESMULAT Of

*Maior Bill SteaIey,
USAF. Reserve,
President of
MicroProse.
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INSARE FOR REAL!

THE FIRST AUTHENTIC SUBMARINE
SIMULATION!

Exciting action, great strategy, detailed
graphics and an ultra-realistic simulation of a
World War II U.S. submarine in the South Pacific.

"Excellent in every respect" Z z a p  64
"Excellent graphics and meticulous attention

to detail make SILENT SERVICE a fascinating
diversion you'll return to time and time again!'
Computer
Gazette
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"Sid Meier and his
team of simulation
experts at MicroProse
have outdone them-
selves with SILENT
SERVICE, a re-creation
of submarine
operations in the Pacific during World War
As a U.S. fleet submarine skippet you can almost
smell diesel oil and feel the deck rolling beneath
your feet while searching the western Pacific for
Japanese shipping: A n t i c

John Menzies

digrafili CR ,,USADE
' I  Tighten down your safety harness...kick

tyres and light the fires! You are in for the thrill of
a lifetime in ACROIET your own personal jet!
ACROIET simulates the BD5 -I, a one-man, 200
mile an hour plus, let aircraft that is fully
acrobatic and everything a real pilot could want
or handle

ACROJET features 3-dimensional graphics,
sophisticated instrumentation, including the
outstanding quick response aerobatic man-
oeuvrability that can only come from a personal
let! ACROJET builds upon the fine tradition of
MicroProse's best selling Primary Flight 'Raining
Simulator, SOLO FLIGHT, and uses the unique In
the slot" 3-dimensional flying perspective to

allow those pilots who have soloed in SOLO
FLIGHT to
experience the
thrill of let
acrobatic flying!

DECISION IN THE DESERT
SILENT SERVICE
ACROJET
,-- P.; s,'A:)1- 1:1TROPE

Selected U_S. Gold product is stocked by
leading computer stores and selected

branches of
WHSMITH

• •
•

FROM 0-DAY TO THE BATTIE OF THE
BULGE!

'This game is a good buy, well presented,
thoroughly researched and enioyable to play'

Computer &
I4deo Games

an '86

"This game is
going to set a new
standard with an outstanding
combination of realism and playability

"Once again, MicroProse have produced a
great product with lasting appeal"

Your Computer Dec 1985
fILd,  Atari disk

•
•

Recommended Retail Price
Cassette E9,95 D i s k  E14.95
Cassette El 4 95
Cassette E9 95

Disk E19,95
Disk E14,95

Cassette E9 95 D i s k  E1495
Cassette E1
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Finance your expedition.
Attend press conferences.
Map the wreck.
Raise the Titanic!

S O F  T W A R E

Explore the'world's most famous wreck

almost two mtles beneath the waves, Search • •
for the massive wealth of treasure thatilesinside her andtlevise a plan to raise th qr4re
ship.

A fast-action icon-driven graphic
adventure in which you explore the five levels
ot the wreck, with more than 240 rooms, and
over 170 objects, the majority of which will be
found on the actual ship.

1 Available on the Commodore 64, Amstrad and 48k Spectrum from:Electric Dreams Software, 31 Carlton Crescent, Southampton. Tel: 0703 229694



ZZAP T H E  CORRUPT ONE
In a recent edition of the trade
paper Computer Trade Weekly
(Week of April 21st)
Commodore Computing
International's publisher
Antony Jacobson launched a
blistering attack on ZZAPI 64
and CRASH. In the introduction
to his piece he says, 'The issue I
have to hand of Zzap 64 has 37
pages of reviews and 14 pages
of competitions ( n o t  so much
yawn as 'yuk').

Further on he adds,
magazines of the style of Crash
and Zzap etc have brought the
general regard for the home
computer to the elevated level of
the hula hoop '  and then tells
us that what he refers to as
'comic mays' are 'little more
than compendia of infantile
level games reviews, frequently
ridiculing any other aspects of
computing. Mr Jacobson
considers that ZZAP gets the
readers it deserves, embracing
the dictum that you never go
broke underestimating the
intelligence of an audience.
'There is always an audience for
simple-minded pap,' he says,
referring to ZZAPI readers, 'but
such magazines do not live in a
vacuum; they harm everybody's
interests in anything but the
short term.'

The vitriol throwing isn't over
yet ' T h e  nasty trivialisation

' tha t  the Crash-style stable
offers, like a fluff covered
lollipop, is, I regret to think, no
doubt good for the bank
balances of its publishers, but
for the UK computer industry it
is corrupting and dangerous.'
And ' P o o r  Commodore User,
losing circulation in its gadarene
rush to follow Zzap, is an
example of what can happen to
anyone when the rot sets in,'
Rebutting the possible
argument that his remarks are
sour grapes, envy that ZZAPI
has done so well recently, Mr
Jacobson says,'. a  certain
kind of magazine should only be
handled with rubber gloves and
antiseptic fire tongs. No-one
forces them to publish
contagious rubbish but
magazines that do so are not

simply to be described as
boring, but debasing the values
of their readership a n d
polluting the social and
commercial environment in
which we live and work.'

It seems a pity that Antony
Jacobson should have so much
to say about the kind of people
who read ZZAPI (and by
implication, Commodore User)
only in the trade press where it is
extremely unlikely to be seen by
the general public. Why hasn'the aired such views in his own
consumer magazine,
Commodore Computing
International? Could it be
something to do with not taking
a lion by the tail in case it turns
round and bites? But perhaps
the real meat of Mr Jacobson's
submission comes near the end
where he mentions that CCI's
circulation has risen every
month since last August, but in
spite of this unproven fact, CC/
has failed to return an Audit
Bureau of Circulations figure
since 19821 It colours his
statements and somehow
leaves a lingering taste of
soured grapes

That CC/sees itself as a
serious users' magazine and not
primarily one concerned with
the 'toy shop', I don't doubt; that
it should fight for its place in the
market on those grounds is also
quite acceptable. What is hardly
sensible is ranting about
magazines and their readers
who have opted fora vital part of
the market that the long
established CC/has largely
avoided. It does, of course, carry
games reviews (they tend to be
good for the publishers' bank
balances because of the
advertising), so there's more
than an element of hypocrisy in
Mr Jacobson's comments, and I
suspect it is this, together with a
desire to tell the trade that CC/ is
doing well in its sector, and a
desire not to alienate any
potential readers by describing
them and their taste as
'trivialised' and 'nasty', that has
led Mr Jacobson to promote his
thoughts in the comparative
secrecy of the trade press rather

THE MONTHLY SOFTWARE
STAR
FOR
YOUR

US GOLD
CALENDAR

US GOLD
ZZAP64

than in the open.
I see very little need to defend

ZZAPI against Antony
Jacobson's arguments, in the
main they are self-defeating, a
voice in the wilderness trying to
tell you that what you are doing
is bad for you, but more
importantly, bad for him. If Mr
Jacobson is so convinced that
there is a vital market for the
more serious user magazine,
then he presumably would be
well content as things are — but
that obviously isn't the case, as
he so eloquently shows

APOLOGY

In the past, the White Wizard has
published the name, address
and telephone number of Ivan
Latter, in connection with
adventure problem help. We
received a letter from Mrs Latter
informing us that this should not
have happened, as her son does

not have access to the games
listed and did not write in
himself. This has caused the
Letters some embarrassment.
The listing has not appeared in
recent copies of ZZAPI, but if
you are looking at any older
issues, please ignore it!

THE SOFTWARE RUNS
As predicted, the software state
has taken a dramatic upturn this
month, so no grumbles about
games to review, just the space
to fit in all the good ones! It all
bodes well for the forthcoming
Commodore Show in London at
the Novotel. Many, if not all, the
ZZAPI team will be present (as
long as we can keep Gary Liddonon the stand — he tends to
wander off for a cup of tea if he's
let off the leash for a few
minutes), and we're looking
forward to seeing as many
readers as can make it.

GAMES REVIEWED IN THIS ISSUE
Archon II 35
Ballyhoo 76
Bomb jack 28
Bored of the Rings 74Bounces 114
Cauldron II(S) 16
The Comet Game 111
Doomdark's Revenge 33
Empire 112
Fanlight IS) 116
The Force 37

International karate (S) 20
Kentilla 73
Knights of the Desert 40
The Pilgrim 76
Ping Pong 23
Spellbound (S) 30
Spindizzy (GM)
Starcluake (S) 19Titanic 26
V 24

ADVERTISER'S INDEX
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Alligata 54
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Beyond 60, 75, 96
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As we get near the middle of the year the major concerns in my
mail bag this month seem to be the state of software releasing
generally (not enough of it) and whether when we get it the
team review it properly. As usual, opfmning views tend to go
hand in hand, merely proving once again that you can't please
everyone or agree with everyone. Some of the feelingS are
summed up in one mega-letter of criticism, as you'll see.

Spring-like weather has finally struck Ludlow, which means
darkness hits ZZAP! TOWerS as the curtains are drawn against
the sunshine striking the computer monitor screens Some-
times, working in this place these days is like living inside a
cinema — you ernerge at six with surprise to see it's still
daylightt isn't life wondedul etc. Onto your letters with haste ..

I picked out the following for letter of the month, not so
much for its first paragraph, more for the feeling attack on my
letter replies, an angle the 'mega-letter' I mentioned before
takes as well. Ni me ah my . ..

•••
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The reason for my writing is to E n v ,emphasize, as several of your

t
o

readers already have, that
your magazine is on the slide.
Admittedly the quality of
reviews remains unrivalled
but why must you analyse
games that were reviewed
months ago — Okay so you
may be short of software to
review but I suggest that
instead of going over old
ground you fill the empty
spaces with more interviews,
articles on piracy/software
that has never been released,
the future of the 64 (after all
will you all be playing on your
64s in 3 years time or will you
have an Atari ST or an Amiga
in the corner of the bedroom?).
Coupled with this is your
monthly cartoon saga— this is
supposed to be a computer
games magazine NOT a
comic; if I wanted one I'd order
The Sun!

Finally, and most serious, is
the fact that you are becoming
hostile towards readers who
criticise your magazine in any
way y o u  yourselves have
said that everyone has their
own opinions and surely your
readers are entitled to theirs
without you slagging them off
— twill quote just one
example.

8 ZZA P !  64 June 1986

Alistair 0' Hinton wrote
asking why no ratings were
given for Deus Ex Machina to
which your reply was ' W h a t
is this constant obsession with
ratings. Don't you READ what
the reviewers have to say
.What a reply — do you think
Alistair is a moron or
something? In his letter he said
that he enjoys reading your
magazine, obviously regards
your ratings highly because
these can log his memory
when buying a game'. I fail to
comprehend your mentality
when buying a game. I fail to
comprehend your mentality in
suggesting that he is incapable
of assessing the value of a
game without ratings.

I feel that ZZAP! is becoming
too subjective in its replies to
readers and such naive narrow
mindedness can only lead to
loss of readership. And don't
ever forget that Alistair and the
rest of your readers pay YOUR
wages. Think about it.
Kevin Robson, West Wratting,
Cambridgeshire

Okay, Kevin, I own up — I'm a
crotchety, emotionally
unstable,. contradictory,

: GIMME MORE!

•

•

••

Dear ZZAPI Reviewers,
I have been a dedicated
subscriber to your magazine
since its birth and like Steven
Wardlaw in issue 12, can keep
quiet no longer. I am very
concerned over the decline in
the numbers of reviews
published each month. I can
understand that some months
offer fewer releases but surely
the opportunity could be taken
to review some earlier
releases prior to your
Inauguration. Many can be
found at reduced prices or in
Compilation Tapes so I'm surethese 'Golden Oldie' Reviews
would be welcomed.

ZZAPBACK! However in my
opinion was wasted space,
Hurry up please and publish an
index for the 1st 12 Issues and
anyone wanting these earlier
reviews can pinpoint which
back issue to order (every
issue being worth every
penny).

0  p
11111111sion..—
unhelpful, curmudgeon — and
perhaps you're right Well!
certainly agree that you
luvverly people pay my wages
and keep my cottage in wood
fuel etc. If my reply to Alistair's
letter seemed unduly harsh. I
apologise, but I happen to feel
quite strongly that the reviews
and not the ratings are the key
thing, so (get a bit worked up
when it 'sounds' as though
someone is annoyed because
ratings are left out in a case
where we don't think they
apply. The pernicious danger
of ratings is that when they
ARE applied in a difficult
context they can damage a
product when they shouldn't
do so. With Deus Ex Machina,
I'm sure most people who own
or have seen it would agree
that it is hard If not irrelevant re,
rate it like most games. Sorry
Alistair, I'll go and dip my
smarting wrist in cold water
Kevin. Anyway, please accept
this bribe of (10 worth of
software and only think nicely
of me thereafter .  . I
LM

I i

I'm now approaching the
end of my first 12 months
subscription deposit and I'm
hoping (alright begging!) for
another US GOLD, Beyond or
similar offer to attract
subscriptions. I took
advantage of one of your
earliest offers lie, 12 months of
ZZAPI +Bruce Lee) for E14.50
and all delivered to my door.

▪ Incredible but true! So please
•  (more begging) team up with a
•  software house for another
•  bargain offer. And before you

reply, yes I know, ZZAPI is an
astounding offer without any
dressing up. But you can't
blame me for asking.

I have been using the 'Hand
On Tape Deck' trick for the past
year (if all else fails) and there
is a definite improvement. I

•  only use very slight pressure
• so maybe I'm not forcing the
• tape into alignment. I think it
• may reduce the very slight
• vibration of the C2N,
• especially when it's on a hard
• surface. Maybe my body is
• affecting the small magnetic
•  field around the tape decks?
•  Anyway whatever the reason,
I  it helps.
I  Brief Comments:-Compunet/Art Gallery

I don't possess a modem but I
• am interested in knowing and
• seeing what I'm missing. Is it
• possible to hear what I'm
▪ missing??? Brigitte's
•  comments I would rate as 1st
▪ class garble (Bang goes my
▪ letter of the month).
•  Shadow Spiel News
•  Short, good for gossip, to the
•  p
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• Previews
• Have you a 'Dusty Bin' in the
1 office? Give me your 1st classCOMPLETE Reviews any day

of the month.
111 I ' m  not asking for any
•  software or T-shirts just a pat
•  on the back for actually writing
• to you. Your magazine gives
• us so much food for thought, it
• stimulates the brain, it arouses
• the mind — I'm becoming
• boring aren't I. so s to p .
• Ian Banks, Canterbury, Kent

11 ▪ Obviously there's nothing we
• can do about the quantity of
• software released per month,
• and that has to determine howmany reviews there are.

However, your idea of more• oldies being reviewed isn't so
• bad p u t  it to the others.
•  However, as you've seen, the
•  first letter writer doesn't agree
•  with you! Don't forget we have
•  done the odd 'Past Blaster'
• now and then. As for
• ZZAPBACK it  would appear,
• judging from some letters I've
• seen, to be reasonably

popular, and it isn't intended
as a 'filler' when there are less
reviews. Subs offers like the'
early ones? Well, they are
proving a bit difficult to keep
up since we have run through
so many back catalogues, but
as I write there are some ideas
in the pipeline.
LM



FAITH RESTORED

Dear Lloyd,
Just thought I'd write and let
you know that my faith in
yourself, Gary and yes even
that ex-Computer and
thingummy doobries video
game champion has been
thoroughly restored.

Out of all the so called
honest reviews in other
unmentionable magazines
good old ZZAP! was the only
one to give Rock N Wrestle
what it truly deserved, some
criticism. Unfortunately I had
already parted with the hard
earned folding stuff by the
time I saw a truthful review, a
lesson to be learnt for the
future though. Actually I was
beginning to think I was
getting too old to keep up with
the times because there I was
getting bored silly with a so
called mega game telling
myself I should be enjoying it
when thankfully ZZAPI
plopped through my letterbox
and saved the day. Thanks lads
you have stopped a video
veteran short circuiting.

When I say my faith has
been restored it's just my way
of saying that I think the odd

• one or two reviews have been
B a bit iffy as of late, for instance'find The Eidolon a little on the
• boring sidewhilst I love a goodthrash on Commando, still I

suppose it takes all sorts to
• make a world,
• Whi l s t I'm in the mood for
I games talk I would like to take
I this opportunity to ask a

question which has been
niggling me for sometime,
well several questions
actually.

Now that I've actually seen
some screen shots of Ocean's
Superbowl garnet feel really
depressed, ie it's not really
what I was expecting — why
oh why can't we have an
American football simulation
that takes the same viewpoint
as Commodore's International
Soccer, from the side,

I mean the Commodore
hails from America right? the
Americans are mad on
Gridimn right? so there must
surely be a real time side on
Gridiron game available in
America right? If there isn't I'm
sure Andrew Spencer or the
maestro garners of Epyx are
more than capable of such a
gamewhich would be a certain
top five game if it were
executed correctly so there!

Secondly I must say that out
of all the games I have
International Soccer is the only
one I find myself going back to
time and time again, a real
classic, but — well, it's three
years old now and I think we
ought really to be having an
enhanced football game now
with: 1 Constant crowd
background noise that
increases with the home
team's attacks plus a few0000hs and aahhs as the ball
hits the post or bar. 2 Home
games/away games/night
matches. 3 The ability to play
in blue and white stripes
because everybody knows
Sheffield Wednesday are the
best team in the world! I just

wish that somebody that could
do this would, so that those of
us who can't can make them
very rich by buying such a
game.

Sorry to hear that releases
are getting a bit thin on the
ground and I hope for
everyone's sake things pick
up. We could be facing the end
of an era and I don't know what
I'd do without my ZZAP! for
comfort.
Nicholas Smith, Clowne,
Derbyshire

The 'ex-Computer and
thingummy doobries video
game champion' has been
thoroughly restored by your
kind comments. He's been
suffering a bit lately at the

Dear ZZAPI
How dare you insult me so
muck I was flicking through
the pages of my favourite
magazine Iapart from Playboy)
and I saw that someone was
imitating me. A certain Gary
Penn!

These guys who spotted him
must be rewarded, I'll send
you two a Roller each. As for
Gary Penn I'll have him for
fraud if he's not careful. Well.
that'll be all for now fans.

Love to everyone who likes
my music.
George Michael, George
Michael's House, London

Well! That must be a hard one
to beat. I bet even Smash Hits
doesn't have famous pop stars
writing in! I didn't think this
letter was going to get
through, though, it should
have ended up in the waste bin
with the other three hundred
'George Michael' letters. Gosh

I hope one of them wasn't
really from George. Do you
think it's possible? Anyway, as
you saw last month, Gary was
well and truly spotted!LNI

r  TEABOY TWO
Dear ZZAP I
Why do you all slag Mr Liddon
for being a teaboy7 I myself
happen to be one. IT'S
GREAT!! It's the best Job
around. I can do anything I
want in the office, like reset my
boss's 0,000 computer with
my nail clipper when hers out
with the BOYS!

KEEP UP THE GOOD WORK
MR LIDDONI I
Angus Lee, Aberdeen

You're obviously very
advanced then, for Motet
Liddon has only just learnt
how to reset his nail clippers.

L
L
M

hands of the others for having
appeared on the cover of issue
13. (Actually it's all a bit unfair
because that wasn't really JR
at all, the inspiration came
from the Wild  Boys' video, not
from seeing Rignall battling
with Rock N Wrestle). Since
software houses are always on
the lookout for a popular idea,
perhaps someone will now
pick you up on the 'Gridiron'
idea — who knows?

The release situation is just a
bit better this month, so
perhaps everyone's climbing
out of their traditional
post-Christmas blues (at last)!
As far as R'n'W is concerned,
the next writer has a slightly
different view.
LM

LETS SEE LLOYD
Dear ZZAPI
It seems that everyone has
accepted the arrival of Lloyd
Mangram from CRASH
without asking for a picture of
him. In some issues of CRASH!
have read, several readers
have made the claim that
Lloyd does not exist. I think
that I am beginning to thinkthe
same. So, to prove that Lloyd
Mangram isn't just a figment
of someone's imagination,
send him along to the
Commodore show on Friday
9th of MAY and we will meet
him at the ZZAP! stand
sometime during the day.
Lloyd, be there or be
disbelieved in. I promise that
no cameras will be present to
record the moment for
posterity.

And also, being the greatest
gamesplayers in the known
world my friends and I will be
pleased to take any of the
NAP! staff on at any game
they choose (except
Dropzone).
Nathan Tuck, Paul Lloyd,
Andrew Hudson and Nicholas
Yarham (The fabulous four),
Neatishead, Norwich

If you've seen the arguments
in CRASH then you'll have
seen the replies too! I
sometimes wonder if I'm not a
figment of my own
imagination the way people
are so readily happy to deny
my very existence. As for
computer shows—can't stand
the things, too many people
dashing about grabbing
plastic bags and free badges
and asking for free inlay cards
to make their illicit collections
respectable! Ry the way,
what's wrong with DrOpzone,
or &it that you're not exactly
the World's best
yamesplayers? You can argue
it out at the show— just about
all the ZZAPers will be there —
me, b e  busy on my other
job, doing bits for CRASH.LN1

I I
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A  QUICK SHOT
AT A JOYSTICK
Dear Lloyd
Your reader, Roger Cragg (p14
Issue 11, March B6). who has
had a Ouickshot II for about a
year and is still going strong
despite being used on Airwolf,
DT's Decathlon etc, is very
fortunate I used to have two
perfect Ouickshot Ils which I
treated with extreme care

However, just before
Christmas they both broke
within a week of each other in
exactly the same place' Both
now fail to respond to any
right hand movement.

I immediately wrote to
Spectravideo to ask why this
should happen, but as yet I
have received no reply.
Perhaps you can ask them on
my behalf what has happened
to my letter, since to me such a
long silence demonstrates
very poor after-sales service.

I would like to take this
opportunity to pass on this
advice to your readers — take
note of theZzapstick reviews!!
fully agree with the comment
that the Ouickshot Ills not for

those who play rough (but I
was not rough with mine, so
why did they break so easily?
Please answer me,
Spectravideo)!I therefore conclude that it is
much better to save up an
extra ES or solo buy a decent
joystick that will last much,
much longer (such as one in
the Euromax range).
Meanwhile, I have two useless
heaps of twisted plastic,
unless you know of any games
that do not require right-hand
movement'
Andrew Denver, Farnham,
Surrey

if  you really haven't bashed
them around and you haven't
had them for very long, then I
would suggest you go back to
the shop of purchase and see
whether the consumer
protection act extends to
goods like joysticks! Still it
would be nice if Spectrawdeo
answered your complaint
LM
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OCOMDARICS WRATH
1 Dear Lloyd,
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about to recount for you a tale
of great woe. It involves a
certain computer game by the

1 name of Doomdark's Revenge

and the futile (so far) attempts
of my friends and Ito purchaseit.

Monday March 3rd — A
friend at school brings in a
copy of April's Commodore
User, it contains a review of
Doom dark's Revenge and the
game in question is at No 9 in
their readers' adventure chart,
so we logically deduce that it

/ must be available.Tuesday March 4th — To
confinTi these deductions I

i phone ZZAP! in Shropshire
1 and ask if Doomdark s is out
I and if there will be a review in
I the next issue of ZZAP! Yes I

am told, it's out and there will
be a review in the next ZZAP/

Saturday March am — we
set off for Hammersmith and

then Oxford Street with the
money we had been saving for
this day since last March. But
we are told in both places that
Doorndark's was not yet out!
We do however pick up a copy
of April's ZZAPr in the Virgin
Games store (how come theyget theirs so °arty?) only to
find, no review. There is
however an advert for
C
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quote) 'available now from
software dealers everywhere'.

We rather angrily by now
storrn into the nearest phone
box to ring Beyond, but there
is no phone number on the
advert! Grrrrl There is thoughan address for Beyond's
offices in London, so after
many hours of searching we
find these offices (about ten
minutes from where we
started) and guess what,they're shut!

Anyway the date is now
Tuesday 191h of March, and

Dear Lloyd,
I'm just writing in to suggest
some advice about your
reviews. Apart from being
rather good by printing,
JazGazzaGaz and sometimes
Paz's comments, and
including a concise evaluation
table, they tell the reader a
larne amount about the same.
This is one very good feature
of the reviews in that it gives
potential buyers a chance to
decide whether they're even
going to like the type of game
being reviewed.

Apart from disagreeing with
the odd review, one game you
looked at in your April may
was looked at (in my view) the
completely wrong way. The
game in question is MBH's
Rock and Wrestle, one you
may recall gave you some

I  disappointment.
 ▪ T h e  documentation
▪ explaining the idea, moves

and opponents was fine, it's
just that JazGazzaGaz's

I
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misleading t o  t h e  m i l d -
▪ mannered punter. Both Julian
I  and Gary Liddon complained

that the name was a
I  disappointing follow up to Fist,
▪ (and I agree with you on this).

On the quality of the graphics,
Gary Penn did say that the idea
was hard to reproduce on a

I
h
o
m
e  
c
o
m
p
u
t
e
r  
(
a
s  
w
e
l
l  
a
s

expressing his views on sonics
I  and graphics) but hardly m a  •

still no sign of Doomo'ark's
Revenge, so please put me out
of my misery, what's goingon?

Yours Impatiently,
Neil Meremen, isteworth,Middlesex

You're outof yourmisery now,
Nei/ Doorndark's Revenge isnow out, As / work on this
COlUtnn the game has just
been written up (finished
about five minutes ago in fact/,
and as you can see iris in this
issue. Quite how it got
reviewed by anyone else when
it has only lust come out is
beyond me (pun intended), let
alone how it got into anyone'sreaders' chart Pin also
surpriseo' that anyone at
ZZAPI told you there would be
a review last ish— certainly noone on the editorial floor
knows about that,LAN

anywhere in the appraisal's
were there any views of
interest. Also, did you play the
two player version? It adds a
certain enjoyment when you
see your best friend
hammered into the canvas!

You've probably realised bynow that I do have Rock
Wrestle and that I do in fact
enjoy it immensely_ Don't
think that I'm having a go at
you, but not having played the
64 version of Fist, the sound
and graphics do not worry me.
I just assumed that with all
those moves and opponents
Greg Barnett had little room
for excellent music or
animation!

Anyway just to wipe the
slate clean, here's my theory
on Thing and The Shadow_
Thing is an infiltrator from
planet 'Z', home of the mutant
Gremlinolds. This planet is
ruled by The Shadow, a lone
crusader to fight criminals
who operate above the law. He
is champion of the innocent,
the helpless and the
powerless. Also, he is a
complete wally who beamed
down to earth in his quest for
the perfect beat Eventua l ly
he wound up in ZZAPI Towers
to parlez with his buddy Thing
and to get the lowdown on the
Ludlow mafia.

Today, still wanted by the
government, he survives as a
soldier of fortune, based in an
inconspicuous corner of the
dreaded Newsfield empire,
defending the mortal Gary
Penn from the lynchmob of
maniacs, the Ludlow mafia (as
well as this he also has a part-
time job of gossip-spreader). If
you have a problem if no one
else can help, then if you can
find him, maybe you can hire,
The Shadow .  .
Tim Bowden, Wrington, Avon
PS Please ask Gary Penn, to
print a map of Robin of the
Wood.

Gary tells me that everyone
did have ago at the two-player
option and, yes, it certainly
makes it more fun, but they
still stand by their findings that
the game was slower and
more confusing than they had I
hoped for.

As for The Shadow, eta!
(end News field empire is spelt
with a capital 'E' in Empire), a Ikindly software soul sent us in

two long playing records (you 11know, the things they had
before CDs) containing
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on The Shadow, right down to Iperiod adverts for early
versions of loo bloo in
between.

I'll see what I can do about
Robin of the Wood and his
map — Penn permitting.LM m g  EMI
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you have E13 spare. If these
facts had been well known. I
believe that most dealers
wouldn't have even stocked
Revs, knowing that it simply
would riot sell.

If you set yourselves up as
judges (reviewers) then you
must expect to be judged
yourselves and you should
recognise that some of thecriticism is accurate, if not
always well expressed. As
professional journalists, you
have an obligation to act in a
responsible and mature way,
giving factually accurate and
objective opinions. The
magazine is currently a bit
sloppy on both counts and, if
this arrogance continues, you
will lose a greatdeal of
goodwill. The response of WH
Smith is clear enough
evidence of this. Without
readers you are nothing and
you ignore this at your peril.

On a more general note
regarding Ms Van Reuben—
the aim of publishing the
printed word is to conveyinformation to others. If this
goal is not achieved then it is
pure self-indulgence.
John Trott, TCCornputing
Services, Coleraine, Co
Londonderry

AND
Dear Sirs,
As a retailer I have been
buying and reading ZZAP!
since its birth and in general,
find it to be informative, up to
date, entertaining and useful.
It's a bit infantile sometimes
and pretentious at others, but
on balance, well worth having.
However, your reaction to
readers' critical letters is
becoming defensive and
lacking in objectivity.

Reference Daniel Dalton's
letter 'Getting the timing right'
— his criticism is entirely valid.
You have a responsibility to
your readers AND advertisers
to be fair. In order to be fair you
should review only
COMPLETED programs. If you
must give advance news then,
please, take great care not to
get over-enthusiastic. It can
lead to great dissatisfaction by
purchasers as is evident from
Deniers letter, If, in a
PRE-view, your writer gives a
rave opinion and the game
arrives in the shops before an
amended review can correct
that opinion, then the game
will sell well on a false
promise. The blame for this is
entirely attributable to your
PRE-view. Please don't make
excuses like 'you can't blame
anyone for wanting to share
the info, with you'. You ARE
blamed and, when the info is
misleading, it is right that you
should be!

Ashley Hynd's letter, 'A
biased empire', held several
valid criticisms which you
chose to evade by attacking
him, thus instantly proving
one of his points — that you
are distancing yourself from
your readership! I take some of
his points and your somewhat
thoughtless responses:

1 Lucasfilm reviews: His
wording exaggerates his case
but his point is valid.
Considering they 'have only
had FOUR games out', the
magazine has given an
inordinate amount of space to
this company. In my opinion,
the games are brilliantly
programmed but not very
entertaining and they do not
sell well.

2 Little Computer People:
Again, superbly programmed
but, whether on disk or tape,
rapidly becomes boring —
only taking a little longer on
disk! I would rate 'Lastability'
at less than 50% Incidentally, I
have tried very hard to starve
several LCPs to death with a
total lack of success and I am
quite certain that it is
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IRRITATED
impossible.

3 His accusation of 'freaks
who do nothing each day
except play games', and his
suggestion that they can't
have played LCP for more than
an hour may or may not be
true. However, the two
statements ARE compatible.
Your guys MAY play games
(note the plural) all day, but it
certainly does NOT follow that
any single title MUST then
have received more than an
hour's play! You give a totally
useless reply to another
correspondent's query on time
devoted to game play later on.
Why not quote each reviewer's
time on the game at the end ofhis comments?

4 You ridicule him for
criticising your bad timing of
reviews. Perhaps I could clarify
his point. You have been
known to review three months
before release or, less often,
three months after release. I
support his view that this is
irritating. What he and many
others would like is a review
within one month. I know this
may be difficult to arrange but
you are professionals and any
problems you have should be
taken up with the program
publisher, not in offending
your readers.

5 I quote you: 'Whoever said
ZZAPI was primarily a review
magazine?' 'This may be one
of the single most important
aspects ' I  suggest that the
second quote is tantamount to
an admission that it IS
primarily a review magazine.
Think about it! His suggestion
of cutting down on interviews
is rather narrow but it is a
perfectly valid opinion. From
talking to many customers and
friends I can say that the vast
majority DO buy it primarily as
a review magazine so he is not
alone.

Verbally abusing your
readers is hardly a
constructive or intelligent
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,irobably lose more than
Ashley's support through your
offensively evasive reply to his
letter.

Duncan Trigg 'Revving up':
Your reply, while being longer
than his letter, is as misleading
as the original review! If you
fail to see why there was any
confusion about it, I suggest
that you try reading it. It does
NOT mention either paddles or
analogue joysticks! Most 64
owners find it totally
unacceptable to play an arcade
game on keyboard only and it
makes for one VERY expensive

va ill
d -0 0 • •

I  r1 game to have to purchase
 1  extra controls before being

J  apart, have you actually tried

Hmmm, Mr Trott— what a lot
to answer! Perhaps first I
ought to say that I'm dead
against offering wimpish
replies to letters, especially if
think the correspondent is in
error, In the past I've also
apologised in print if someone
has shown me to be wrong.

PREVIEWS: ZZAP! does only
review COMPLETED games.
As an entertainment vehicle,
we are surely supposed to be
enthusiastic about the product
we look at, and there has to be
some responsibility from the
reader to take the headings
seriously— a PREview is not a
REview. You are, of course,
correct about the use of
enthusiastic preview
comments by software houses
on their packaging being
misleading, and as a general
rule, from now on, everyone
will try to be careful — but as
I'm sure you know, almost any
series of comments can be
regurgitated with suitable
editing to make a favourable
comment out of something
that in context was less so.

LUCASFILM ET AL: Again,
ZZAPI has a job to do and
when a powerful new market
force appears, we would be
failing if  we didn't cover it in
detail. Lucas film games have
been reviewed, as would any
other, all four of them, The
Eidolon has had four levels
mapped, and there has been
an interview with some of the

people in America. This is
hardly any more coverage
than many other companies or
games have had. I think you're
exaggerating for the sake of
making a point. The rest
concerning LCP devolves into
matters of personal taste.

GAME PLAYING TIME:/
think it's quite irrelevant how
much time each reviewer
spends playing games. Very
few games ever get less than
an hour per reviewer for sure,
some get hours more, it all
depends on how complex they
are and, of course, how
interesting to the player. Being
a reviewer is not as
straightforward as it may
seem to many people. Anyone
who enjoys playing games can
say, 'I could review this as well
as Gary Penn,' for instance, but
experience with virtually every
game on the market, and the
continuity that provides, is
what makes the difference.
The time spent playing any
one game is not important
because a review is a
collection of personal feelings
based on long knowledge— areview is NOT the definitive
view of a game ore detail of
every aspect of it or its
performance.

TIMING OF REVIEWS: being
supposedly professionals has
little to do with when reviews
appear as against when games
actually get released. As a
company we have taken a
stand in the computer trade
press about release dates, but
the situation is that we are all
stuck with the supply of
pre-production and
production copies. On several
occasions, games have been
sent out for review and then
delayed. Taking into account
the length of magazine
production schedules, there is
quite some room for
divergence between
reviewing a game and its
release or availability.
Sometimes the reviewers
can't even find out when a
game will be on sale,

ZZAPI: of course ZZAPI is
primarily a review magazine— -
primarily to us means a bitover half— half of the time it's
a lot of other things too_

REVS REVIEW: I'm sorry to
have to abuse yet another
reader! Obviously you haven't
really read the review properly
EITHER! Take another look,
please, at the strap at the top
with the game title in it. Do you
not see the words 'REVS,
Firebird, E14.95 cass, £17.95
disk, analogue joystick,
paddles or keys'??

Whether analogue joysticks
are available or not is hardly
germane to this argument.

I shan't comment on Ms Van
Reuben beyond saying that,
quite honestly, if  you can't see
what is at work there, then
there is little else to say on the
matter.
I M  I I
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It seems that while he was

'NI reading an Argos Catalogue
recently, ZZAPI reader Lee

I Cottrell from Camberley,
,  Surrey, noticed, SHOCK
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a model
4111 B u t  Gary Penn, too, it seems

has a body to be proud of—
well he's proud of it anyway.

'  Thanks for the probingevidence Lee.
LNI
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SO-o•co_o. ExcELLENT,),
Dear ZZAPI

Are you sitting comfortably.
Good, then I'll begin. First the
moans and groans what the
hell is wrong with Julius
Wrigley, (or whoever he is).
Why is it that whenever he is
doing a report on a sizzler or
gold medal, he uses the wordsexcellent, excellently' and
other excellent sounding
words more than your average
carbon oxy-hydrogen based
life forms.

Take issue 11 The Arc of
Yesod review report features
the word 'excellent' at least 6
times in as many sentences.
To an average reader it sounds
something like this T h e
excellent graphics are
excellently excellent. The
excellent sound is also
excellent with excellent use of
the excellent sound facilities of
the excellent C64. Sheesh! His
English is only marginally
better than his Welsh.

Nowa moan about the other
two experts (yet another 'ex'
word. Do we have to be
subjected every month to the
secret diary of Gary Liddon's
tea making abilities. As far as I
can see, tea making has
nothing to do with games
playing unless you have found
someway of making tea whilst
simultaneously scoring
40,000,000 on Monty Mole!
Now its Mt Ga-Ga-Gary Penn.
Why don't you smile Mr Penn?
Has someone pinched your
Rupert scarf or do you enjoy
having a face as long as the
Channel tunnel. Perhaps you
are miserable because they
won't update your review face,

Now a general moan about
an otherwise excellent (oh no
not again!) magazine. What's
all this phoney SHADOWSPIEL
stuff. Only an imbecile
wouldn't have noticed that the
two pictures of the Shadow at
the end of issue 11 was Gary
Liddon and Julian Rignall
dressed up. Don't deny it lads
— own up!

The last moan is one that
crops up again and again in
reviews. Taking issue 11
(excellent) what have the
reviews of these games got in
common K a n e ,  Kung-fu
Master, One Man And His
Oro& and Uridium. They all
0 0 0 0 0 •
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contain words or phrases to 0
this effect ' T h e  jolly
excellent spaceship/horse/
man/droid sits in the middle of
the screen whilst the screen
scrolls excellently around
him'.

If I had a ZZAP! binder for •
every time I had seen this
phrase in a review, I would
have more blummin binders
than you guys. What do you
expect the damned things to
do— jump out of the screen
and start toddling about all
over your table? Please rid
yourself of this phrase, or at
least consult the (excellent)
long word dictionary more
often.

It's Okay guys you can start
reading again, the moans are
over. Now the crawling,
creeping 'Please make me
letter of the month', type bit.
Praise must be expressed for
your excellent (oh no I can't
help it) offers and
competitions. The reviews are
in general excellent (aagh) if a
little biased and the articles are
ex— er good, if a little obscure.

• T h e  gossip column is good
but the best idea (which has
been overlooked so far but
suggested by one reader) is to
have a comic art section for
readers cartoons of their
heroes, the fun boy three.
Having already submitted a
cartoon to you guys, which
wasn't printed but was
excellent (Stomm!) I would
like to see how my sketches
compare with other readers.

P Reader, Barton Estate,
Headinton, Oxford

At least, dear ZZAP! Reader,
your letter had us all in mild
hysterics for an afternoon. You
don't know how wrong you are
about the Shadow (after all, he
is not a man of mortal flesh,
I'm told), and he certainly isn't
'Gary Liddon and Julian
Rignall dressed up'. ZZAP! is a
cultural way of life, and tea is
an important aspect of that,
which is why we talk about it
so often. Thank you, at any
rate, for your lovely
comments, most of which are
truly excellent_
LM

•  •  •  •  0  0  0

0

•

COMING SOON ON THE

FOR
THE MOST

AMAZING ADVENTURE
GENERATING

PROGRAM EVER
THGGRAPHIC
AADWrITURE

CREATOR

Incentive Software Ltd.
54 London Street, Reading RG1 4SQ. Tel.(0734) 591678
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• BRIBED RATINGS I
Dear Zzapi
I am getting increasingly
annoyed at the ratings which
you give some games. I almosttend to think sometimes that
you are bribed or blackmailed
to award high or low marks_
Okay, some games are a flop
and do deserve a bad rating
but there are games which you
give good marks, which don't
rightly deserve them. Take
Mercenary for example, the
ratings for that are about right
except for the graphics: 98%
— more like 78/0 come on.

!think that if you compared a
couple of games together, the
ratings might be shuffled
around accordingly_

Another thing, the review on
Kung fu Master was
reasonable but the screen
shots were terrible. I reckon
the TV must have had a fit,
when they were taken.

Don't get me wrong by these
cruel words, I enjoy your
magazine (best for M) and
agree with 95% of the reviews.
RN. Bexley, Kent
PS How about interviewing the
genius with the colouring set,
Oliver Frey, he's great.

I thought the best thing would
be to get GP, GL and JR to pass
comment on your Mercenary
comments— and they say —
no, well perhaps won't print •
your comment Liddon —
seriously, they say you
obviously don't appreciate the
superbness of the fast 30
vector graphics, the best
around. I assure you, we aren't
bribed to give good or bad
reviews, that would
undermnine the whole point of
ZZAPI The Kung Fu Master
shots were in mono from
colour transparencies, not the •
best combination, and they •
were unfortunately made a bit I
more dull by the addition of Icolour tints over them — we're
not doing that much any morel
Oli was profiled in the
Christmas Special, didn't you
see it? 1
LM

E n s o m m i e m i

MAKES HIM
I H A P P Y

Dear Lloyd,
No crawling here. I'll get
straight to the Point I'm lucky
enough to own a CNET

Modem, so enjoy your
sections on Compunet
immensely, though I think you
dwell too much on the art
gallery. Perhaps if you •
emphasised how good the
music and hacks are or even
highlighted some of the user
groups it would incite more
people to purchase a CNET
subscription, I realise the
visual impact art has on
readers and is more
interesting to view. Also for
the benefit of us CNETers why
not print the directory
numbers under the various
works. OK, well that's that
then. I think your mag's an
excellent read_
Sie, Wigan, Lams
PS Hi to Yorkie, Clem, Maff and
Black Adder (thanks for the
mention in cover 3)
PPS I bet you don't print the
names above that is if you
print this letter, if you do .
'
3
' • •

though but find there are too
many then just edit Yorkie. He
won't mind, hehehe

You answered your main
question — the art is more
interesting visually, and its
hard to describe the music.
Hopefully, the two Garies vvill
be covering more aspects of
CNET life shortly. Part of their
problem is the time it takes up!
(See The Shadow).
UYI

SORRY!•
•  •  •  •  •  •  •  •  •

Dear ZZAP I
Further to my letter of 27th
February referring to Past
Finder being available in
cartridge form on the Amstrad,
I did of course mean Atari.
Sorry'
Mrs A Nicholson, Witham,
Essex

Thank you for clearing up this
matter so promptly, Mrs
Nicholson. It's been worrying
us all half to death,
LM

So. as the Emperor said in
'Amadeus', there it is. I feel like
I've been through a Mangram
mangle, and I thought I was
the best answerer of letters
ever. Just goes to show.
However, if anyone has any
beefs about ZZAPi— send
them elsewhere! You know
the address o k a y ,  okay, I
give in, ZZAP RRAP is for airing
any views you have on the
Commodore scene, write to
ZZAP RRAP, PO BOX 10,
LUDLOW, SHROPSHIRE SYS
1DB. See you next month —
you can tell me all about the
Commodore Show.

resents
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The result of unique co-operation between three ace software developers
and the Biggies film production company. Biggl e s-  The Untold Story will
knock you right out of the air! It's a multi-part arcade strategy game in

which each part must be completed to reach your final goal.
In the air, on the rooftops, on the ground, or in the trenches

YOU CAN BE A HERO!
Coming in May C o m m o d o r e  64

Spectrum 48K

Coming in June A m s t r a d  CPC
•P__, _
4 
g .  
-
•
•
•
1
1
1
1

Purnell Book Centre, Poulton, Bristol BS18 5LQ

E9.95 tape, E12.95 disk
E9.95 tape

E9.95 tape, E14•95 disk



R emember the old hag from
Cauldron? I n  those days
she was quite a  nice o ld

dear, not like the horrible, bloat-
ed Pumpking wh o  ru le d  th e
woods. He wasn't very nice. In
fact he was down right evil. So
evil that he used to put cute little
kittens in  pickle jars and drop
them f ro m high buildings. So
evil that he once deprived all the
rabbits in the wood of their buck-
hood just to pass the time. But
Witchy-Poo managed to put an
end to such wicked cavortings —
she gathered s ix  ingredients,
made a  spe ll t o  d istract the
Pumpking and  wh ile  h e  wa s
preoccupied s h e  s t o l e  h i s
Golden Broomstick. Wi t h  the
power of the broom she banish-
ed the porky vegetable, and allhis minions, forever.

Well, n o t  quite, since there
was a survivor — a little pump-
kin who guarded the Pumpking
prior t o  h is demise. Bu t  th is
friendly little fellow wasn't horr-
ible and evil — well, not much,
he just had a rotten childhood,
got in  with  the wrong people
and was misunderstood by his
social worker. Anyway, once the
fatty Pumpking had gone the

There's certainly a glut of
excellent arcade

adventures this month, so
it's a case of making your
mind up about which one

to buy. This one is very
good indeed with a highlynovel control method as

you boing about theWitch's castle, Like its
predecessor it's a very
difficult game which

proves to be immensely
tricky to solve. This

difficulty doesn't detract
from the game though, and

the whole experience is
very enjoyable, though

frustrating. The graphics
are brilliant with lots of
nasty characters trolling
about the place, and thesound effects are also

great.
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small pumpkin  soon changed
and showed everyone what a
nice chap he really was by help-
ing lots o f grannies across the
road, and made people happy
by recovering the ir stolen CS
notes— that sort of thing.

Unfortunately t h o u g h ,  t h e
power generated by the Golden
Broomstick perverted the good-
liness of the Witch and she be-
came warped  a n d  e vil.  S h e
ordered all the little creatures of
the forest —  yo u  know, the
cuddly ones with big dewy eyes
that Walt Disney made famous

to build her a huge castle in
place o f  h e r dilapidated o ld
cottage. She invited a horrible
entourage of creatures to move
in with her, and nobody dared
go near the joint. The Witch's
domination was now supreme.

Until one fine sunny day in
late April,  t h e  lit t le  pumpkin
learned o f  the Witch's where-
abouts. 'Hal She doesn't scare
me,' he squeaked at the top of
his little pumpkin voice, and he
decided there and then to put an
end to the oppression, and show
everybody wh a t  a  jo l ly  n ice

Inside the Witch's bedroom, a veritable den of iniquity no less well
what do you expect with a Wkked Witch and her Wicked Ways)?
However, what she's doing here is harmlessly getting her beauty
sleep — boy does she need it

II
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Cauldron II is cool. It is a
well thought out and

polished game, and a great
deal of care and attention
has obviously gone into it.
The title sequence is neat,
as is the title screen music

(even though it is quite
short), and the whole thing

creates a film-fike
atmosphere. The game
itself is great fun to play,

although it is very hard, and
it will take a long time to

solve, Cosmetically,
Cauldron II is beautiful. It

contains some superb
background graphics, and
the sprites are delightfully
defined and animated I

especially like the way the
pumpkin bounds about the

place with a manic grin
spread across his 'face',
Cauldron II looks good,

sounds good, and plays
even better. Miss it and

you'll regret it.

pumpkin he really was. &;,, off to
the Witch's castle he sproinged_
Sproing, sproing, sproing.

The Hag's abode is  a  large
castle consisting of 128 rooms,
all filled with horrible things out
to do damage to our edible hero.
The game is viewed and played
in fl ip  screen fashion a s the
pumpkin moves from one loca-
tion to  another. The pumpkin
has a novel method of locomo-
tion — he bounces! He can per-
form three different heights o f
bounce: l i t t le  spro ingy ones,
middle size boings and huge
great seven league spadoings.
Normally he sproings though,
but pressing t h e  fi re  bu tton
causes h im fi rst to  boing then
spadoing, useful for negotiating
some of the chasms and nasties
around the castle.

The castle's decor is  pretty
questionable — but then what
do you expect with  such a vile
and evil despot ruling it? — and
there a re  severa l p ieces o f
furniture and masonry to nego-
tiate. There are also plenty o f
nasties to avoid, or shoot, such
as goose-stepping skeletons,
hunchbacks wi t h  la rge  clubs,
floating spikey balls, hammers,
mice, knives, spiders and grasp-
ing hands_ If any of these crea-
tures hits our effervescent friend
he loses energy (sh o wn  a s
'magic' at the top of the screen),
but touching a spider or skeleton
kills him outright, and touching
a hand reverses th e  joystick
controls for a few seconds. With
each loss of life the Witch cack-
les mercilessly.  A l s o  wo r t h
avoiding are the ends of spears,
axes and lit candles as touching
them results in the loss of a life

and even more  merriment fo r
the Witch.

Fortunately there are energy
spots scattered about the castle,
and these restore the pumpkin's
energy when  collected. They
also give the heroic veggie the
ability to fire bursts of energy at
the marauding baddies, bu t at
the expense o f  depleting h is
magic by one unit. Adorning the
exterior o f  the castle are Gar-

Palace Software's latest is
immediately playable and
it's mainly due to the really
neat control method of the
pumpkin. Bouncing and

boinging all over the place
is great fun, and though it's

a little awkward at first
quite a large amount of fine
control is possible after a
bit of practise The game

itself is very good, offering
a fair amount of challenge
even to the better game

players. Graphically
everything's tickety boo

and very pretty in places_
The music is also of a

pleasant quality, as are the
sound effects_ Cauldron II is
worth a look at next time

you're down the computer
shop wondering what to
buy — l'm sure you'll be

impressed

goyies (not the ones who write
games in Dudley) holding stone
platters. If the little fella bounces
onto a tray to collect an object
and doesn t bounce back quickly
enough, the gargoyle tips h im
off and he plummets to the for-
est below. Fortunately it doesn't
cost him a life, just some energy.

The game starts at one of four
locations, but no matter where
the pumpkin starts he can only
complete his task by collecting
seven different objects. Dotted
around the castle are six items: a
book of spells, a goblet, a crown,
an axe, a  shield and a pair o f
scissors_ These give respective-
ly the ability to  complete the
game, immunity from the mar-
auding hands, immun ity f rom
the nasty guarding the Witch,
the ability to  open doors, de-
fence against skeletons a n d
finally t h e  ab ility t o  cu t  th e
Witch's hair. When all o f these
things are in the pupkin's pos-
session, along with the lock of
Witch's hair, he can go down to
the bowels o f  the castle and
dump everything in  the cauld-
ron found there. Doing so will
break her evil spell and every-
one can live happily ever after—how nice.

Preserrtatkm, 90%
Nice control method, great
attract sequence and
attractive inlay.

Graphics 96%
Wonderful representation of
the castle, with lots of well
drawn and animated nestles
to be seen.

Sound 96%
Short, but neat tune on the
title screen, and superlative
sound effects.

Hookabillty 94%
Highly addictive from the
very first boing.

Lastability 93%
A difficult, but enthralling
game which requires lots of
perseverance to complete

Value For Money94%
A quid cheaper than most
games, and it's ever so good.

Overall 94%
Should appear very high on
the arcade adventurer's
'must have' list.
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half a  pound o f  p re
quark, s o m e  h ig h l y

unstable planet has just emerg-
ed out of a black hole and is in
ever so severe danger of going
'Nam'. No t  so  bad yo u  ma y
think, one planet within an infi-
nite universe going 'b lam' is no
real loss. This is true, but be-
cause o f  t h e  unstab le  l i t t le
worldlet's location such a t ia m'
would trigger of an explosion so
hu9e that there wouldn't be any
universe t o  live  in  any more,
Obviously this is not a desirable
state of affairs so a plan is hat-
ched. Unfortunately th is  p lan
involves a hero flying off to the
asteroid and stabilising its core.
Heroes are not stupid and all of
them realised that this mission
would mean ceratin death and
no mo re  cha t  sh o w appear-
ances. So they all declined. This
left BLOB —  a  Rio-Logically
Operated Being. He's not very
able bu t  is  stupid enough t o
have the  greatest enthusiasm
for the mission.

Giving back a world its stab-
ility is not an easy thing at all,
and to do so a number of objects
have to placed within the wor-
ld's core, fi lling a  gap that is
threatening to implode. It needs
a mid -morn ing  snack. L it t le
wonder though that the planet is
so potentially explosive since
it's a  b it  o f  a mess, beriddled
with caverns, the whole struct-
ure is rather tenuous. After a bit

Not only is Starquake one
of the best arcade

adventures to play, it is also
one of the nicest to look at.
The backgrounds are very

pretty indeed, and the
sprites are beautifully

drawn and animated —
especially the hem, BLOB,

who must be the cutest
computer game character
to hit the small screen yet.
Anyway, Starquake is neat
— one of the most playable
and absorbing games of its
type, and certainly worthy
of any arcade adventurers

time and money.

18 ZZAPI 64 June 1986



After quite a lull Bubble Bus
are back with yet another

extremely nice arcade
adventure in a similar style

to the old Ultimate
Spectrum product.

Sta rq uake is very neat
indeed, it's cleverly

thought ou4 fun to play and
pretty to look at BLOB, the

main character, is
delighfully animated and
comfortable to control.
Despite having a totally

massive amount of screens
t5721 they do retain some
sort of unrepettveness.
Different zones of the

asteroid have different
types of scenery, rangingfrom flowers to rocks. It is
very pretty indeed. The
large amount of little

features dotted around
BLOB'S universe keep

things interesting as well
A ll -
a r c
a d
e  
a d
v e
n t
u r
e r
s

should possess this
product and any respecting

games player should at
least take a look

of a  messy landing (crash is
probably a better word) BLOB
must traverse and explore the
asteroid's in terior t o  fi nd  the
correct core filling objects.

It's an awfully large asteroid
and exploration on foot would
be far f rom easy. Luckily the
remnants of some ancient civili-
sation abound and these can be
put to  BLOB's use. The main
help is  a  teleportion system,
seen b y  th e  nodes th a t  a re
scattered around the environ-
ment. Each booth has its own
codeword o f  wh ich  BLOB i s
informed when  h e  enters i t ,
while with in the booth typing
the code of any other node will
beam blob there in the flash of a
frame flyback. Another mode of
transport are the flying baking
tins parked around th e  jo in t,
though a speedier form of tran-
sport than walking, sitting on a
tin tray makes it  impossible to
pick objects up.

BLOB and h is  universe are
seen as a series of screens. To
flip from one to another BLOB
must move  o f f  an  edge and
another jaunts into view. Slower
than a baking tin, on foot BLOB's
still quite a fast mover and can
zip left and right over the ledges
and rocks in the asteroid. He is
susceptible to  gravity though,
arid trolling off a ledge edge has
its usual effect — he accelerates
downwards till some terra firma
rushes up to greet his feet. Fall-
ing can be halted with  a quick
downwards motion on the joy-
stick that should b e  i n  you r
hand. A  platform will instantly
appear under BLOB's padlike

1
1

tootsies, and seconds la ter i t
decays. Repeated down pulling
raises blob higher and higher as
more and mo re  platforms ap
pear under him. Unluckily infin-
ite platforms are no t  in  you r
possession and a meter at the
top indicates how many ledges
are left. Two other meters also
sit here, one showing a const-
antly sapped energy and the
other a ray gun status. Energy is
important as a zero amount of
this is like nature's way of telling
you t o  s lo w down, ie  death.
Extra energy, platforms and ray
gun bullets can be picked up by
passing over supplies o f  such
substances which may be found
lying about the place.

Hassling and  harrasing th e
poor B u m  a re  a  number o f
mindless nasties, a touch from
these and energy depreciates,
fire the gun at them and they die.

The asteroid's scenery is also
quite interesting and in  places
deadly. Luna undergrowth i s
worth avoiding as death results.
Some ve ry narrow gaps that
BLOB must travel through are
booby trapped a s  we l l  w i t h
powerful fi e ld  generators that
sometimes spark the gap. Get
caught mid-spark a n d  BLOB
gets blipped. Among the other
artifacts knocking a round  o f
particular in te re st  a r e  t h e
Cheops pyramids. These myst-
erious items allow objects to be
traded if the right code parts are
possessed. To pick up an object
lust position the person over the
object and push up. There is a
buffer area along the score line
showing any of the objects held.

This is an exceptionally
jo lly arcade adventurewhich stars a character
with character— BLOB.

There are plenty of
locations and the scenery
very pretty, colourful and
varied. The alien thingies
that float about the place

are small but detailed and
nicely animated if you take
the trouble to look at them.
All the little features in the
game are really brilliant —
elevators, teletransporters
traps and BLOB'S methods
of transport, and all make
he game fun to play. There
are two marvellous arcade
adventures out this month
so unless you can afford

both you'll have to make up
your own mind about

which one to buy.

To finish the game the core
centre must be found, no t an
easy fob considering the hund-
reds of screens to be explored,
and the various items that must
be fitted. Fail and d ie  — th is
seems a pretty good reason to
have a game.
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national Karate is another
variation on the martial

arts theme that gives you the
chance t o  rearrange features,
break sh in s ,  a n d  gene ra lly
abuse an opponent to the full.

You take control o f  a  white
robed karate b u l ly  b o y  wi t h
thirteen different moves at your
disposal. Kicks, punches and
somersaults a re  a ll accessible
via the joystick — pushing it  in
one o f  t h e  e ig h t  directions,

20 ZZAP! 64 June 1986
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To be honest, I thought that
playing yet another varia-tion on the martial arts

theme was going to be
something of a chore. I've

played, and become wholly
bored of Exploding Fist, but
I found that playing Inter-
national Karate was far
from dull and I haven't

enjoyed myself so much in
ages. It's far better than Fist

in every way— the
graphics are smoother and
faster, and make Fist's look
crude in comparison. The
music is amazing and the
sound effects are great —

both complement the
game well. International

Karate is playable and
addictive, and the pace is

fast and furious. At the
price no self respecting fan
of the genre should over-

look it.

either with  o r without the fire
button depressed, results in the
execution of a manoeuvre,

There are two playing options,
allowing you to  fight either a
computer opponent or a human
one. The single player game has
you playing as many 30-second
bouts as you can survive, with
the objective of beating up and
outscoring the computer con-
trolled fighter. Depending o n
how well a move is executed, a
half or full point is awarded and
the first person to score two full
points is  declared the winner.
Any time remaining is converted
into bonus points. By winning
two bouts you are promoted to a
higher belt and set against a
more in te lligent a n d  vio le n t
opponent, and a different back-
drop (there are  fou r different
ones on each side of the cass-
ettO. However, if  the computer
player scores two  points, the
match and game is over.If t h e  t ime r reaches ze ro
before a  fi gh te r scores t wo

kto
-

The South Bank Show was never like this — the Imernetion a I karate bully boys 'Nay a good martial hesh-up outside Parliament

points then the chap with  the
highest score fo r that bout is
declared the winner. Between
rounds there is a bonus screen
which further tests your skills
and gives you the opportunity to
earn more points. The first is a
tile breaking contest where you
have to destroy as many tiles as
you can with your head, and
second puts your reflexes to the
test as you try to dodge the vari-
ous spears and o ther deadly
objects slung at you by the com-
puter.

The two player game is played
over th ree  90-second bouts.
Twelve dots, s ix  red  and six
white, are displayed at the top of
the screen. When one player
successfully o ve rco me s t h e
other, one of the loser's dots is
turned into the victor's colour.
The winner is the first player to
turn all twelve dots to their own
colour. Af te r three bouts the
v)ctor goes on  to  play a com-
puter opponent.
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Although this type of game
has appeared before, the

garneplay has tended to be
somewhat flawed, allow-

ing players to demolish top
opponents time after time
by using the same move.
This one is different t h e
intelligence of the com-

puter player and the speed
at which the game is played
makes it a a lot harder and
more challenging to play
than any other fighting
game. Graphically the

game is excellent, with well
animated characters

moving speedily across the
varied backdrops, which

are also very good. All the
way through the game an

atmospheric and very long
Rob Hubbard piece clanks
away, and there are also

some good sound effects. If
you want the best fighting
game available and have
six and a half quid spare
then go out and get this.
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Comparisons to Way of the
Exploding Fist are quite

frankly unavoidable. Inter-
national Karate is a bit

similar, but it is a damn
sight better. The action is
very fast indeed and it/s

more fun to play than it's
comtemporaries. As fight-
ing games go this seems to
be the best and at the price

anyone into synthetic
violence shouldn't miss it.
What really surprised me
about IK though was the

Rob Hubbard sound track.
It is realty good, much

C be tte r  than the all of his
recent work Hopefully this
marks a bit of a change. IKis definitely System 3 s best
product for the 64 to date,

and is worth a look at as it's
realty rather good.

Presentation 94%
One or two player options,
excellent use of joystick and
many 'cute* touches
throughout

Graphic; 91%
Extremely well animated
figures and four nice
backdrops per side.

Sound 96%
One of Hubbard's best tunes
fits the bill perfectly a n d
there are also some great
sound effects.

Hookability 9.3%
Very playable and easy to getinto.

Lista:1111v 90%
The high degree of difficulty
makes the game tough to
master. The two player
option is good fun too.

Value For Money
95%
Great quality at a cheap
price.

Overall 91%
The best thump em up we've
seen and played yet.
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£9.95
FOR SPECTRUM,
COMMODORE 64
AND AMSTRAD

AFTER THE EGG COMES. . .

U C I F I E

Available from
John Menzies and

all good
computer stores

Liberty House,
222 Regent  Street,
London W1R

, .ICY TRANSMISSION. .  EMERGENCY .  EMERGENCY TRANSMISSION. . . EMERGENCY. .  EMERGENCY TRANSM

1D i s t r e s s  signals received from Eroc I suggest all human life threatened .
Expect to find terminal situation . . . Prepare accordingly . .

From A 'n' F comes CORE; teleport into this fully animated, icon-driven adventure and explore over one
I

I t h o u s a n d  full-screen locations. Will you find the pieces of the scattered brain and put it back together
before yours falls apart?

I i n  case of difficutty, Core can be obtained from Argus Press Software Ltd., Greenwood House, Dewhurst Street. Darwen, Lancs. 138.3 2EN.



PING PONG
Imagine. £8.95 can, Joystick only
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revolutionary n e w f o rm
of entertainment —  a

machine called Pang — first ap-
peared in  amusement arcades
evennehere and everyone said:
'Golly, how thrilling — a revolu-
tionary new fo rm of entertain-ment! ? Do you remember when
Binatone turned it into a 'home
arcade console' and everyone
said: 'Golly, how thrilling — an
arcade game in  ou r very own
place of residence!'? No? Well,
since then there 's n o t  been
much heard of Pang. Until now
that is, for Imagine have taken
the theme, turned i t  f ro m a
horizontal game to a near verti-cal one and added an extra dim-
ension with 3D graphics.

Ping Pong is played according
to the rules of table tennis, the
winner being the first to score
eleven points. Only one player
can p lay against one o f  fi ve
different computer opponents
— there is no two player option.
Level one is a bit docile and bats
the ball slowly around the table,
but level five is a crazed pongi-cidal maniac wh o  shows n o
mercy.

The game is always viewed
and played f rom the base line
with your bat positioned about a
quarter of the way up the screen

(get yo u r eyes a n d  posit ion
them above one of the screen
shot i f  you 're confused). The
score and other relevant inform-
ation, whether the ball is in or
out, fo r example, is  displayed
either side of the table. Crowds
flank each side of the screen and
play a small part in the game —
the ones on the right cheer the
computer and the ones on the
left cheer you

Your ba t  automatically fo l-
lows the ball so it's up to you to
time the return. Pressing the fire

• After  playing Ping
Pony on the Arnst
red and Spectrum I
expected great th-
ings of  the 64 ver

sion, but  unfortunately i t isn't
anything special. There is a lack
of variety in shots and it seemed
to make little difference whether
a shot was played early or late.
This makes the game rather dull
to play. The graphics are OK, but
I woul d have expected a jolly
title screen tune orsomething as
the Spectrum version ha d an
amazing little ditty. I f  you're a
table tennis nut then I  suppose
this is a good buy, but there are
better games than this. goo

Ping Pony is initi-
ally quite good fun,
but it soon proves
boring to play due
to a s  simpl isti c

nature. Al though there is a rea-
sonable variety of  shots avail-
able, the computer player doe-
sn't seem to respond that differ-
ently to them. The graphics and
sound are OK, but it would have
been nice t o have ha d some
original Martin Galway music on
the title screen. Ping Pony is an
improvement over the original
Pony a nd  mor e enjoyable to
play, but not much.

button drives the ball back, wh-
ilst pushing down on the joystick
'cuts' it and pushing up executes
a smash. Moving the joystick left
or right moves the bat either to
the forehand or backhand posi-
tion and depending upon how
early o r late you h it the ball it
veers either right or left.

Serves a re  pe rfo rmed  b y
pushing up  on the joystick to
throw the ball in the air and then
pressing the fire button to drive
it  After every fi ve points the
serving changes hands. I f  the
scoring is tied a t ten points a
piece then the tie-break comesinto effect. In th is situation the
first player to either go ahead by
two p o in ts o r  reach  fi f teen
points (whichever comes first) is
declared the outright winner.

Ten points are awarded for a
shot and when an opponent is

TEST

beaten a  bonus is awarded. I f
your score is high enough at the
end of a game your initials can
be entered i n  the  highscore
table.

Vet another case of
a potentially good
game ruined by the
restrictions impos-
ed by the licensing

deal. This is a conversion of the
arcade game Ping Pony and a
very close conversion it is too.
Unfortunately, a r c a de  P i n g
Pony isn't very good in the first,
place. In a word, or a couple of
words, i t 's dull .  The  graphics
and sound are on a par with thfi
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at i f  table tennis is what you
enjoy most. i
t
Presentation 83%
Five levels of play, a
highscore table and a few
cute touches.

Graphics 61%
Lacking, but adequate.

Sound 58%
A couple of reasonable
jingles and noises, but littleelse_

Hookability 78%
Very simple toget into and
play

Lastability 65%
• : but perhaps a little too
simple.

Value For Money
65%
Below average price, but
then so it should be

Overall 66%
The best table tennis game
on the Commodore, but then
it's the only one.
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Ocean, £8.95 cass, Joystick only

0  nee upon a time a large
fleet o f  very b ig  space-
ships came to Earth and

got everyone wondering what
the aliens within looked like. It
turned out that the occupants
were just like human beings and
they promised all sorts of great
things to benefit mankind. Then,
one rainy day in July, a true blue
American hero called Donovan
sneaked into a spaceship to find
out exactly what the aliens did in
their spare time. Imagine how
he felt when he  saw what he
thought was a beautiful young
woman gobbling a live guinea
pig, followed by a whole ham-
ster! Gross to say the least. But
before Donovan could do  any-
thing he  was discovered by a
guard, and in the midst of the
ensuing fi g h t  h e  accidentally
ripped o f f  the guard's face to
reveal a lizard's head below! Oh
dear, t h e  a lien  visito rs we re
lizards in disguise and they had
come t o  Earth t o  eat lo ts o f
humans and steal all the water.

A resistance was formed and
they quickly drew up a plan to
destroy the evil invaders_ Dono-
van was smuggled aboard the
visitor's mothership armed only
with a  laser gun and a  stolen
Comniputer. His task was sim-
ple; p lan t  fi ve  bombs a t  key
points around t h e  sh ip  a n d
detonate them to blow both craft
and occupants t o  k in g d o m
come_ All well and good, but if
he doesn't escape in time ...

You take control o f  Donovan
Lust after he's boarded the ship.There are five different sections
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to a  ship and each has many
levels. T h e  a lie n s h a ve  n o
imagination when i t  comes to
interior design, so the various
levels look rather similar and it's
all to easy to get lost. Thankfully,
only two levels of the ship are
shown on screen a t one time.
Donovan can move either left or
right along a corridor and the
screen scrolls with  h im as he
moves. Green mat transporters
line the floors and are used to
move up  o r down a  level. By
standing on a mat and pulling
down on the joystick Donovan
dissolves and re forms on  the
level above or below.

The mission starts in the land-
ing bay and instantly presents a
problem — both exits are im-
passable due to the presence of
electric barriers. This is where
the Comniputer comes in useful.
It is displayed at the bottom of
the screen and pulling down on
the joystick brings it into action.
There are twelve functions ava-
ilable and each is displayed as
an icon. The problem is that all
of icons are in lizardspiel, so it's
up to you to decide which icon
does what. One o f  the  icons
activates a  codebreaking se -
quence and this is used to turn
off the barriers. A six character
code, consisting of a jumble of
lizard le t te rs,  appears i n  a
window in the bottom left hand
corner of the screen. By using a
set o f  lizard le t te r icons the
characters have to  be shuffled
until they are all the same. When
they match the electric barriers
disappear, allowing you to run

At first glimpse V
looks really impre-
ssive with the inte-
rior o f  the  ship
drawn quite nicely.

However, once you start moving
about it becomes apparent that
the ship is all the same with no
variation in the graphics at all
The sound has no variation
either and throbs annoyingly
throughout the game. The instr-
uctions are appalling and tell
you nothing about the game,
making it very difficult to get
into. I  suppose V will sell well
purely on the strength of the
telly series, but as games go it's
well below par. - M E M O

into the corridor. The Comni-
outer can also be used to find
out your current location and the
locations of the key points.

On the walls of some o f the
levels are charge terminals for
recharging your laser gun. By
standing in  front of a terminal
and pulling down on the joystick
the gun recharges. A red bar at
the bottom of screen indicates
how much charge is in the gun.

As strange as i t  may seem
there are no lizards roaming the
ship, but they have left behind
four different types o f  dro id:
maintenance, cleaner, surveill-
ance and security. I f  Donovan
touches any of them it strains his
heart, and if he spends too long
in their presence he dies of a
heart attack. Although Donovan
is armed he can only shoot at
shoulder height and is therefore
defenceless against ma in ten-
ance and surveillance droids,
since they trundle out o f  reach
along the floor or ceiling. Secur-
ity and cleaner droids travel at
head height though, and can be
blasted with ease.

The other method of destroy-
ing of the robots is to find and
assemble the formula fo r Red
Dust. The parts of the formula
are found in the various labor-
atories dotted around the ship,
but if the parts are found and the
dust i s  made  and dissipated
then lots of visitors get killed and
the ro b o t  pu rsu it  i s  slowed
down. When Donovan has pla-
nted and primed all the bombs
he can make his way back to the
landing bay and escape before
everything goes up in smoke.

I didn't like the film,
didn't like the TV

series, I'm happily
indifferent to  the

b o o k s havingn o t
read any of them and hate  the
computer game. Yes, it'sV we're
talking about and I'm afraid it
didn't appeal to me in the sligh-
test The  graphics are fairly
pleasant, but after a bit of roam-
ing around it becomes obvious
that they are as varied as the
Sahara desert. The game itself,
in look, feel and play, seems to
be an attempt at a poor man's
Impossible Mission_ Is it  coin-cidence that V  authors, Soft-
stone, also wrote the Spectrum
and Amstrad Impossible Mis-
sion conversions? Overall a
disappointing game that I could
never recommend to anyone,
even i f  they were manic V
groupies.

Presentation 51%
Unimaginative title screen
and instructions that tell you
little about how to play the
game, but reasonably
presented on screen.

Graphics 68%
Backgrounds are quite good,
but not varied enough and
the sprite are OK.

Sound 95(0
No music and an annoying
drone throughout the ipame
that can't be turned off.

Hookability 59%
Its very difficult to get into
and the instructions don't
help.

Lastability 41%
The task set is very tough and
it will take ages to complete,
that is if you want to keep
playing it

Value For Money
36%
There are more interesting
things to waste your money
on.

O veral l  40%
Very dull and very
disappointing.
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Bp_cpnd COMMOD EREPAIRS!
WHY PAY HIGH
'FIXED PRICES
(We do not charge you for our
fancy premises by charging
high 'fixed' prices!)
Reputations take time to build.
we have been repairing ZX 81's,
Spectrums. QL's. Apples and
BBC's professionally. for 21/2
years — who is coming second?
in all U.K, min While-u-Wart repairs!
with INTERNATIONAL repair service!

FOR PROFESSIONALISM - -
O f  a l l  t h erepair companies 'Sinclair User' spoke
to. MANCONIP seemed the MOST
PROFESSIONAL when it came to advice
and a helpful attitude AUG 85.
FOR HONESTY W e  let you watch
your computer being repaired and if
there is nothing W O N  with  it . we will
tell you!!!
FOR REPUTATION & HELPFULNESS
'I have come across a firm that will be
more than willing to advise you as to
how to remedy your problems. They
are called MANWMP and as well as
repairing faulty computers. are aiso
quite willing to discuss your problems
with you and offer reasonably cheap
and more Importantly CORRECT
CURES" Phil Rogers POPULAR
COMPUTING WEEKLY JAN 85

Every parcel sent by
Royal Mail Receipteci Post and insured
for return Journey!
(For next day delivery include e1.50
extra).
(Secuncor by prior arrangement).
On-site maintenance for Apples.
1.13.M.S and most makes of printers
also available
Guaranteed 4hr response'
WHY DELAY - OUR ESTIMATES ARE
FREE AND WITHOUT OBLIGATION IF
YOU DO NOT LIKE OUR ESTIMATE
WE WILL RETURN THE COMPUTER
AND REFUND THE POSTAGE
INCURRED!

MANCOMP LTD
(Dept. Z 14 )

intwofks Lane Levenshulme,
PAanthester M19 3,IP
Phone 061-224 1888.

OR 061-224 9888.
OPEN MON SAT 9am to 7pm

EXTRA-SPECIAL DISCOUNTS FOR
EDLIC INST., H.M. FORCES.
CHARITIES. HOSPITALS, ETC!

Hardware and so f tware  ile s! )n
probems? Contact us for the
complete service, from design
through to manufacture.
What we do today
others do tomorrow!

COMMODORE
IN MANCHESTER

ONE OF THE BIGGEST
RANGES OF SOFTWARE

IN AND AROUND
MANCHESTER
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RAISE THE TITANIC
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Electrk Dreams, E9.95 can, 1E14.95 disk, Joystick with keys
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wreck o f  the Titanic has
rested at the bottom of the

North Atlantic. S he  w a s  a n
immense vessel on an ill-fated
maiden voyage when she was
struck by an iceberg and sunk,
killing most of the passengers
and crew who were on her at the
time. She was carrying enough
gold and jewelry to make who-
ever would mount a  salvage
operation phenomenally rich,
but until now, the technology
and money to mount such an
operation have not been avail
able. You are the captain of the
first vessel t o  undertake a n
attempt a t raising the  Titanic
and reaping the rewards.

Each day, you may make one
visit to the wreck in the TSI, the
world's most advanced under-
sea exploration device. The ISI
is equipped with a camera (cap-
able of taking six photos per
visit), a robot arm which can pick
up objects (up to four of which
may be carried), oxygen to last
for several hours, and comm.
unication facilties which allow
two way contact with the ship
for resurfacing or sending de-
tails of objects to the labora-
tories for examination (or even
to the accountant so they may
be sold). Selling objects and
getting good press reports are
both essential to help along the
finance.

I .
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Whilst on board the mother-
ship, th e  screen displays a
calendar (with the current day
marked) and five icons. The first
of these is the dive icon which
may only be used once per day.
Second is the finance icon, used
to confer with the sponsors, the
accountant and to  check the
costs and funds available. Next
is the press icon where confer-
ences may be held throughout
the game. An icon depicting a
crescent moon is used to move
time forwards by one day and to
give your crew a full night's rest.new date will then be  dis-
played on the calendar. Lastly,
there is a disk icon allowing up
to twenty six games to be saved
on either disk or cassette.

When in the press room, a
series of monitor screens dis-
play the faces of reporters fromvarious international publica-
tions. One by one, journalists
ask a wide variety of questions
(and occasionally make accusa-
tions) about your mission. By
using the joystick, you select
answers to their questions from
several possible replies. If there
are any photos from the last
dive, these may be shown to the
press. They may ask to  put
reporters on board the ship or
for an exclusive interview. You
are free to deal with such re-
quests as you see fit, but it's
important to  keep the  press

reasonably happy.
In the finance room, moving

the joystick allows you to select
a desk, a telephone or a safe.
Selecting the desk reveals how
much any necessary repairs cost
and how long they take to com-
plete. Continual pressing of the
fire button provides information
pertaining to how much moneyis due at the end of the week
(from each sponsor). Selecting
the safe displays the  current
bank balance. The way the bank
operates means no action is
taken on overdrafts until the end
of the week, so if enough money
is coming in, you may go over-
drawn during the week. If the
telephone is selected, one of a
series of photos is highlighted.
Each photo shows the lace of
one of the sponsors. The joystick
is positioned on the photo of the
required sponsor and following
a press of the fire button, you are
either told that the sponsor is
unavailable or his face appears
on a monitor and he tells you
whether or not he will give you
any money and if he does, howmuch.

Selecting th e  div e  option
takes you to the main part of the
game. A screen showing a view
of the wreck is displayed along
with a cursor. The cursor may be
positioned over one of five entry
points into the vessel. When the
desired entry point has been

confirmed, the Tsi sinks to that
location. One of the most orig-
inal features of the game is the
camera through which you can
see your surroundings. A pic-
ture similar to that of light in-
tensifier cameras is generated,
pixels swirl ing everywhere.
Rooms may then be explored in
a fashion similar t o  tha t o f

Thinking about it,
you could almost
sum up Raise the
Titanic as a sort of
Hacker f o r  fi s h

freaks. However, i t would be
easy to dismiss this game as
nothing remarkable in terms of
animated adventuring. Th i s
would be a gross error of jud-
gement. The game is well dev-
ised, has some very pleasing
aesthetics (the enhanced imag-
ing effects are  superb) and
enough playability and compl
exity t o  keep th e  hardiest
garners going for some time.
The author obviously has a
sense of humour as the witty
press conferences prove admir-
ably. At one point, a member of
the Titanic Historical Society
asks you i f  the spirit o f  the
occasion moves you. The game
is a multi-faceted arrangement
of good graphics, clever and
original plot and gameplay, put
together with what appears to
be highly competent program-
ming. I  have no reservations
about recommending you to
rush out to buy this game, it's
great.



Mercenary. I f  a  doo rway i s
darker than the surroundings, it
may be entered by centering it
on the screen and pressing fire.
If it  is shown in  outline only,
entering it  should still be poss-
ible with precise positioning, but
during the course of the review,
no-one managed to  do  this. I f
the door has a lock on it, then
some other means of entry must
be found. Another way of mov-
ing is possible by watching the
colour of up and down arrows
on your display. If either light up
green, i t  is  possible to  go  to
another deck in that direction by

pressing the plus or minus key.
The TS! is fitted with a robot

arm. This may be used to pick up
certain objects, which are thendisplayed in the hold. However,
objects may be fitted to walls or
may just be too heavy to carry.
The a rm is damaged i f  an at-
tempt is made to pick up certain
objects and remains unusable
until the TSI returns for repairs.
The arm is useful for more than
picking up objects for the hold.
Once some objects are being
carried, up to two of them may
be selected and brought back
out on the arm. If the TSI is in the

1 1111 F.1 I  1
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I didn't like the look
of this game at first
— to be honest, I
didn't like the look
of the length of the

Instructions. But, I  decided to
persevere and I'm glad that I didbecause Raise the Titanic turned
out to be an enjoyable game to
play. The graphics aren't much,
although the underwater sequ-
ence is very neat indeed, and the
music does tend to irritate, but it
is an unusual, and a somewhat
innovative, approach to a game
and one that works quite adm-
irably. I  would say that there is
plenty o f  depth to Raise the
Titanic, if you'll excuse the pun,
and tha t there i s  certainly
enough game to keep you happy
fore fair while. -

room at which it last entered the
wreck, pressing I  sends the
objects back to the lab for exam-
ination. Pressing theEkey sends
them t o  the accountant (who
sells them and reports to you in
the finance room). Finally, any
object in the grip of the arm may
be photographed. A  camera is
displayed at the top right of the
screen along with part of a roll of
film. A photo is taken by press-
ing the F key upon which the
camera flashes and one o f  the
spaces on the ro ll turns f rom
black to red. Once all six spaces
have turned to red, the fi lm has
been used up for that dive.

Other features of the control
panel include a sonar screen to
keep t rack re lative t o  buoys
launched a t  yo u r discretion.
They are useful fo r navigation
through t h e  ro o ms b u t  n o t
essential. Then there is a scan-
ner with  which you can check
the rough nature o f  the next
room. Again, usefu l b u t  n o t
necessary. Depth  a n d  p o we r
levels are constantly displayed
to the left of two large, yellow
oxygen tanks. These turn slowly
to r e d  a s  t h e  a i r  su p p ly
diminishes.

There is no time limit  to the
game so  long a s the  money
keeps coming in. The eventual
aim is to find where eight flot-
ation bags have been situated
and to activate them, raising the
ship by doing so. The automatic
vessel that positioned the bags
was faulty and their positions
are not known. According to the
instructions, most of the rooms
are in  their approximate posi-
tions i n  th e  rea l vessel and
almost a ll the objects were on
the ship's manifest. There are a
lot of puzzles to solve and peo-
ple to please before success is
likely. Raise the Titanic tries to
be authentic in approach and a
note in  the instructions points
Out that whilst this game may
seem in bad taste to some, it is
dedicated t o  the  bravery o f
those who died in the tragedy.

Presentation 80%
The icon driven system is
very easy to use

Graphics 84%
Although most of the
graphics are of reasonable
standard, credit must be
given for the effective,
original and clever image
enhancement effects which
also add to the atmosphere
of the game.

Sound 73%
Wierd music, decent effects
and LCP type warbling from
other characters, make this
department reasonably well
catered for.

Hooksbility 67%
This area suffers more than
most because of the unusual
and subtle nature of play.

Lastabflity 89
6
/0
No way this game wilt be
solved overnight.

Value for money 86%
If the idea appeals, the game
won't let you down.

Overall 88%
Very clever and original, but
it might not be everyone's
cup of tea.
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BOMBJACK
Elite, E9.95 can, 0 4 .9 5  disk, Joystick only

Oh dear ,  w ha t  a
complete and utter
mess. Playing the
arcade version o f
Bornbjack happens

to be in my top ten of 'fun things
to do', but, unfortunately, Elite's
interpretation i s  a w f u l  a n d
doesn't look, sound or play any-
thing l i ke  t he  or iginal .  T h e
graphics and music are awful,
the former being very fat — even
pregnant looking —  a nd the
lager being an incredibly poor
Jean Michel Jerre rip off It really
is all very inept and I didn't enjoy
playing Elite's Bombfack in the
slightest
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ed hero who has dedicated
his life to truth, freedom

and defusing bombs. Unfortun-
ately the inhabitants of his cosy
world are far from benign, and
their favourite occupation i s
hassling a n d  harrassing M r
Jack. Their touch is deadly and
contact w i th  a n y  o f  the m
snatches away one of the three
lives supplied for  his  super-
heroine activities.

In his  quest to  dispose o f
bombs, our  superhero is  fa r
from pa roc hia l ,  tra v e l l i ng
around the world to continue his
quest. There are five different
locations, each containing a
backdrop depicting a  famous
place. Each screen contains
twenty four bombs of the tradit-
ional 1bowling ball with a bit of
string on it' type. Whoever made
these explosive devices was not
exactly skillful, since they never
ever explode, no matter how
long they are lit.

Bomb disposal i s  Jack's
hobby a n d  t h e  l i ttle  c ha p
sproings around platforms on
the screens, gathering up the
explosive devices as he does so.
The little caped crusader can
leap into the air and move left

28 ZZAP! 64 June 1986

and right with a press of the fire
button and a push on the joy-
stick_ Bombs are collected by
travelling over them, and when
the first bomb on a screen is in
the bag another bursts into life.
It doesn't really matter i f you
don't run straight off and get the
active bomb, but i f you do a
bonus i s  awarded. Col lec t
twenty three bombs in the active
state and a  whopping 50,000
bonus points are added to your
score. Once all the bombs on a
screen have been collected, Jack
materialises in the middle of the
next exotic location.

Each screen consists o f  a
pretty scene with the bombs and
platforms overlaid. Jack can't
jump through the platforms but
he can run along them. He is
governed by all the proper laws
of gravity and if the miniscule
chappy takes a bound into the
air then he also has to fall down.
Repeated bashings on the fire
button cause him to drift down
at a slower rate. Pushing up on
the joystick while sproinging
skyward, puts the little sprite
into turbo jump mode and pull-
ing down with the fire button

Aarggh .
1 
W h a
t  
h a
v e

Elite d o n e ?
They've got the lic-
ence to a  brilliant
arcade game a nd

completely ruined the conver-
sion. F o r  a  star t  Bombj ack
himself has now become Fatjack
— he's far  too big, as are the
various meanies, and consequ-
ently the playing area is consid-
erably reduced_ I f  ther e a r e
meanies strolling along the top
platform i t ' s  i mpossi bl e t o
collect the bombs there — Fat-
jack is too obese to fly through
the gap between the  nasty's
head and the top of the screen.
The bombs are also huge and
don't fizzle any more, they just
flash. The  onginal  music has
been removed and now an aver-
age version of  a Jean Michel
Jarre tune thumps away. After
seeing the excellent Spectrum
version this is an immense dis-
appointment, I 'm sure the con-
version could have been far, far,
better than this.

held down curtails the  super
hero's sky flying activities.

This is all well and good but
there are evil creatures terroriz-
ing the little fellow. The first and

I've only played the
arcade version on a
few occasions, so I
can't really com-
ment on the quality

of the conversion, but even so, it
is obvious to me that it is graph-ically and sonically very inferior.
Not that it could be as good as
the original, but it could most
certainly be better than i t is.
Bombjack on the 64 doesn't play
too well, mainly due to the size
of the sprites — they are too
large a nd restrict deft  move-
ments. The game becomes very
frustrating to play because of
this, a nd  I  soon gave up  al -
together. The  characters a nd
backdrops a r e n' t  v e r y  w e l l
drawn either,  a nd the colour
scheme used makes the game
look bland_ Bombj ack coul d
have been better, but as it stands
it is rather annoying a nd not
very interesting to play.

most fundamental nas ty  t o
beware o f  i s  t h e  screen-
patrolling bird creature which
roughly homes i n  o n  y our
position. Luckily it moves slowly
and has a little brain which is
easily outwitted. Then there are
the robotic creatures who enjoy
a life cycle fed by kinetic energy.
The longer you spend on a
screen, the quicker the baddies
arrive. Robots appear in the top
left hand corner of the scene,
materialising in mid air with a bit
of an explosion to drop onto the
nearest platform. The mechani-
cal monsters trundle left and
right along their landing plat-
form for a while and then decide
to walk off the edge. When a
robot hits the ground the kinetic
energy built up during the fall
transfers the metal meanie into
an airborne creature that's all
the more deadly. Rotating balls
and vicious snails also zoom
around the screen trying to wipe
your hero from the face of the
game.

The nasties don't have it all
their own way, however. Every
so often a disk bearing the letter
'P arrives in the playing area
heralded by a continuous siren
wail_ Jumping through this
power pill immobilises all the
nestles on the screen and turns
them into smiling faces. Points
are awarded for leaping through
a disabled nasty, which is con-
veniently eliminated as you do
so.

A magic button with the letter
'E' emblazoned on it adds an-
other life to Jack's supply when
collected, and a Bonus button 'B'
adds points when collected and
increases the  value o f  sub-
sequent bombs gathered up on
that screen.

Presentation 62%
Nothing special, very few
options and little else.

Graph.= 56%
Porky sprites are the order of
the day, with average back-
drops for desert.

Sound 63%
Fair, if annoying at times

Hookability 60%
Easy enough to get into, but
not overly addictive.

Lastability 46%
Too frustrating and not
playable enough to maintaininterest.

Value for Money 40%
You could get nearly 100
plays on the real thing for the
same price, and it would be
more fun than this version

Overall 47%
A below average game and a
disappointing arcade
conversion.
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viously s t a r r e d  i n
Finders K e e p e rs ,  i s

back on the small screen with
the release of Spellbound. This
time the hero in a tin can is in a
spot of bother with his pal and
tutor. Gimbal the  Wizard. Th -
ough adept at his craft, the poor
magician is  getting a  lit t le  b it
senile as old age creeps up on
him, and as a result he made a
slight mistake in casting a rice
pudding improvement rune. In-
stead o f  having a  something
nice f o r  afters, G imb a l a n d
Magic Knight we re  zapped a
million miles and years away to
the mythical castle of Kern.

However, the tutor and scho-
lar were not the only ones to be
mystically teleported — a whole
bunch of characters were ripped
out of the space—time continu-
um and deposited with in  the
castle. Since none of the other
characters we re  rea lly o f  the
heroic type, Magic Knight decid-
ed that it  was down to h im to
place all the different chaps and
chapesses back in to the ir res-
pective times and homes.

There are eight other charact-
ers, including Gimbal, around
the place and  although they
won't actively come to MK's aid
— due to the lethargy induced
when they were warped across
mind staggering amounts o f
space/time — their help can be
obtained by clever interaction.
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As a result the different persons
within the Spellbound universe
have t o  be  looked after, and
without the correct intervention
it's all too possible to have one
of them go and die on  Magic
Knight. g a m e  ends if  this
happens.

Spellbound is  a  fu l l imp le -
mentation o f  a n  adventu re
within a n  aracde framework.
The joystick is used to move MK
between d if f e re n t  lo ca t io n s
whereas more complex actions
are achieved by a person/com-
puter interface known as Wind-
°vision. Pressing fire calls up the
first menu, and a llows access
through it's various branches to

a whole range o f  commands.
The system is wholly dynamic
as the commands available to
Magic Knight depend upon the
objects within his inventory. A
handy hand shaped pointer is
used in conjunction with up and
down to select a command and
fire selects i t .  A s  th e  po in ty
fingered p a w passes various
options they highlight. The main
commands available are those
found in any type of text adven-
ture: get, drop, give, take, exam-
ine, read and so on.

As any rea l person, Mag ic
Knight has t o  look a f te r h is
energy reserves. Using the exa-

I hAT'S
Sorrell( !

Spellbound is very good
indeed and it's something
of a surprise to see a game
of this quality appearing on

a budget label. Most
outstanding of all

Spellbound's outstanding
qualities is the game

design. Windovision is
about t h e  b e st  person  I

computer interface I've
seen yet, it makes such
prestigious releases as
Shadowfire and Enigma
Force look very clumsy
indeed. Quite amusing

considering the six pounds
difference in price. Though
the graphics aren't the bestto be seen on the
Commodore, they are fairly

effective and do the job
well. The theme tune is

potentially annoying but
that doesn't matter as long

as you've got a volume
control on your TV set Next
time you're set to fork out
ten quid for a game, take a
look at Spellbound first as

you may find yourself
saving an awful lot of

money.



Spellbound is the best
Mastertmnic release to

date, and puts a majority of
other, more expensive
arcade adventures to

shame. It's a doddle to get
into and although it's

difficult it isn't frustrating.
The Windovision system
looks quite complex with
so many commands end

menus, but it is surprisingly
easy to use and works

extremely well. Despite
adequate graphics and

sound, Spellbound is very
neat indeed and worth

every penny of the
ludicrously low asking

price.

mine command upon h imself
results in  a  fa irly detailed re-
sume o f  h is current state o f
health. His physical state also
affects how many objects he can
carry — picking up an artifact
when i n  a n  exhausted state
causes the 'TOO HEAVY' mess-
age t o  appear. A l l  th e  other
characters have their own ener-
gy status and MK must also look
after them. With their wits dim-
med by teleportation, the poor
souls don't even know when to
sleep, it's up to MK to tell them.

The castle itse lf  i s  a  fa irly
interesting sort of place and is
displayed a s a  series o f  fl ip
screens as our hero heroically
bounds between t h e m.  Th e
screens are  labelled t o  make
them easier to remember, and
there's seven fl oors t o  castle
Kern. To get between them a lift
must be used and the comm-
ands needed to manipulate the
lift pop into the window when
appropriate. Neat, eh?

To complete the game Gimbal
must be rescued from the king of
the castle who is holding h im
and then the senile sage will be
able to bestow upon the player
the happy ending he deserves.

'inks 80%
pleasa'
,i in co'

ookabillity 93%The arcade elements
.;1 nediately hook any
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The US Rapid De _ _
1  e n tForce must mkt, Sov t
captured orltkites In Saudi

ArabBaltic 1985
West Germans inv e  East
Germany in an a p t  to
free West Berlin.

Where mil be th
frontline encounter in this
titanic struggle bfatween the
opposing philosophies of
East and West in the battle
for supremacy Over the
destiny of the r a c e _
An absorb, , s tudy  in the
form of rglp playing wargarr
that sr/nitrate with frightening
realiVhe continuing fine
polt&a/ and military balance

this our 20th century.
'our part, make the
decisions that might
the destiny of future
generations, Van&
appearance of the 21
century.

Germany 1985
NATO forces must r
Soviet invasion of We
Germany.
RDF 1985

Germany 1985

F 1985

Baltic 1985

be the end of civi l isat ions we know it?

WHEN SUPERPOWERS COLLI DE

• • •  • • •  •

•
•  •  •  •

STRATEGIC SIMULATIONS INC

Transatlantic
3 I M E L M 1 0 1 1 1 5  Transatlantic Simulations, Unit 10, The Parkway Industrial Estate, Heneage Street, Birmingham
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•••o n ' t  get any ideas about last month's ZZAP!
,%. Challenge. I  might not be sthuper with a'%

joystick but nobody would le t me play
Germany 1985, Oh, and as for me being an
Atari snob e r  well, it's true to the extent
that I own an Atari ST but the main reason for
that is I do a lot of word processing at horne
and I find this to be the ideal machine. I can't
afford an Amiga. Anyway, I can play A Mind
Forever Voyaging — the  best game ever
written. There, I've defended myself. Like it or
lump it. So what if I'm not the most photo-
genic person in these hallowed pages — at
least I don't wear young girl's nighties

Anyway, why should I worry? I'm happily
destined to  oblivion writing this column
every month and don't need to prove it by by
boosting Julian's ego in the Challenge. After

that horrifically mind-numbing ordeal, I  toyed with the idea of
running a  strategy challenge but decided i t wasn't feasable.
Nevertheless, it would be interesting to hear from any of you who
have played a  campaign based on your favourite computer
wargame. It might prove helpful to people still struggling with the
game to read how more experienced players won their battles. If

• anybody out there is interested in having their greatest military
achievements chronicled in ZZAPI Strategy, let me know. There's
probably more than fame involved

A n a

DOOMDARK S REVENGE
Beyond, €9.95 cass, keyb o ard  only

Luxon t h e  M o o n p n i n c e  s t a n d s  i n
Nonth.the Mou n s  ntai o f  C a n i n a l )  L o o k i n g
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highly succesful Lords of
Midnight, Beyond ha v e

released that epic game's succ-
essor. Larger than the original
that inspired it, this game boasts
6144 locations, 48000 screen

RoCKFoRD'S
KEVEN4 Qrg

views, 128 characters and as
many objects to  collect. The
game is set during the period
after the destruction of the Ice
Crown and all that it stood for by
the young hero, Morkin. He

meets Tathirel the Fey, daughter
of the Lord of Dreams and falls in
love with her. Arrangements are
made for their wedding.

However, a new force of evil is

STRATEGY

afoot. Shareth the Heartstealer,
daughter o f  Doomdark a nd
Empress of the Frozen Empire
kidnaps young Morkin i n  a n
attempt to eliminate Luxor and
bring about the destruction of
the Land of lcemark, which lies
to the  north o f  the  Land of
Midnight. Enough of all these
capitals. Suffice to say that your
quest is to guide the forces of
good to victory over this evil
cradle snatcher.

For those three or four people
unfamiliar with the  layout of
these games, play i s  totally
keyboard controlled. You may
see through the eyes of Luxor,
Tarithel, Plorthron o r  Morldn
himself (but only once he has
been freed from Shareth). Sin-
gle keypresses can select a diff-
erent viewpoint, move the sel-
ected character to a new loca-
tion, select a new character to
play o r  examine situations,
armies and people and choose
between listed options when
various situations arise.

The idea is that by guiding
characters and armies to  the
right places at the right time, a
victory over the enemy may be
incurred, Thus the game is a
hybrid of adventure and strate-
gy. Screens are a mixture of text
and graphic displays. The text is
a neatly  defined 'American
Uncial' style script whilst the
graphics take the form of simp-
listic but effective, four colour
views of local terrain and any
distinguishing features. Thi s
simplicity is far from surprising
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Ta r t i t h e L  othe. F e y  s t a n b s  n  t h e
P L a i n s  o f  T h i l b n e o n  L o o k i n G  E a s tto the City or Inopthopo.

STRATEGY

considering the number of loca-
tions and viewpoints crammed
into the program.

One o f  the more interesting
aspects o f  presentation is that
whilst a well presented instruct-
ion booklet is supplied to teach
you the mechanics of the game,
you have to listen to a specially
recorded audio cassette to fully
understand the plot. The cass-
ette is  prepared rather like  a
radio show with narrator, main
characters, a few sound effects
and incidental music played on
synthesizers. T o  te ll yo u  th e
truth, it's all rather amusing. The
narrator reminds me o f a tele-
vised sa t ire  o n  Shakespeare
which was full of 'Twas a dark,
dark night, that cold and dark
night. Dark and cold it was '
Everything is 'dark of hue' ins-
tead of black or 'soft of melody'
instead of wimpish. Good, atm-
ospheric stuff, eh? The narrator
sounds like  a  Spitting Image
Lawrence Olivier (shame about
the lack of a Gielgud sound-alike
though). This is fun. I've always
wanted to write record reviews.

Rich string sounds ooze thro-
ugh the eight track with all the
atmospheric authenticity o f  a
Fender Stratocaster screeching
through a primordial mist. The
characters come from the Aww-
fully Jolly School Of Acting and
sound as i f  the ir involvement
with the tape has been slotted in
between addressing Young Ari-
stocrats Against Wo rk and  a
good n ig h t  a t  Stringfellow's.
Prize for most sincere perform-
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ance must however, go to  the
anonymous creature who intro-
duces each new chapter in  the
story. His voice constantly threa-
tens to induce catatonia in  the
listener. I t 's to ta lly devoid o f
enthusiam, character o r  any-
thing else for that matter. Great
fun.

But back to the game. Once
you've suffered th rough t h e
tape, you can get down to play-
ing what soon appears to be a
compulsive game. Wh ilst  any
particular location might not be
that interesting, the sheer scope
of the game soon comes over
and the difficulty of the situation
becomes evident. No  doubt a
good deal o f  book keeping is
necessary if  all four characters
are t o  b e  used t o  t h e  best
advantage.

The sophistication of the plot
is a considerable improvement
on Lords o f  Midnight. Who le
armies exist for you to convince
of the just  cause facing your
forces and responses are always
inpredictable. Th e  despicable
Shareth wi l l  be  trying t o  lu re
them to her side in order to bring
about the early demise of your
forces, so beware. The charac-
teristics of these armies' leaders
are a lso  varied. Even i f  they
agree to join you, they may turn
out to be cowardly, treacherous
or perhaps show a modicum of
intelligence o r  bravery. O n ly
trial and error will reveal who
are worthy allies.

These features add depth and
tension to a well devised back-
drop, do you approach an un-
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known force, knowing that if  it
chooses t o  attack yo u ,  yo u r
forces may we ll be caught off
guard? Can you risk making too
many enemies? The nature o f
this epic venture is such that
only considered and varied play
will bring about a fu ll victory.
Victory itself may be achieved to
different degrees. The simplest
victory is that of the freeing of
Morkin. Greater victories result
from bringing more characters
safely back t o  t h e  Gates o f
Varenorn. Shareth w i n s  t h e
game outright if she kills Luxor.With h is  death, a ll i s  lost. I f
Morkin dies, Luxor's strength
will diminish becase of the grief
for his loss. The only chance for
victory wil l  then be to destroy
Shareth for good. How to do this
remains to be descovered but it
is possible.

Doomdark's Revenge i s  a
worthy successor to the cleverly
devised Lords of Midnight and is
a must for fans of the original
despite the gimmicky and pret-
entious (bu t  funny) sto ry o n
tape. The inclusion o f  a  save
game feature was a wise move
and to  take both cassette and
disk users in to  account wa s
better yet. Mike Singleton sho-
uld be justly proud of a truly epic
series of games. What the game
lacks in aesthetics, it more than
makes up for in terms of depth,
playability a n d  a tmosphere.
Better yet, the game stands on
its own feet. There's nothing to
be gained f rom having played
the original except knowledge of
the bare game mechanics and
those are easy enough to  pick

up. Treat yourself to this game
and begin your own saga — but
beware of the night!!

Presentation 87%
Pretty good. Shame about
the gimmicky tape though.

Graphics 60%
Necessarily mediocre. Not a
reflection of the game's
overall quality.

Instructions 90%
Everything you could want to
know about playing but
never dared ask.

Authendcity  93%
Characters respond
according to the dictates of
the environment.
Atmospheric and realistic
play results from this well
thought out aspect of the
game.

Playabillty 96%
Even if you're on the wrong
track, the freedom for
experimentation is another
one of the game's strong
points.

Value for money 95%
Oodles of game for the price

Overall 95%
An addictive and compelling
episode to a great saga,



The Archcn arms race — Chaos and Order prepare for bathe.
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the Master of Order batt-
led with  the  Mistress o f

Chaos in the days of Archon. The
old wellsprings o f  mag ic a re
now failing and a new breed of
wizard, the Adept has emerged,
Controlling previously unsum-
moned armies o f demons and
elementals, they have forced the
age old war to take a new turn.
The battlefield of the new age is
displayed on  the  screen as a
diagramatic representation o f
the four elements, earth, water,
air and fire. Each one is shown
as a  different coloured band
surrounding the latter. Just to
complicate ma t te rs,  mid wa y
along each o f  the  horizontal
bands representing a ir are two
black areas. These a re  voids.
Their importance to  the game
becomes re levant la te r.  S i x
power p o in t s  m o v e  a cro ss
corners of the board during play.
Controlling these is imperative
because they supply the energy
necessary for the adepts to use
magic and fight, the only means
by which one can win the game.

Each side has a citadel in their
half o f the Earth section. This
remains vacant throughout the
game except when one side or
another casts the  Apocalypse
spell ( t h e  consequences o f
which are dealt with below). At
key points across the  board,
higlighted magical strong pointsexist. These must be controlled
to ensure a constant supply of
magical energy. The four adepts

each side possesses are identi-
cal in appearance but each one
is particularly suited to  one or
another o f the elements. They
may magically transport them
selves anywhere  across t h e
board but operate best in their

'

-
7
M
=

e ,
mit-

-
s
v
i
r

- -
. 1
-
6
4
1
F
r
a
T i
g
r

–

• •  a  a  8%
.

*

tory); Hea l wh ich  brings any
wounded adept or creature up to
full strength; Weaken wh ich
does t h e  opposite b u t  o n ly
works o n  creatures; Imprison
which incapacitates any crea-
ture; Release sets the imprison-
ed character f re e  (continual
imprisonment o f  a  character
causes a  constant d ra in  o n
energy so setting a prisoner free
is necessary a t  some  point).
Banish may be used to eliminate
any summoned creature. Finally
there's t h e  Apocalypse spell.
This sets the showdown for the
two sides by pitting one adept
against the other inside a cita-
del. In the main, this is used to
finish off a depleted army or as a
desperate last stand.

The monsters vary for each of
the two forces. Both sides can
summon demons, The jugger-
naut i s  a  demon ic missile ,
invulnerable to  everything ex-
cept the song of the siren (one of
the creatures o f  chaos). Th e
wraith feeds on the life force of
its opponents and remains invi-
sible for most of the time. The
Gorgon kills its victims by incr-
easing degrees o f  para lysis
whilst the deadly chimera brea-
thes fire, snorts poison gas and
stings like a scorpion.

Creatures o f  chaos a re  the
behemoth w h o  wh i ls t  be ing
slow, has a  punch like  Julian
Rignalrs (see AU API 13's cover);
the siren, who's haunting voice
whittles away he r opponent's

4 1 1 1
1
0 r 0 0
1

A skirmish in the elemental plane of fire_ And chaos ',erns to be
doing very well thankyoul

own areas.
Each adept can also draw on

an arsenal o f spells. These are
Summon (which calls upon one
of a selection o f creatures that
may be placed anywhere within
the summoner's elemental terri-

life force (a /a Tina Turner); the
Wit— a portable whirlwind and
a firebird whose weapons and
armour consist o f  a sphere o f
flame. The creatures available to
the adepts of order are the giant,
a Liddonseque rock thrower; the
kraken, a gigantic octopus; the
thunderbird, an airborne missile
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A R C H O N  I I :
A D E  P T

launcher and the fireball fi ring
salamander.

Most of the game is played on
the stra teg ic b o a rd ,  wh e re
adepts and monsters are mani-
pulated to  control most o f  the
vantage p o in t s .  S u mmo n e d
monsters mu s t  stay t h e  th e
territory they were summoned
from or move into the adjacent
square in the next element. They
are always stronger in their own
squares however. Th e y ma y
move as far as they like until
they encounter an enemy. When
this happens, t h e  contested
square expands to the full size of
the screen, complete with  suit-
able terrain. The opposing icons
are then plunged into combat,
each taking advantage o f  i t s
particular weaponry. A t  t h e
sides of the screen each icon's
life force is displayed as a bar
which decreases as wounds are
inflicted. After either icon uses
its weapon, there is  a  pause
whilst power is generated to use
the weapon again. The end o f
this interval is indicated by a bell
tone — low tone for chaos and
high tone for order. The battlecontinues until one of the crea-
tures has been eliminated.

There are, as you migh t ex-
pect, complications. Th e  t wo
Void squares are the only places
where magic energy supplies
always exist but magic does not
actually work in them so they are
difficult to  control. Spells have
maximum and  min imum stre-
ngths and the amount of energy
required to cast them is shown
during the spell selection pro-
cess. The power with  which a
spell is cast, affects the outcome
as a result of this.

The game also has its proh-
lems. It is best played as a two
player game. There are no skill
levels and the computer is such
a good player, an awful lo t o f
practice i s  required before a
victory may be gained against it.
Then there's the question of the
apocalypse spe ll.  N o  ma t te r
how well the game is going for
you, if  the other side uses this
spell the outcome of the whole
game depends on which player
is better with a joystick over the
next few seonds. The game can
end too abruptly without rewar-
ding good strategy. I n  a  two
player game, I  suggest yo u

reach an agreement with  your
opponent not to  use th is spell
during play.

However the latter point also
brings me to my main criticism
of the game as a strategy and myreluctance to  review it  in  th is
column. Ultimately the outcome
depends on the joystick profici-
ency of the player. An opponent
may be banished by magic if a
direct encounter is undesirable
but the cost in magic is too high
to allow this form of defence to
be used frequently. Worst still, it
does not affect adepts and they
are always the most powerful of
adversaries. The game is signif
candy more complex than Arch-
on I  but I feel that it  is not an
improvement. It is a demanding

%Jame which works best as a two
player contest. With two joystick
junkies hammering away, n o
doubt a great deal of fun could
be had. Unfortunately though,
the game is still flawed.

Presentation 83%
Good packaging and manual
coupled with useful game
options and layout.

Graphks 72%
Animated icons and a few
pretty finishing touches.

Instructions 80%
A well documented and
easily accessible game.

Authenticity  N /A
There's no precedent for
rating this feature.

Playablitly 68%
Unless two compatible
players get to grips with the
game, you're going to find
the war both short and
unsatisfactory.

Value tor money 79%
Not unreasonable for the
type of game.

Overall 78%
Though flawed and
somewhat contrived, it could
prove to be an interesting
alternative (but not an
addition) to the original.

STRATEGY
THE FORCE
Argus Press Software, €9.95 can, Joystick only
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unusual approach to stra-
tegy g a min g  i n  t h a t

instead o f  b e in g  a  mi l i t a ry
commander in  charge o f  win-
ning a  battle against an easily
identifiable foe by the process of
elimination, the player's task is
to run  a  town's constabulary.
This presents far more of a chal-
lenge to the player as the police
are a peaceful force in a gener-
ally peaceful society and  the
'enemy' is not easily observable.

The supposedly typical town
of Middletown has been created
as the backdrop for the strategy.
It has many of the features and
similarities of a small city, com-
plete with urban, suburban and
residential housing; centres of
entertainment; industria l esta-
tes a n d  t h e  unfortunate b u t
realistic run down, underdevel-
oped areas. Midd le town a lso
has its own airport. Across the

town are  four police stations.
Each h a s  i t s  o wn  part icu lar
equipment and type of policing
and your job  is  to  effectively
control a rid  co-ordinate these
four stations with  the  a im o f
keeping d o w n  c r ime  wh i ls t
simultaneously creating a good
community atmosphere.The individual tasks include
VIP visits via the airport, meet-
ings of all kinds, marches, foot-
ball matches (the town has an
aspiring team who are climbing
the league, though there has
been n o  trouble to  date) and
traffic control. Such tasks are
incorporated into the daily rou-
tine o f  making sure there are
enough forces available during
the day's three shifts and, o f
course, throughout the week.

Gameplay is fairly straightfor-
ward as the whole simulation is
icon driven. An overall view of
the town may be split into any of

A display of land use in the
area covered by your four
stations.

A pictorial view of one
station's territory. Note the
Shift markers and icon store

at the bottom of the screen.
Deployment is handled from
screens like this.
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STRATEGY

MEM1  U 2E l  h  It
Oh dear _ So me th in g  of a
crime stricken area. The
shaded diagrams represent

four more localised views, with
a police station at the centre of
each. These are shown in  pic-
torial fo rm during the deploy-
ment of units_ They may later be
viewed as collections of colour
coded icons wh ich  sh o w the
crime level there. The lighter the
colour, the higher the crime rate
in that area.

Units are deployed by select-
ing the icon for the type of unit
you want afoot, motorised etc)
and positioning it over the area
that needs covering. The diary
for the week ahead needs to be
checked wh ilst  deploying fo r-
ces. Any units selected to police
the events in the diary have to be
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recent crimes; the lighter the
shade, the more serious the
crime rate.

taken f rom the correct station,
day and shift. The computer will
not allow for error here_ A mes-
sage window at the bottom of
the screen te lls you h o w the
events go and o f  any other cr-
imes tha t  happen during  the
week.

The statistics f o r the  week
may be examined to  help you
devise a strategy for the coming
week and to meet the changing
requirements of each area under
your control. At the end o f  the
week a mini-arcade section puts
you i n  contro l o f  t h e  tra ffi c
computer. A s  cars and trucks
move along a  perimeter road
and venture towards the centre

of the city, you have to ensure
that everything runs smoothly.
To change a set of lights, a cur-
sor is moved over a set of lights
before pressing the fire button.
This changes the direction pri-
ority of the lights until the button
is next pressed_ This part of the
game only lasts for a minute, so
speed and accuracy are essen-
tial for maintaining a good traffic
control system. After th is has
been completed, a message tells
you h o w  yo u ' re  d o in g  a s
Superintendent.

Whilst Argus Press have taken
an original approach to  a stra-
tegy game, there are problems.
Three manua ls a re  supplied
with the game — one is a local
information guide, another is a
training ma n u a l  suggest ing
strategies and guidlines for the
many problems that might arise,
and the  last manual explains
how to  interact with  the com-
puter_ None of them are particu-
larly g o o d ,  t h e y  constan t ly
stress the difficulty of the situa-
tion but offer little in the way of a
coherent guide to play. Strate-
gies are expounded with  rea-
sonable detail, bu t  the actual
instructions for play are sloppy,
unclear and incomplete. No pro-
per explanation for the meaning
of some of the icons appears, for
instance_ A first time player will
not g e t  in to  th e  game  ve ry
quickly.

The screen layout is good —
it's bright, informative and intel-
ligentiy constructed, b u t  t h e
pointer is a little jerky for easy
control, sometimes speeding up
or slowing down (and it is occa-
sionally necessary to  be accu-
rate and fast when using it). The
traffic control section appears to
be an excuse to add variety to
gameplay without any consid-

eration for the internal logic of
the game. It is supposed to rep-
resent changes to the program-
ming of the traffic computer, but
even if a Superintendent had to
be a qualified programmer it is
unlikely that he would need to
implement changes in real time_
Another approach ma y  have
been better in this case.

These a re  however, sma l l
niggles. The real problem with
The Force is  tha t  there isn 't
enough game there. Whilst it's
subtle to have an 'unseen ene-
my', what results is very abstract
play consisting o f  n o t  mu ch
more than shoving a few icons
around a  screen_ I  sometimes
felt that it was rather like shoot-
ing in the dark. Granted, this is
where t h e  challenge i s  sup -
posed to lie but it's all too much
of the same for me. There are no
logistics to consider, no shape to
the course o f  the  game and
never a n y  obvious signs o f
progress.

There i s  n o  precedent b y
which to  judge the authenticity
of the game and I would give
Argus the benefit of the doubt
and say that i t  appears t o  be
realistic. However, i t  must  be
remembered that the simulation
is a microcosm of a conflict of
sorts that is still going on around
us. There are no historical notes
or papers o n  policing i n  the
eighties. I remember the authors
who published books about the
Falklands war before the conflict
had even been resolved. The
real situation in this case has not
come to  its conclusion as yet
and therefore it is quite difficult
to judge any kind of conclusion
in the game in  terms o f com-
parative success or failure. You
are only left with extremes. I, for
one, am unsatisfied.

Presentation 81%
Good screen layout and
packaging.

Graphic' 75%
Workable and clear but
nothing outstanding.

Instructions 62%
Plenty of them, but confusing
by their omissions in places.

Authenticity 79%
Hard to judge but certainly
flawed by the traffic control
section.

Playability 64%
Hard to get into at first.
Simple but monotonous
later
.
Value for money 67%
About as much as you could
ask for the game.

Overall 68%
Interesting subject, but the
game fails to live up to
expectations.
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Snow reviewed last issue,
was fi rst  released some

time ago but has only just been
reincarnated in the Transatlantic
Simulations format. The game
comes packaged in a slim disk
folder and contains a  fo ld  out
rules sheet and the game itself.
The game, as its title suggests,
concentrates on the North Afri-
can campaign in  World War II.
Although there are solitaire and
two p laye r options, y o u  a re
restricted to playing axis forces
during solo games.

The system uses true hexag-
onal movement, with all actions
by either side taking place in a
series o f  clearly defined seg-
ments, each of which are further
divided into the required num-
ber of phases. SSI pay a great
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deal o f  attention to  the  most
successful board game formats
and this game is typical of their
'traditional' approach in  game
mechanics. Units are given stan-
dard identification markers and
range in  size  f ro m Corps t o
Regiment. Supply for the units
on both sides is dealt with by a
series o f  depots available t o
specific forces. Depots may be
captured during the course o f
the game.

The rules are fairly complex,
not so  much in  te rms o f  too
many rules, but the implications
of the rules themselves. Move-
ment, supply, morale and var-
ious o ther factors have been
considered in  great depth and
the status of individual units can
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have a far reaching effect as a
result. One thing is for certain,
Knights o f  the Desert is not a
game f o r  t h e  inexperienced
(unless t h e y  h a ve  part icu lar
patiencel. A  game cou ld  b e
played after just a few minutes
of reading through the rules, but
many of the effects would not be
understood by any player who
was not very experienced.

There are six scenarios and
each u se s  SSI 's predictab ly
complex, but authentic, victory
point system. Again, following
the example set with  previous
SSI games, the player is provi-
ded with an order of battle list-
ing along with charts for combat
losses, a ir losses, combat risks
(loss modifiers), defender odds,
combat operation chart, morale
modifiers, unit cadre table and

an airpower table. Not that any
of these are essential t o  p lay
(though they can suggest strat-
egies by themselves), but SSI's
attitude towards the people who
play their games is an extremely
healthy one_ By providing the
tables, they allow dissection and
examination of their own game
design philosophy. A  pleasing
addition that would be welcome
from other manufacturers.

Although th e  game i s  hex
based, it  would not have been
prohibitive to include a joystick
handling routine. The use of the
keyboard to the exclusion of any
other input devices makes play
than perhaps i t  should have
been, A lso ,  wh i le  the re  a re
plenty of rules, they are a little

unfriendly and  when  reading
through them, I had the feeling
that SSI expected to be dealing
with a converted audience and
therefore ignored the beginner
who may be struggling to get to
grips with  the concept o f  war-
gaming. This shows just a slight
hint of elitism which isn't really
necessary.

Play proceeds at a rather slow
pace throughout a n d  t h is  i s
mainly due to  the attention to
detail from the rules system. It
appears to be accurate and that
is never something to be under-
estimated (though th e re  a re
complexity levels and optional
rules). But one of the best parts
of the game lies in the packag-
ing. The fold out rules booklet
contains a n  h isto rica l e ssa y
called 'Brazen Knights and Blaz-

ing Sands' which, despite the
dodgy t it le  and a  pretentious
land dare say it, warped) intro-
duction, turns out to be a fasc-
inating account o f  the  North
African campaign from the suc-
cessful, but unsung, heroes ofWavell and O'Conner who ham-
mered out a crushing defeat to
the Italians for the bungling but
popular Montgomery. Through-
out most of this time Rommel, of
course, gets a  fa ir amount o f
attention.

To anybody concerned withthe historical context o f  the
game, the notes provide a cohe-
rent a n d  essential reference
work. Not many computer war-
garners have a  vast library o f
military history and fewer still
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would be aware of some of the
circumstances surrounding the
campaign. I n  contrast t o  the
rules, the historical notes pro-
vide an entertaining backdrop
which, despite th e  necessary
brevity and  the  fact that the
campaign covered many engag-
ements over a couple o f years,
remains highly informative.

Really though, the game has
little new to offer and US Gold
themselves have now released
enough games to provide rea-
sonable alternatives — many of
which a re  superior. PSS a re
almost ready t o  release the ir
own more limited but attractive-
ly simplified Tobruk and CCS
may be converting their super-
lative Spectrum wargame, Des-
ert Rats. Experienced garners
with an interest in  the period
should fi n d  everyth ing t h e y
could want in a simulation of the
era from Knights o f the Desert.
For everyone else, I would rec-ommend other choices before
buying this game. It puts a lot of
demands o n  t h e  p layer and
gameplay and  aesthetics a re
beginning to  show the ir age.
However, it remains a challeng-
ing and authentic game of the
period, and for the price it is very
reasonable.



rrs
ESERT.
IAMPAIGN OF 1941-43

P I S S O M a t i O n  7 6 %
The fine printing makes the
instructions and notes less
fun to read and the screen
display is a little above
average.

Graphka 80%Good use of unit markers and
legible display.

Instnictions 65%
Everything's there, but with
very few explanations of the
concepts used. The historical
notes are better.

Authentkby  86%
Despite the poor
presentation, the mechanics
seem to be well designed.

PlayabInty 70%Not tor the uninitiated.

Vakse for money 77%
Is authenticity worth the lack
of playability?

Overall 79%
Yes, if you're the patient
type.
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this column, I 'm a great
fan of role playing games

as well as wargames. The two
have a lot in common. In fact the
very fi rst  RPG, Dungeons and
Dragons was conceived as a one
to one wargame. The more pop-
ular RPGs often have sets o f
wargame campaign rules pub-
lished a s  expansions t o  t h e
original game. Computer RPGs
are often set across a backdrop
of war or political intrigue. In the
conventional marke t  t h e  t wo
types of game have begin to co-
exist very closely, despite initial
reservations by many hard core
wargamers.

Slowly, computers and ro le
playing are becoming more clo-
sely merged, although the the
potential of combining the two
hobbies has never yet been fully
realised. No  matter how good
the computer RPG is, hardcore
role players st ill take pains to
point out the inherent simplicity
and limita tions o f  a n y game
restricted t o  64K o r  sligh t ly
more. There is a degree of logic
to th is —  after a ll,  the  most
powerful computers would have
difficulty p ro v id in g  a l l  t h e
options open to a conventional
gamer due to the necessity for

complex Al routines. The one
advantage of computer RPGs is
that they provide an excellent
medium for the solo gamer.

There are more down to earth
problems as well. Both hobbies
are expensive. We all know that
setting up a powerful Commo-
dore based system can cost the
better pa rt  o f  three hundred
pounds. I f  you were to buy all
the official Dungeons and Dra-
gons rules material, the  cost
would probably be higher. With
computers, you then have the
problem of expensive software.
With conventional games you
have the cost of dice (which is
obscenely high) and miniatures,
and a  host o f  other optional
extras. Consequently, there is
little crossover between the two
hobbies.

And yet they can benefit from
each other tremendously. The
computer could be used as an
expert system which could do
much of the hard work normally
left to the referee. Or it could act
as a database, a quick reference
guide for the referee. The com-
puter gamer could find himself
with more advanced and fulfill-
ing games where social inter-
action could begin to play a part.
The popularity o f  both adven-

ture and strategy games tends
to suggest that a lot o f people
would be interested.

Play by mail games are the
only area where the computer is
extensively used to provide the
players with a gaming environ-
ment and a detailed rules sys-
tem. The player can therefore
express what he wants to do in
the g a me  withou t  becoming
bogged down in the mechanics,
simply because he is not made
aware of them. Multi-user dun-
geons work in a similar fashion,
but they are more complex  still
because the player needs to be
able t o  in te ra ct  w i t h  t h e
computer.

While the long lived CBM64 is
unlikely to be capable of running
a MUD system, using i t  as a
powerful referee's aid is easily
within i t s  capabilit ies. Ne x t
month, Michael Jampel will be
reporting from a wargames con-
vention that took place in Lon-
don, where several games were
moderated by computers with
no more ability than the Comm-
odore (in fact one computer had
far less capabilityl. And I  will
outline p lans f o r a  computer
moderated ro le  playing game
where you can get involved. See
you then.
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Sadly, only a few entries for the
Design a Droid comp have so far
arrived in ZZAPI Towers. so we
haven't scampered o u t  a n d
commissioned L u d lo w Dro id -
smiths to knock up a few proto-
types iust yet a l t h o u g h  by the
look of the first few entries we
could b e  on to  a  good  th ing
here

To ce lebra te  the imminent
departure o f  the  o ld  working
practices amongst the  ZZAP!reviewers —  wh o  have been
thoroughly scared by the threat
of new technology presented by
last rnonth's competition — we
held a little celebration. For the
last time ever, a monster order
for samies, trifle, chicken legs,
sossie rolls and pork pies was

laced with the the purveyors ofodstuffs and everyone
was invited round for a boogie.

The party went with a swing —
even th o u g h  t h e  o l d  t y re s
hanging f ro m th e  ce iling  o n
chains were specially removed
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for the occasion. And to record
the event for posterity, an ace
lensperson patrolled the party
snapping away. taking candid
shots o f  all the guests — who
included none other than gor-
geous pouting softwarehouse-
person Flathead A n d y  f ro m

The broad expanse o f  back
dominating th e  picture repro-
duced here belongs t o  none
other than Graeme •Zaphocr

- d ,  ed itor o f  ZZAPIs sister
publication. CRASH, while in the
background A rt ro o m p e rso n
Gordon Druce watches the pro-
ceedings in  a  cool and casual
_ - - - - - - - - - - - - - -
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manner from behind a  cup of
Old Flatulence Bitter.

Andy, showing h is true star
potential, spotted the paparazzi
lensman across the room and
struck his special pose, winning
smile and all for the camera.

What we want you to do, dear
readers, is to  come up with  a
suitable caption for th is group
shot of household names (on a
par with Vim and Brasso) at play.
Sender of the wittiest caption or
funniest wo rd s  f o r  Flathead

Andy to utter wins their choice
of 128 starter pack or C64/1541
as we ll a s a  ZZAPI Ha t  and
Sweatshirt. S ix  mo re  caption
writers wi l l  co llect the ir very
own Hat and Sweatshirt ensem-
ble, tastefully adorned with the
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SUBSCRIBE TO

FOR A  Y E A R S
WORTH

OF GAMES INFO
AND FUN

As a subscriber to ZZAP'.  you qualify for  large future discounts
on selected games. AND by using your subscriber code number,
you also qualify for  the regular, standing discount on software
purchased through ZZAP MAIL ORDER!!

•  POZZAP! 64 SUBSCRIPTION

Yes, I want to subscribe to ZZAPI 64 for one year

Name
Address

P o s t c o d e

I enclose a  cheque/postal order fo r E15.00
made payable to NEWSFIELD LTD.

ZZAP! SUBSCRIPTIONS, 1-2 King Street,
Ludlow, Shropshire SY8 1AQ

no
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Okay, you've been great, wonderful,
helpful — now we know how much of the
real thing you drink, how many 7s go up
and loads of Other useless bits and bobs. On
the Other hand, we've learned some
interesting facts about what you, the
readers, think of ZZAP! 64. It's been a bit of
a rush getting all the forms collated, so
rather than wait for the thousands to be
processed, a great, wonderful, helpful GarySumpter 0-Based himself close to
extinction to process a representative (as
they say in all polls) selection of 500 forms.Here are the answers.

Right, to kick off with, we asked you how
many of the last ten issues of ZZAPF you
bought, Of course we know you bought
them all, but our representative selection
told us that 7% bought less than 3 of the ten,
15% lashed out for 4 or 5 issues, 25% waded
into between 6 and 8 issues, while 52%
bought 9 or 10 issues. Well done the 52% —
keep up the good work!

Always an iiiteresting fact for publishers —
how many people who do not actually buy a
magazine, nevertheless read it by
borrowing someone else's copy. In the case
of ZZAPI The average came out at 3.5
readers for every purchased copy, which
means that with ZZAPs last audited figures
for the July/December 85 period of 42,973,
we have a total readership figure of 148,256.
In fact the highest number of borrowing
readers anyone offered was 12, (Publishers
message— listen you 12, go and buy your
own copy)!
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Another one for the publishers— how do
you buy your copy, by subscription,
reserved or delivered by a newsagent, or
over the counter? This held few surprises,
as 17% are subscribers, 29% reserve a copy
and 54% buy it over the counter.

11111• •
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Next we asked you what other computer
titles you buy regularly. In the popularity
polls Computer & Video Games game Out
tops. Close behind was Commodore User
followed by Your Commodore. The fourth
place was taken up by a host of other titles,
leaving Commodore Horizons in fifth place,
Computer Gamer in sixth, Popular
Computing Weekly in seventh, Commodore
Computing International in eighth place
and Popular Computer World in ninth place.
After that the listings became meaningless
in percentage terms.

1
1
W
1
1
'

To the question asking whether you intend
buying another computer in the next six
months, came the reply YES 89%, NO 11%
Sounds healthy for the hardware people

Okay, onto the interesting visceral bits.
Moving onto ZZAPI itself, we asked you to
give marks out of 10 for 20 main headings in
the magazine, thus indicating a preference
for the sections. Here we go then, in
traditional chart run down reverse order.
Bottom of the list (gasp, shock horror) in the
number 20 slot came Compunet (there's
obviously communication philistines out
there)! Shadow Spiel followed up a close
number 19, prompting Julian Rignall to say
that our readers don't appreciate art— Gary
Liddon's remark is unprintable owing to the
state of the weather. The Terminal Man
polled fairly low, slotting in at number 18,
while at 17 came articles relating to
hardware. The 15 position was filled by
Programmer/company profiles and
Editorial made it in at number 15.

Chronicles of the White Wizard entered at
14, ZZAP! Strategy at 13, ZZAPIBack made
number 12, 11 was (wait for it) Adverts, and
to take us to the half way mark, at 10, their
first time in the charts, General Articles
(great sounds General).

Into the top half with the awesome
Scorelord at number 9. News (when there is
any) polled the number 8 slot, closely
followed by The ZZAPI Challenge at 7. Lloyd
Mangram was pleased to see that M P !
Rrap made 6 and the ever popular
Competitions made number 5. Heavy Metal
dominates the top of the chart with
Previews at number 4 and The Top 30 at
number 3. The two top slots went to Arcade
Game reviews at 2, just pipped by the over
the moon, over the top GP at number one
with Playing Tips.

Make what you will of all this—we'll have
a close scrutiny as well!

Other features you would like to see in
ZZAPI ran to almost ten pages of
suggestions, many of them ludicrous like
the reader who wants to see 'more nude
women cricketers on the cover' (when was
the last time we did one of those)?
Predictably the most 'mores' were for
colour, reviews, screen shots,
competitions, discounts eral. So what's
new? Interestingly, although hardware
articles came out low in the chart, lots of
people asked for more hardware feature
Can't win, can you?

-
We asked you what you thought of the
ZZAPI reviews. Of the rating system
currently used 76,25% thought it good,
21.75% thought it average and a measly 2%
reckoned it to be bad.

How often do you agree with the ratings?
Well 9.29% always do, A satisfying 78.64 do
quite often, 11.3% do so occasionally, and
0.8% never do.

How much do ZZAPI reviews influence
you when you are buying a game? 25.87%
said Every Time, while 56.03% are
influenced Quite Often. 16,331 said Now
and Then and 1.77% said Never!

Do you think the reviews are okay as they
are? A good majority think they are, 60.05%
to be precise. 5.02% want less detail, and
34.92% would like to see more detail, On the
screen shots the figures are reversed
because an overwhelming 74.68% want
more of them, 22,08% think it's okay as it is
and only 2255'e want less.

On the reviewers' opinions a satisfying
59.79% things should stay as they are, whilE
25.37% would like more_ Leaving 14.57%
who think GazzaJazzaGazzaPaul and Sean
are verbose.

Length of the reviews? 61,8% reckon
they're right as they are; 30.4% would like
them longer and 7.53% think they should be
shorter. Once again, ideas for improving
reviews are too many to quote here, and will
be investigated over the next few weeks,
but a few included loading times, individual
reviewers marks, an animation rating and
some more technical comments like in
CRASH

The section About You is still being collated
at present, so sadly we cannot give an
average readership age for ZZAP! (although
we already know it's about 12— thanks for
the 'on the cloven hoof gallop poll Jeff).
Seriously, the last CRASH questionnaire
surprised everyone by indicating an
average age of just over 17.5, slightly older
than was anticipated, and there seems no
reason to suppose that 22AP's will be much
different. More detail to follow on the
second section when when we have it.

Onto the Vitally Important Bit. ZZAPI
offered a small bribe to get you to fill in the
forms (obviously it didn't work, as everyone
seems to have been uncompromising
honest, dash it all). For the outright winner
(the person most skilled at being pulled out
of a giant cardboard box first) there is E60
worth of software to be chosen as well as a
jog suit, a ZZAPI Sweatshirt, a ZZAPI cap
and a twelve month subscription to ZZAPI
Four runners up get E12 worth of software, a
twelve month ZZAPI subscription, a ZZAPI
cap and T-shirt. The remaining five runners
up collect their very own T-shirt. Here they
are:

The winner is: Kevin Harrison, York Y01
4NJ

The four next runners over are: M Moses,
Middlesex, HAS &NS; Stephen King,
Cumbria, LA8 8H3; Tony Chappell, Kent,
BR5 1LD, Steve Lee, Surrey, GU2 5UT,

And the final five consist of : Mr Shingler,
Warwickshire, Cul l  4RF; Lee Edridge,
Derby, 543 4LZ; Chris Wragg, Sussex, BN14
91W; John Warburton, Surrey, KT21 2LR;
Andrew Russell, West Sussex, P022 7JX
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Well done you clever cardboard box
leapers, and thank you to everyone who
filled in and returned their form. Even now,
much haggling and argument is taking
place overthe results— it could even come
to blows in ZZAP1 Towers before much
longer if Mr Penn keeps telling the
Scorelord that he's now the awesome one.
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WIN A GOLD MEDAL CAME!

Don't•
z z
y
their success —  Gold Medal
.Game this month, 98')/0 no less

Electric Dreams are offering
'thirty copies o f  the ir latest
whizz° release for ZZAPI read-
ers to win.

Spinning round, bumping off
hostile objects and negotiating
hazardous terrain is all part of
he daily round for a Competi-

n Minion -  it's simply not
t. Electric Dreams should

really have called their latest
release The Minton's Game i f
they wanted to go for accuracy.
The terrain in the ZZAP! offices
is far from easy to negotiate,
with half empty pop bottles and
crisp packets littering the floor
around Mr  Liddon's desk and
Julian's wheelbarrow parked
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rkitlet to his chair. Wheelbarrow?
Didn't you realise how he gets
his ego up the hill and into the
office in the morning. Oh dear

Then thern's the  Masterson
Zone, reputedly used as a model
for Vogon Spacecraft in Hitch
Hiker's, whe re  ha l f  finished
pieces of mind-numbingly bor-
ing strategy poems scrawled on
the back o f  FINAL DEMAND:
PAY UP OR WE'LL SHORTEN
YOUR TINY LEGS SOME MORE
envelopes. Fortunately, t h e
poison dwarf seems t o  exist
largely without food (or  his
eating habits resemble a  Hoo-
ver), fo r h is is  the on ly desk-
space uncluttered w i th  t h e
remains o f  h a l f  fi nis he d
snackettes.

--,-,----

'Girly' Penn, who regularly
comes to work with a  nightie
under h is shirt (further details
should b e  i n  The  Shadow's
column this month) is attempt-
ing to beat the laws of physics in
his tiny area of ZZAP! Towers.
There is a theory that states if the
mass of an object or collection of
objects approaches a sufficient-
ly great density, then that object
or group of objects will meld
into a super dense body which

—

":or

cannot be seen and attracts and
swallows all other objects in the
vicinity. Once swallowed, pass-
ing objects o r  artefacts
never again be seen.

By d in t  o f  p iling scraps o f
paper, press releases, coke cans,
fag packets, empty matchboxes
and the contents of the office
waste pa pe r  b i n s  (a lways
empty) onto h is desk, Girly is
trying to create his own black
hole. it's early days yet, but the
experiment is beginning to work

anything put down within fivefeet of Girly s desk will never be
seen again

So you can see, the trivial little
courses that have to be negoti-
ated by the whirling doobrie that
features in Spindizzy are noth-
ing as compared with the daily
round of a Competition Minion's
life. And it doesn't have to carry
great boxes full of competition
entries as  i t  weaves its  way
round the awkward bits. Pahl

Just to give you a flavour of
the world in which your ever-
faithful Minion has to try to carry
out his daily tasks, Oliver Frey
has put together a bijou sketch-
ette o f  Girly's Pet Black Hole.
Unfortunately, the power of the
melding force hasworked on the
drawing — a copy was taken to
print on this page and then we
noticed that the original sketch
was missing a few items. Can
you spot them on the  copy.
marked A  here? Ring them
round and send in your spotted
differences on the entry form, to
GIRLY PENN'S P E T BLACK
HOLE COMP,  P O  B o x  1 0 .
Ludlow, Shropshire, SYS 1DB to
arrive by 12th June when the
first thirty all correct olutions
Win a copy of Spindizzy for their
.
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the Black Hole doesn't cause
your entry to suck itself in while
the postie's bringing it to us!



PART 'THREE: STU GALLEY
(SENIOR GAME DESIGNERi

When Stu Galley came on the line, I asked him how
the company actually worked. One of the thingsthat has been said about Infocom is that there are
no real bosses. 'Yeah, I  think that's fair to say.
Anyway, in my group, as game designers, we're
very co-operative. I think there's very little differ-
ence in status.

'Typically, the whole process of game design
takes nine to twelve months. Say from conception
to end. The conception will start with an idea —
either one that the designer has himself or from
talking with a collaborator or whatever. But in many
ways I think it's like writing a long work of fiction,
anything that takes that tong. Starting with the
process of outlining, typically the designer will
write a synopsis of a few pages, sort of an outline
and it tells the important ideas and features that this

4
t

Sean Masterson
Very few games get reviewed in magazines or journals outside the specialist
computer press like ZZAP! You won't find many platform game reviews in
The Times or in Punch. But you could find an Infocom review. Infocom

F O U R
MINDS
FOREVER
VOYAGING

Part Two
The famous American adventure games writing outfit
INFOCOM is generally shy and retiring, hut in lam
nwmth's phone interview marathon with Dave tehling
and Steve Merelzky, SEAN MASTERSON learned
something about how Infocom go about designing
their ganws. In this concluding part, the receiver is
handed over to two more vital cogs in the Infocom
machinery.

game will have. And that's passed round for
comment and we get together once there's the go
ahead. Then we spend two or three months making
the first draft of the program so to speak.

'Our group meets once a week at least, for
lunch and talking over the status of different games
that are being developed and whatever other issues
have to be discussed. You know, usually, at least
one or two things— er design issues are brought up
that need to be discussed. Even at the early stage,
the conceptual stage, a meeting like that can be
really useful for er. I  was just trying to finish my
sentence and I forgot the word bra instorming!'

Stu had a first for the company with Seastalker.
Given the company's reputation for  producing
complex, high level adventures, were there any
complications writing a junior game?

'No, I think it's something of a higher standard
to write a  simpler game because I  wanted the
program to respond intelligently to the kinds of
inputs that the younger players are apt to use. We
did a bit of testing with some actual live kids here in
the office and er o n e  of the things that I
discovered about younger players is that they use a
big variety of different sentence structures, sort of
more colloquial or more ungrammatical inputs.
And I wanted to be able to do something helpful
with a situation like that while at the same time, sort
of I  didn't want to accept really ungrammatical
commands because I wanted to set a good example
to the player.

On the other hand, I found that kids could and
would use commands that adults would never think
of. So in a way, I think that the standard of friend-
liness and fun was maintained as far as I can see.

'I think that all kinds of people play it. I don't
have any market research at my fingertips or sales
research but I know that, I've seen reviews of the
game in magazines written by adults and they often
regard it as lust as puzzling just as much fun.'

Stu sounded so enthusiastic — I assumed he
got a great deal of pleasure from his work. 'Yes, yes
I do. It's funny, it's almost like a dream fulfilled but

started working in the late seventies, formed out of an Artificial Intelligence
development team at the Massachusetts Institute of Technology and grew
rapidly into the most respected software house in the world.

One of the things that Idiscovered about
younger players is that
they use a big variety of
different sentence
structures, sort of more
colloquial or more
ungrammatical inputs.

It's almost like a dream
fulfilled but up until a few
years ago, I had no idea
that this was what my
dream was because I had
no examples to go by. 1
ZZAP! 64 June 1986 4 9



American software
companies don't

comment on new
products until they're

officially announced. The
Ai* r e a s o n  for that is theproduct may be under

development and
although the company

may intend to release it
on time, unforseen things

may happen so it just'
seems safer to keep the

wraps on until it'sfinished.
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up until a few years ago. I had no idea that this was
what my dream was because I had no examples to
go by.'

I was surprised to hear about his immediate
reactions after a game had been finished. I  had

assumed there would be a celebratory mood but
apparently, this was not the case. Well frankly the
immediate feeling is a bit of a let down. I think, of
course there's a feeling of relief that, you know it's
like finishing a year at university, getting all of the
exams out of the way. I'd say a let down because
there's no immediate feedback — whether you did
a good job or not. Once the programming is
finished, then there's a couple of months at least,
before there's feedback from players or reviewers.
It really would be more like six months to a year
before one gets the feeling of job well done orwhatever.'

So what did he have planned for the future?
Were there any exciting ideas for a new game? 'Yes
there is actually. Let's see. I'm not too sure how
much I should say about this as it might turn into a
product_ I've at least one — probably several.
Personally I'd like to reach new segments of the
audience by making each new game innovative or
appealing in a different way from all the others so
that someone who had maybe tried Zork or tried a
mystery and not gotten excited about it might find
something really interesting in a different sort of
game.

'I think all categories of popular fiction would
be fun to make into games. Personally I would like it
to be just interactive fiction. Well, writing inter-
active fiction plus is a two edged sword, because
while you have a lot more room to do things in you
also have the problem of taking on a bigger project
and having a lot more work to do to get all the
details right. I  sort of prefer a  smaller scope,
something more like a stage play instead of a movie.
I think the confines are helpful in some ways.

'Well actually I did work on a game that I spent
about six months on and then decided to shelve it,
so to speak — to put it aside. The problem there,
was that the story line wasn't sufficiently well
developed to make it really interesting. I guess I had
a vision of a certain kind of atmosphere in the
writing that was rather hard to bring off and after
some testing in house here, it became clear that
that i t would need some significant changes to
make it work right. I'm glad we're able to do that
and we don't have to forge ahead with something
that doesn't really work well.'

Infocom appear as a very secretive organisa-
tion. I  asked Stu whether this  profile was
intentional? 'Yes, I  think it's generally true of
American software companies particularly that they
don't comment on new products until they're
officially announced. And I think the reason for that
is because of the last question we talked about
where the product may be under development and
although the company may intend to release it on
time, unforseen things may happen and it has to be
postponed or cancelled. So it just seems safer, I
guess, to keep the wraps on a product until it's
Finished.'

When I asked Stu what his favourite game was
he pointed out that one of them wasn't an Infocom
game. No problem, said I, just tell us what they are.
'It's just that the other times I've been asked that
question, usually Infocom games are excluded.
Okay, it's very hard to say, really. It's like asking a
parent to pick a favourite child. Each are favourites
in different ways. I  still enjoy Witness for certain
aspects of it, although I now feel that I could have
done it a lot better. That was my first one.

'Seastalker is similar. I like certain things about
it very much. I like the game I'm working on right
now in many ways. There are a lot of different things

about it. Er I ' m  looking at my shelf full of
packages here! I like Hitch Hikers, That's a lot of fun.

'As far as non-lnfocom games, I  think my
favourite is Loderunner. The thing that I like about it
is that it's the huge variety of the scenes derived

from this very small set of building blocks and it
reminds me in a way of mathematics — one of my
favourite subjects, because it's like taking those
small set of axioms and, deriving elaborate mathe-
matical structures from them. But Loderunner's the
way to do it visually.'

PART FOUR: CARL GENATOSSIO
IART1

Finally, I  spoke with the man responsible for all
those crazy bits and bobs that proliferate in an
Infocom game box. He can introduce himself. 'I've
been with the company since last April. And before
that I was actually working for the ad agency that
Infocom had at that time. I guess I would say that
I've been working on Infocom packaging over two
years. I'm 31.

'I came to the company last year to start a
creative department fo r  packaging and other
related material that we produce and I had worked
at the agency where we develop most of the crazy
packaging for Infocom, so I knew everything there
was to know about the product before I started
here, kind of a nice transition to come from the
agency to here. And you know, it's been a real good
experience working here directly with the people
because everyone is so creative so, it's a totally
creative environment. I'm not at a lack for having
any ideas what to do. lust from talking to the peopITaround here, you know.'

One of the clever aspects of game packaging is
the way Infocom hide protection within the pack-
age ratker than the program. Carl commented on
this. 'Well that's worked out better on some games
than on others. Sometimes we'll get a real good
idea for an anti-pircay device. I don't know if you
have seen Akin/. The secret decoder wheel in that
is really essential to play the game. It's somethinglike 360 random number access combinations. It's
not something you can xerox a copy of. It's not
something you can pass on to a friend and forget
about because, you really need that to play the
game.'

It had occurred to me that the decoder wheel
was similar to Sorcerer's Infotator. 'No that was
done by someone else at the ad agency. That was
prior to my involvement on Infocom games. But
you can see that we do put a lot of thought into
devices that actually, the person who buys the
game would want to have in the first place and it's
essential to playing the game.

'We probably, out of any software or any
entertainment software company, y e a h w e
probably spend more on the package than anyone
else does and er — we have very high quality
printing; again a  lot of thought is put behind
everything that goes into the package in general. So
with that in mind, we just put in the extra effort to
make up a protection device that is attractive and
works quite well and fits the mood of the game.'

'Usually, from concept to finally printed pack-
age, it takes about four months. We start out when
the game is in alpha testing. We get a look at the
game when the internal tester takes a look at it. Me
and my copywriter in the marketing department get
a look at the game at that point. We play it for about
a week or so and then we have a creative meeting
with the game writers and the marketing. dept.

'We come up with a creative focus for what the

1



packaging should be as it relates to the game and at
that point it  takes about two to three weeks for a
concept fo r the total package. And once that is
settled, i t  takes about a  month to  get art and
photography and typography done and from that

point rd say that once art has started and all of that
and copy is written, it takes about another month to
put all the boards together to get the material ready
for printing. The printing process takes about eightweeks.'

One of the most startling visual aspects of older
Infocom games were the box shapes. These have
now been standardised. Carl made several points
about the reasons for this. ' I  can speak about the
original packages a bit because I know somewhat
about that. When Infocom first started out as a
company, they had come to the ad agency which at
that t ime  wa s Ciardini-Russell i n  Watertown
Massachusetts. Anyway, they had come to  the
agency at the time and the agency was very big in
the hi tech field and and they (Infocorn) only had a
very small budget. They said, 'How do we market
and advertise these games?' And based on what the
agency had seen of the games and the amount of
money available, they said, 'Basically, you should
put all of your money into packaging because that's
going to be the thing that's most noticable about
your product' and that's where we started with
these wild packages.

'Now the first games like Suspended and Star-
cross and the Zorks (although the Zorks had a very
simple package) but the others up to Seastalkerwere
all in very intricately put together packages simply
to be another s o m e t h i n g  that people would
want to touch and hold and get into But what killed
those packages was th e  fact tha t the  dealers
couldn't stack a flying saucer on a shelf very well!
They kept falling off and rolling in the aisles, youknow?'

So d id  Carl fi nd  any constraints with  new
packing? No  I don't as a matter of fact. You know
we've standardised the boxes as you can see but
each one of those packages is individual. I  app-
roach them as an individual problem and I find that
there is very little repetition in  what I  do, even
though the format is the same. I am basically free to
do whatever I want to do. For instance, we're doing
something right now in ,  we're working on the
Trinity game, I don't know if you know about that
one. Well we're doing something new in that the
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manual in that game is going to be a comic book. I
don't know how familiar you are with comic books
— are you familiar with the Classics Illustrated?'

No un fo rtuna te ly
'Well, okay, that's a comic book series that was

Out in this country in the late fifties and early sixties
and what they were like were sort of comic book
versions o f  history books. So this game, Trinity
which is a fantasy game, has a lot of reference to
historical information, so we're doing a full colour
comic book in a Classic style. I 'm always working
with different people. That's what I think keeps the
packaging fresh and challenging, certainly for me to
work on. I  find each one to be just like starting a
whole new thing.'

Was there a particularly memorable design that
Carl had worked on? 'I would have to say, probably
Suspect because of the art style for one. I went with a
literary style —  a  h igh b row literary style and
because of all the pieces that went inside that, the
invitation, t h e  rece ip t f o r  t h e  costume, t h e
magazine article — and the article in particular, I
wanted it to have a look about it so it would actually
look as if it had been ripped from the pages of a
magazine, so we had to make a special bad cut for
that so that it was consistent with every one that we
printed. That one happens to be my favourite and it
was one of the first that had to be designed for the
new format so I feel that it works really well because
I put a lot of thought into it.'

I asked h im how was it  decided where the
booklet wou ld  stop and the  b its wou ld  start.
'There's a photograph on the back of every package
which shows you what you get inside the box, and
usually those things are not created until after the
package has been printed. So what I have to do is
make mock ups of those things and that's probably
the most difficult part of the whole packaging thing,
creating and photographing those items in  an
interesting scene to give you the mood for the
game.

'We try to do something different every time
we work on a game and I guess I don't know how to
answer that except to say that whatever happens,
we're always looking in to  other things. I t 's an
ongoing thing from day to day. If I see something in
a magazine or in a toy store or a book store ,  I
have a tremendous collection o f little items that
might be interesting for something further on down
the line, somewhere, sometime, somehow, youknow?

'When I'm busy I never keep track of the time.
When I first came here they had held the work for
me. They were waiting for me to come in because I
was coming over from the agency. When you're
really rolling on something worthwhile then time
doesn't matter. That's another reason why it made
sense to  come here and start th is department,
because the way an agency works, they bill by the
hour. My time is virtually unlimited here and I get a
chance to do everything that I want to do and sit
down and nit pick without worrying how much time
I'm spending on it.

'It's a sort of perfectionist's type of job. You can
come here at two in the morning and there'll be
someone here. There's someone working around
the clock. When you get dedicated people like that
and it 's a fun job, I  mean it  doesn't make any
difference how long you w e l l ,  how many hours
you put in and we have a flexible atmosphere as
long as you get your job done and have a good timewith it.'

Time was ticking on and my throat was be-
coming dry. Thanking the folks at Infocom, I placed
the the receiver down and made my way to the Bull
Inn to  rehabilitate. As the o ld  flatulence bitter
trickled down my throat, I knew that a ball of fluff
would never be the same again.

What killed those
packages was the fact that
the dealers couldn't stack
a flying saucer on a shelf
very well! They kept
falling off and rolling in
the aisles, you know?

When I'm busy/never
keep track of the time
because when you're
really rolling on
something worthwhile
then time doesn't matter.
The way an agency
works, they bill by the
hour. My time is virtually
unlimited here and I get a
chance to do everythingthat I want to do and sit
down and nit pick without
worrying how much time
I'm spending on it.
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THERE
I WAS,
WALKING
DOWN
THE
HIGH STREET,
WHEN WHO
SHOULD I
BUMP INTO
BUT
STEVE EVANS

There's only one thing GARY LIDDON loves doing
more than making the tea, and that's talking. So what
better way of passing the time than inviting an
incredibly famous programmer and a few friends back
to his flat for some char and a chat •
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Oh dear, Steve, I hear you've got
a Capri.

Well what's wrong with that?

it's a bit of a boy racer's car, isn'tit?

Well, boy racer image, yes, but
mine hasn't got fluffy dice and a
green band saying ' S
h a r o n  a n dDarren'. It's just a straight Capri
with a little bit of extra trimming,
that's all.

Gary Sumpter: You're a latent
cuddly dice person really, aren't
you?
Who me?

I can picture you in an Escort,
with a jacked up rear end and the
lights and the differentials,
leering at passing girls, goingAwInteluv?'

All right, OK, an obvious
question: what got you started
in programming?

My first encounter with
computers was a terminal linked
to an IBM 370 at the school I
used to go to when I was about
thirteen. We had a terminal that
was a teletype, with no VDU or
anything. All the schools in the
area were linked to the same
machine and each school had
it's allotted CPU time which
everyone exceeded. If the time
ran out then the job was just
dropped. After that I got a ZX80

.,;• • • • ::::
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built from a kit and then I went
onto a ZX81, and after that a
BBC. On the ZX80 I built my own
disco box where the ZX80
analysed the music and pulsed
various lights. We wrote a
couple of games and actually
managed to write a flicker free
game on the ZX80. For my ZX81
Fgot a 16K RAM pack — you had
to stick things like cold milk on it
to keep it from overheating.

What was your first commercial
game?

It was actually a Space Invaders
for the ZX81, it wasn't for a
company though, just for a
computer shop and I sold it off
their shelf. I did about ten
copies_ After that, on the BBC, I
did a Missile Command and that
was three days after I got the
machine. I took that into the
same place and they sold about
ten copies in three days. In it's
day itwas good, but now, well

I've still got the BBC and that's
the only machine I actually own.

What about games on the 647

The first thing I did on that was
Panic Planet, a version of Space
Panic, I wastrying to get into the
machine then. Then it was Eagle
Empire and after that I did
Guardian.

That's one of my favourite
games_

I tried to capture the arcade



Defender, mostly through
recreating the speed of the
original, After that came Rocket
Roger—I think I made a mistake
in making it too hard. Guardian
was OK as it gradually got
harder, but Rocket Roger was fartoo difficult to start with.

All your games seem to be fairlyderivative.

I know, but in the future a bit
more on the originality front
seems like a good idea.

What do you like in the arcades
at the moment?

Um G a u n t le t  is neat. That's
g o o d —
h
i k e  
t h e  
i d e
a ,  
i t
' s  
r e
a l
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social. It's a bit expensive
though, and before you know it
you can pump tens of pounds
into it. I don't go in arcades
much anymore though, and I
don't 9et a chance to see
anything really new. Dragon's
Lair is alright and I recently had
someone show me how to do
that all the way through. It's
okay, but as with all video disc
games, it's all yes/no decisions.

What are you doing with yourlife at the moment then?

I'm at University at the moment
— in the second year studying
for a degree in maths.

What University?

Oxford. I hate saying that. I
usually say something like
Leeds, since as soon as you say
Oxford everyone goes 'OK yah,
bad news time'. It's a good
college I'm in though, it's fairly
liberal. Most of the kids who go
there are from comprehensives,
but obviously there are a few
who are the 'Hooray Henry' type
who you avoid. I've no idea what
I want to do after uni though.

Do you think you're at a bit of a
disadvantage not working
within a programming team?

When I'm working down at
Oxford it's very difficult because
it's just me and you don't get
much in the way of constructive
criticism. When I'm at Alligata,
in Sheffield, it's a bit different
though_ I like to finish a game
and feel 'I've done all that and no
else is actually part of it'. I think
overall though it's a bit of a
disadvantage to work by
yourself.

Any ideas as yet for your next
game?

No, I'm having a bit of a rest after
writing Who Dares Wins II on
three machines.

How do you feel about all the
legal trouble with Who DaresWins?

att

It was a major blow for me
because I had spent half of the
whole summer on Who Dares
Wins and it looked as though it
was going to be a big hit_ To be
hit by that was a real blow to me.

Is there anything you think is
good within the software
market?

Mercenary. I don't know who
wrot e that

Paul Woakes, also author of
Encounter.

I admire it mainly for it's
technical skill — the fast vector
graphics system is pretty
impressive— but also because
of the way he's put it together. I
heard the game is really nice,
but I haven't had time to reallysee that. I haven't been in
Sheffield for ten weeks though
and I haven't seen a lot of the
recent stuff.

Why is it that all of Ailigata's
Commodore 64 programmers
have blonde hair?

They buy it in a bottle. It's not a
contagious disease within
Alligata. Who else is has got
blonde hair though?

Well, Tony Crowther for a start.

His is totally dyed though, mine
was streaked by my girlfriend.
This is really rather
embarassing, there was an old
streak in the hair when she did it
and when it came out the clash
between the old streak and the
new streak was so bad. All I
could really do was rush to the
nearest barbers with a paper
bag over my head and say 'could
you please do something with
this?' That's why my hair's soshort now.

How do you see your profession
progressing in the future?

I'm not really sure. I think it'll
stay as it is for a while longer.

Do you plan to move onto any of
the 16 bit machines at all?

I thought about it, but there
doesn t seem to be any one
machine to go for as yet. I've
heard the ST is pretty
impressive, but I haven't seen
one as yet. If those machines
take off I can see the standard of
software rocketing. Since I'm
really a freelance programmer
I've got to make sure that
anything I do is going to bemarketable, so Ill have to wait
until they do take off.

Don't you ever write stuff lust
for yourself?

Yeah, I write the occasional
thing, bu ll never write an actual
game just for myself. I mean
VDU screens— I don't actually

like sitting in front of them that
much.

Then how do you approach a
program? Do you just code from
a financial point of view or for
your own personal
gratification?

I've got to say it's a mixture of
both there. I'd find it difficult to
write a game if someone said
we'd like this and I wasn't overly
enthusiastic. It would take me
ages. Usually by the end of a
program you feel you'd rather
be doing something else
anyway. I don't get much time
nowadays.

I suppose with University and
everything you don't.

David Palmer: It's the sixty
bloody women that take up thetime_

(Laughter all round)

Oh? This is interesting

Thank you Dave.

David Palmer: It seems that
Alligata and the degree course
share a mutual relationship to
combat the women.

You seem to be pretty good at
mufti-tasking

Well I've got a bit of a soft spot
for women.

David Palmer: In fact, you can
put in the article: 'Oxford —
watch your daughters'.

Look, I've got a bad enough
reputation as it is (ch a n g in g
the subject totally) I'm a rower
as well — as in Oxford v
Cambridge, that sort of thing.You won t see me on the telly
though, as they do six hours a
day training and I can't afford
that with women, programming
and um o h  yes, maths. I
thought I'd better throw that in,
you don't ever get expelled from
Oxford, you just don't get
invited back. I'll be very annoyed
if I don't get invited back after
this article.

Do you have any other hobbies?

Yeah, quite a lot: squash, weight
training — I have to do that for
the rowing — a lot of tennis. I
play most sports and I watch
videos.

tt seems unusual to have a
programmer who's into sports
in any way at all. It doesn't seem
to be the usual thing.

I don't want to seem nasty, but a
lot of people say 'I'd never
believe you were a programmer,
since most programmers.'
Well, there's a stereotype and it
does seem to stick. I don't seem

to fit in,

With most programmers the
type of musk they like seems to
be constant, from coder to
coder — what do you like?

tt varies J e a n  Michel Jarre,
Japan — good group that, I like
their early stuff. I like a lot of
different types, I don't just hang
on one group and everything
they do.

Anything else you'd like to be
asked?

Oh, that's a good question! Um

David Palmer: He'd like to
produce a proper arcade game.

That'd be good. I wouldn't mind
thinking of a game idea, since
they usually take the idea and
then design and build the
hardware around it to cope with
it_ With virtually unlimited
hardware availability so you can
have practically anything on the
screen, you'd be able to do
something pretty phenomenal, I
would have thought. I wouldn't
mind doing something pretty
phenomenal.

David Palmer: To come up with
something like Guardian
though, I wouldn't think that you
would need all of that.

The thing about Guardian
though, is that it was an excel-
lent exercise in compromise.

I had to keep it at speed, the
whole game was fast and that
was what kept it playable.
Anyway, we must rush now
since my Capri is in need of a
new wing and I've got pick one
up from the local garage.

Bye then.
Cast of players (in order of
appearance):

Gary Liddon, humble tea boy at
Zzap offices.
Steven Evens, freelance pro-
grammer for Alligata.
Gary Sumpter, office minion,
David Palmer, big cheese at
Alligata.
Steven Evans 'softography' in
chronological order:

Panic Planet: a version of Space
Panic that appeared too early forZZAPI to review.
Eagle Empire: a Phoenix type
game that also escaped
evaluation by the terrible trio.
Guardian: Past Blasted in issue
eleven where it picked up a
whopping great 95a/0
Rocket Roger: Past Blasted in
ZZAPI's sixth issue where it
collected 82% overall.
Who Dares Wins II: Sizzled in
ZZAPI issue eight with an
overall of 90%
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The times they've
left you at home
because 'you're not
grown up' or 'not old
enough to come to the pub'
and look what they get up to
when they get there! Here's your
chance to find out what it's really
like in those smoke filled haunts
of adulthood. The opportunity to
see how good you are at these
ADULT?? games.
Why let the mums and dads
have all the fun. Pub Games can
be a laugh for everyone.

ALLIGATA BITES BACK •  NIIGATA BITES BACK •
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ADULTS!!!
BAR BILLIARDS • DOMINOES

DARTS STABLE FOOTBALL
POKER & PONTOON
BAR SKITTLES

Commodore 64/128 • Spectrum 48K •  Amstrad
Available soon BBC • MSX

Alligata Software Ltd., 1 Orange Street,
Sheffield Si 40W.
Tel: (0742) 755796
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Awirite My son!? Do me a favour! Squeeze me • lemon! Knock
It on the 'Dad! Leave it out! Do wott Do wot? Hello again, its
me. Yes, the strange guy with the funny hair and simpleton's
grin Ishouldn't that read the simpleton with the funny hair and
strange grin'? -  Ed). I'm here to give you a itricy selection of
yummy tips 'n' things. This month there are maps of the last
bur levels of The Eidolon I yippee!) AND a map of Doomdark's
Revenge wovii)!. Enough of this idle banter and on with
the tips

URIDIUM (Hewson)
How would you like to finish Uridium? Yeah? OK, rewind the
cassette and type in the following listing, as supplied by
Stephen Peg rem of Orpington, Kent.

10 PRINT CHRSl147)
20 FOR A=49152 TO 49202:BEAD B: POKE A,B:NEXT
30 SYS 49166
40 DATA 162. 20, 189, 33, 192, 157, 198, 224, 202
50 DATA 16, 247, 76, 0, 224, 32, 44, 247, 169,0
60 DATA 141, 32, 208, 32, 108, 245, 169, 192, 141
70 DATA 239, 3, 76, 167, 2, 169, 76, 141, 65, 13
80 DATA 169, 249, 141, 66, 13, 169, 12, 141
90 DATA 67, 13, 108, 0, 128

Check it for errors, and if everything looks woopy doo then type
RUN (RETURN), press play on tape when prompted and wait for
Uridium to load and run. Done that? Good. Now, if you play the
game, you will find that you are invincible and can still shoot the
aliens!

CRAZY COMETS
(Ma rtech I
If you're finding this game a little
too hard, try these POKEs, from
Scott Moore of Fixby. Hudders
field, for lots of extra lives LOAD
the game, reset the computer
and enter the following

POKE 37002,169 IRETURN)
POKE 37003.0 (RETURN)
POKE 37004234 IRETURN)

Type SYS 24881 (RETURN) to
start Now, every time you lose
three lives you are given an
extra 255 lives to squander!

THE EIDOLON (Activision
This seven headed beauty is the dragon found on level eight.
Doh. Yes, he's not at all nice, in fact he's downright nasty. So
how do you go about killing him, eh? Well, it all sounds quite
simple, but believe you me, it most certainly isn't. This dragon
is a meld of all of the other dragons previously encountered, so
each head has to be disposed of in the same way as it was
before. In other words, start off by shooting the dragon with
three red fireballs to get rid of the first head, then four yellow
fireballs, followed by five green, six blue, seven red, eight blue
and nine red fireballs. Phew!

Watch your energy level doesn't fall too tow, try not to panic,
and make sure that you have someone tapping away on the
space bar to collect any fireballs thrown at you by the dragon, as
this is a great help. If all else fails, start praying!

QUAKE MINUS
ONE (Monolith)
After reading CR McGibbon s
helpful hints in issue 12, John
Ward of South Norwood,
London decided to send in a
couple of his own

•  The torpedo isn't the only
effective weapon against
installations- try the laser on
conducting columns
•  Use mines instead of
fireballs to destroy druids You
only need to use a single mine
to instantly dispose of a droid,
as opposed to two or three
fireballs
•  Don't stop behind factories
-  pull up in front of them and
you will rarely be taken by
surprise
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Can You
Write Games?

If you can, Superior
Software has something
important to say to you,
Introducing Ourselves

hree years ago Richard
Hanson set up Superior
Software to meet the

growing demand for high
qualify games and educat ional
programs. Now, 88 releases
further on, Superior has
established itself as the leading
software house for BBC and
Electron computers with top-
selling releases such as Repton,
Deathstar, Citadel and SPEECH!

Exciting Opportunities

A s part of its continuing
program of expansion,
Superior is looking for

top programmers of ALL home
computers to write original
software and to produce
conversions. We are also looking
for games designers, graphics
artists and computer musicians
who would like to be involved In
some fascinating projects

Top Payments
ur authors are paid on
a royalty basis, receiving
80p for every cassette

SUP(1110
SOFTWAR

sold, calculated and sent out
promptly every three months.
In certain cases advances are
also paid. Tim Tyler's Repton
games have earnt him over
00,000 in less than a year —
quite a sum for a 17 year old,
and Deathstar author Peter
Johnson has earnt almost
E35,000 with us.

Marketing Advantage
ur royalty payments
show that our authors
have benelitted from

professional packaging, point-of-
sale material for retailers,
carefully placed full-colour
advertising and effective
communication with both trade
and consumer magazines to get
the maximum coverage,

FREE Guidebook1f you would like to be
part of our continuing
success, please call

Richard Hanson in confi dence
on 0532 459457 or 459453.
Or write to the address below
for a FREE copy of "Superior
Software's Top Tips for Games
Authore. This informative and
useful booklet is in limited
supply, so send for your
copy  now.

Richard Hanson
Managing Director

Superior Software Ltd
Dept. RA5, Regent House

Skinner Lane, Leeds LS7 tAX
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DIG DUG (US Gold)
Remove the Dig Dug cassette
from its case, stick it in the
cassette deck and rewind it. Now
type LOAD (RETURN) and press
play on tape. When the READY
prompt appears enter these
POKEs

POKE 1010.76 (RETURN)
POKE 1011248 (RETURN)
POKE 1012252 (RETURN)

followed by RUN (RETURN)

After a short while the computer
resets and you can type in the
following

POKE 10465,(1-255) number of
lives (RETURN)

VIE AR KUNG-FU
(Imagine)

Here's how Mo O'Reilly (this
month's victorious challenger)
disposes of all ten opponents

BUCHU
Jump to the right (joystick top
right) and apply repeated kicks
to the head (fire button plus
joystick up)

STAR
Jump to the right and apply
repeated kicks to the head until
she has been hit twice. Immed•
iately jump up three times, then
kick her in the head again until
she is hit. Perform one more kick
and jump up twice. Repeat untilshe is on her back.

NUNCHA
Jump to the right and apply fast
leg sweeps until he falls. If he
should escape, jump up, land on
him and continue sweeping.
POLE
As above, but if he gets free, wait
until he comes for you and drops
his pole to shoulder height
before you leg sweep again_
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SYS 2071 (RETURN) starts the
game. Thank you Stephen
Stockdale of Hucknall, Notts

BIG MAC
(Mastertronlci
Stephen also supplied a POKE
for Big Mac, LOAD the game,
reset the computer and enter:

POKE 4170,(1-255) number of
lives (RETURN)

Type SYS 19870 (RETURN) to
play the music usually heard
throughout the game, or SYS
19072 (RETURN) to start.

CHAIN
Jump to the right. Wait until he
moves to your right before
attacking him as outlined above.

CLUB
As above.

FAN
Jump to the right (yawn!) and
wait until she moves to your
right. Use continuous round-
house kicks until she falls.

SWORD
Follow the CHAIN and CLUB
method.

TON FUN
Keep jumping left and right until
you land on him, then apply
continuous leg sweeps to finish
him off. If he gets free, start
jumping again until you land on
him, and carry on sweeping as
before.

BLUES
Jump to the right (bet that sur-
prised you). As BLUES jumps
back to the right and is about to
land, jump straight up. When
you land, apply repeated leg
sweeps. If he starts to hit you,
pull the joystick diagonally
down and away from him, then
continue sweeping.

1)

TIPS
TIME TUNNEL (US Gold)
Here are the complete solutions to three of the time zones.
Thanks to Mark Prairie of Edinburgh who helped make these tips
possible.
9600 BC Stone Age
Make sure that you have the lit torch before entering this time
zone.

If we call the starting screen B, the screen to right, A, and the
two screens to the left, C and D respectively, it will make things a
bit easier. Right. OK, the solution

Go to A and enter the cave. Get the log, take it to C and drop it
next to the boulder so that the tip of the log rests just under it.
Now go to C, shoot the rock at the top of the screen, get it and
take it back to D. Drop the rock under the log. Go to A, shoot the
small rock at the top of the screen, get it and take it to D.

Go to the top of the screen and drop the rock onto the log. If
you set up the lever correctly then the big boulder will be
pushed away, allowing you to enter the screen to the left, which
we will call E. But first, go back to A and get the torch. Got it?
Great, now you can enter the cave on screen E and get the piece
of map therein. Take this piece of map back to Gnome Mansion
and change the year to 9999. Go to this year and drop the piece
of map there. That's 9600 BC completed

Oh yes, you will need a couple of objects from 9600 BC— get
the scorpion trap (looks like a grating) and the magic potion (in
one of the caves), and stick them in the closet for safekeeping.
1849 California Gold Rush
Make sure that you have the lit torch before entering this zone.

Enter the Saloon (with the torch in hand) and get the small
bag of oats. Leave the Saloon and lead the horse to the pulley
system two screens away to your right (Dobbin likes his oats,
you see). Go past the pulley, then turn round and walk to your
left until the horse is standing on the 'conveyor belt' and the
pulley turns. Drop the oats in front of the horse so that he has
something to nibble on while he works.

Go left and enter the room just before the Blacksmiths. Pick
upthe cannister of compresed gas and drop it on the grey thing
to your right. When the gas is released (it makes 'hissy noises),
stand in front of the blue lift and pull down. The scenery should
change into a cave— if so, keep pulling down until you reach
the bottom. Watch out for the bats! Shoot it as soon as you see
it.

Get the scorpion trap from the closet and walk left as far as
you can go. Drop the trap, go back to the lift and get the purple
balloon. Go back up to the surface, fill the balloon with gas and
go back down into the cave.

Take the balloon to the trap, attach it and the trap will rise.
When the trap is over the scorpion, shoot the balloon. If your
aim is good the scorpion should now be trapped. Yeah? Yeah!
Good. Now you can walk left, straight past Mr Stingy, and get
the piece of map in the next location. Watch out for falling
stalactites and the bat, though! Take the piece of map to the
year 9999 and you have completed 18491
3456 Intergalactic Spaceship
Get the goblet lying on the table in Gnome Mansion and stick it
in the closet. Go to 893 BC (Magical Persia) and get the jug to
your left. Walk up onto the next screen, where you will see a
woman on a magic carpet. Drop the jug at the very top of the
screen. Getthe goblet from the closet, drop it by the jug and the
woman will exchange both objects for a blue key— stick it in the
closet for safekeeping. Take this key back to Gnome Mansion
and go to 3456

Walk down, and then right until you enter a location contain-
ing a cauldron. Get it and put it in the closet. Now go down. See
those two levers, one either side of the screen? Push them both
down with the fire button. Walk down until you get back to the
bridge n o t i c e  anything different? Yep, the two doors are
open. Go up to the blue square on the far left hand side of the
control panel, get the glowing cross shaped thing and go
through the red door to the right. Stick the cross in the hole to
the far right — the left hand door will close and the right hand
door will open.

Get the key from the closet and open the safe in the centre of
the screen. Get the dynamite from the safe and put it in the
closet. Now get the glowing pile of whateveritis, go through the
right hand door and stick the stuff in the hole at the bottom of
the screen. Stand on the circle to the far right and press fire
you will be transported to a far away planet. Get the piece of
map, wait a bit and then take it to 999910 finish 3546
That's all for now. Next month I'll tell you how to complete the
other three time zones and finish the game

ZZAP! 64 June 1986 5 7
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EARTH SHATTERING EXCITEMENT!
'The landscape moves in extremely fast 3D...
It's gonna be big" Z z a p  64

From the mind of Mike Singleton comes
an arcade/strategy game that will take your
Commodore to its limits...
Do you have the courage to go with it?

CBM 64
R.R.p.E9.95

Quake Minus One is available now from Software dealers everywhere.
In case of difficulty write to: Beyond, British Telecom. Wellington House, Upper St. Martin's Lane, LONDON WC2H 9DL



GILLIGAN'S GOLD (Ocean)
Tim and Ian Fraser of Ruislip,
Middlesex have been regular
contributors to the tips section
for many months now. Here's
their latest batch of POKEs

Softaid Version:
Rewind/fast forward the cass-
ette to the correct point on the
Softaid tape, type LOAD
(RETURN) and press play on
tape when prompted. Wait a
second or two, until the
READY prompt appears, then
enter:

POKE 1010,76 (RETURN)
POKE 1011248 (RETURN)
POKE 1012252 (RETURN)
RUN (RETURN)

Now leave the game to load
and when the computer resets,
type in this POKE for infinitetime . .

POKE 17993,0 (RETURN)

SYS 25532 (RETURN) starts
the game.

Original Version:
Rewind the cassette to the
beginning and type SYS
63276:SYS 62828 (RETURN).
Press play on tape to load the
first part of the game, and
when the LOAD ERROR
message appears, type SYS
2096:LOAD "  (RETURN) to
load the second part. Loaded
yet? Yes? OK? OK, press SHIFT
and CLR/HOME together to
clear the screen, and type in
the following POKE

POKE 17993,0 (RETURN)

SYS 25532 (RETURN) to start
the game with infinite time.

FINDERS KEEPERS iMastertroolc)
LOAD the game as normal, P O K E  29787,76 (RETURN)
reset the computer and enter POKE 29788,96 (RETURN)
some POKEs to give you P O K E  29789.116 (RETURN)
infinite energy N o w  SYS 49152 to start

HERO OF THE GOLDEN TALISMAN
(Mastertroolc)
Some POKEs to kill all sprite collis ion detection. Type in SYS
63276: POKE 43200:SYS 62828 (RETURN), press play on tape
and wait for the first part of the game to load. When the READY
prompt appears, enter:

JET SET WILLY (Sottw
The POKES featured in the last
issue were incorrectly printed,
and didn't actually work. Oh
dear. Anyway, Out of the
kindness of Tim's heart, here is
the correct listing. So, rewind
your JSW tape and type in the
following

1 SYS 63276:PRINT CHRS(147)
10 POKE 783,1:POKE 830,34:
POKE 832,48:SYS 62828: POKE
53266,PEEK (53265) AND 239
11 FOR 1=0TO 30:READ X : POKE
1280 I,X:NEXT
12 POKE 8941,0:POKE 8942.5:
POKE 8945,76: POKE 8946,0:
POKE 8947,5
13 POKE 13950,76:POKE 8951,0:
POKE 8952,5:POKE 8953,76:
POKE 8954,0:POKE 8955,5
27 FOR K=679 TO 779:POKE K,
PEEK (8192+K)
28 A=A4-1:1F A=99 THEN 30
29 NEXT
30 POKE 778,PEEK (8192+99):
POKE 779,PEEK (8192+100):
STOP
100 DATA 169, 27, 141, 17, 208,
169, /35, 141, 98, 242, 141, 124,
242
110 DATA 169, 169, 141, 146,51,
169,0, 141, 147, 51
120 DATA 169. 234, 141, 148, 51,
76, 160, 15

Check for errors and if it looks
OK, type RUN (RETURN) and
press play on tape. When JSW
has loaded, the Wine Cellar
bug will be fixed and any
sprite/sprite collisions
ignored.

POKE 32776,0:POKE 43,1:POKE 808,237:LOAD (RETURN)

Wait for the second part to load, and at the first opportunity type
I n

POKE 32776,0:FOR 1=8472 TO 8476 POKE 1234:NEXT:SYS
8192 (RETURN)
This kills all sprite collision detection and starts the game.

are Projects)

SNOKIE (US Gold)
This game's getting on a bit
now, but here are some POKEs
for it all the same. LOAD the
game, reset the computer and
get POKEing
POKE 32008,76 (RETURN)
POKE 32009,17 (RETURN)
POKE 32010.125 (RETURN)
POKE 31817,76 (RETURN)
POKE 31818,80 (RETURN)
POKE 31819.124 (RETURN)

Once you've done that. SYS
213994 to restart. Snokie the
pen9uin is now virtually in-vincible!

CHIMERA
(Firebird)
Some novel POKEs from Paul
Gunning of Eastbourne, East
Sussex. LOAD Chimera, reset
the computer and W e l l ,  er,
enter these POKEs

POKE 151,1:SYS 49152
(RETURN) to hear the death
scream.

POKE 1512:SYS 49152
(RETURN) to hear 'CHIMERA!'

To adjust the speed of the
speech

POKE 41226,32 (RETURN) for
the slowest speed

OR: POKE 41226,192 (RETURN)
for the fastest speed

Try entering other values for
different speeds.

To adjust the volume

POKE 253,0 (RETURN) for the
loudest volume

OR: POKE 253,15 (RETURN) for
the quietest

Finally, you can create an echo
effect by entering

FOR A=0  TO 15:POKE 253,T:
POKE 151,1:SYS 49152:NEXT

If you want to restart the game,
type SYS 2564 (RETURN).

WANTED:
Can anyone write a screen
designer for Boulderdash or
Rockford's !Wog You can?!
Great, send any details to the
usual address for ZZAP! Tips,
and if !print it I'll send you some
software (and maybe a ZZAPI T-
Shirt if you're interested).

ZZAPI 64 June 1986 6 1
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ROMBJACK (Elite)
A quickie from David Firth of
Fixby, Huddersfield
When on levels 1.2 or 3, jump
straight up to the top left hand
platform at the beginning of the
game and get the three bombs.
If you do it quickly enough, you
won't get killed by the space
men

1 IF KUNG-FU MASTER
6 .
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(US Gold)
T r o l l y alsosuppliedthe

following POKEs. LOAD the
-4 game, play it then reset the

computer.
411 POKE 34142,(1-128) number of

=amp l i v e s  for player 1 (RETURN)
POKE 34147,(1-128) number of
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(RETURN) makes the game
easier to play. Start the game

I  b y  typing SYS 32768twrum

1

AO"

2 P . 0 3 3 3 7 8

Well, as the fat blue banana said to the chain-smoking Basset
hound Actua l ly ,  I can't remember what he said. Oh well, I
know for a fact he didn't say 'that's all I've got time for this
month'. See you next issue, with even more tips, POICEs,
cheats and, in. tips. Don't forget — keep them tips, POKES,
cheats and, er, tips coming in, 'cos it's your input that makes
my output all that more interesting to read (is that possible? —
Ed)

Send all bits 'n' bobs (no SAEs (unless they're to return a map
or something), pleeeese) to • ZZAP I YIPS, ZZAP I MAGAZINE,
PO BOX 10, LUDLOW,  SHROPSHIRE, 5Y8 ?DEL Please mark
ZZAPI MAGAZINE clearly on the envelope, 'cos I don't wanna a
repeat of last month's performance. Thank you. To quote Clive
Bailey of Nexus: 'So-bye'

64 Z Z AP!  64 June 1986

Z (Rino)
Some more POKEs for Z, this
time courtesy of Trolly (Game
Hacker G u e s s  what? Yep,
LOAD the game, reset the
computer and

POKE 2391,( 1-255) number of
level (RETURN)

Now SYS 2304 (RETURN)to
restart.

otat ifi tor
e
70

THE ERSA
JUICE

MACHINE
As moneybags of this esteemed
company, FRANCO 'FRUGAL'
FREY is always on the look out
for a bargain, VFM — Value For
Money a n d  all that. So, when
this little doobrie turned up in
the office and he realised that it
would save a bit of dosh, Franco
decided to let everyone else in
on the deal

Judging by the performance of
our 64  review machines, the
general life expectancy of the 64
power pack is counted in hours
rather than in years. Not that
anybody is accusing Commo-
dore of sloppy design and work-
manship, but the only way of
extending the extremely short
lifespan of the power pack is to
spray the heatsink body with a
freeze can every couple of min-
utes— hot stuff, ah I The trouble
is caused by the potting com-
pound i n  the  heatsink body,
which m a y  prove  excellent
component protection against
high G's, but prevents the 5 Volt
regulator from keeping cool.
The regulator has a thermal cut-
out and is guaranteed to knockout the most hardiest software
from the voltageless brains of
the 64.

RAINBOW E LE CTRONICS
have come up with the  right

answer to this problem. Rather
than spend the thirty odd quid
for a new 'original seal' power
pack, you can now purchase the
SAM -  that's not 'Stuff the
Rotten Machine' — the Supply
Recovery Module. You won't
see any SAM's in orbit despite
the name. The power unit plugs
into the socket of the SAM, and
the SAM lead plugs into the
normal power socket o f  the
computer via the DIN connector,
The SRM regenerates the volt-
age the power unit cannot reach
— er, sorry, supply. And as there
is adequate cooling, you can
forget a ll  about these trivial
matters and get back to worry-
ing a b o u t  y o u r  m e g a -
gargantuan high scores. At a
price of E14.95 this has got to be
the be tte r  de a l .  RAINBOW
ELECTRONICS are so confident
about their unit, that they offer a
full years guarantee. The unit
comes in a sturdy die-cast hous-
ing and has a  full gloss black
finish. The SRM's are available
from RAINBOW ELECTRONICS
at 26 Bradford Street, Shifnal,
Shropshire through mail order
for the snippet of E15.70, which
includes 75p post and packing.
The SAM's perform impeccably,
much to the consternation of our
champions. Gone are the days
of silly power pack excuses, the
mighty scorelord has ruled!



ZZAP! 64/EIDOLON OFFER
Please send me  T - S h i r t s

Please send me S w e a t s h i r t s
Size S/M/I

I enclose a cheque/PO for E p a y a b l e  to Newsfield Ltd

Name

Address

Postcode
Send your orders to

ZZAP! 64/EIDOLON OFFER, P O
LUDLOW, SHROPSHIRE, SY8 1DB

1111111mmis 1 1 1 1 1 1 1 1 1 M m o m  e l M l b  M R S

BOX 10, Get your own Eidolon T-Shirt or Sweatshirt! Cool black
cotton with the ZZAP 64 logo on the front and a large, four
colour Eidolon motif on the back.

1 1  I p  M a
T-Shirts E5 (incl.) Sweatshirts El 0 (incl.)
Send off now— don't forget to state your size.

•

•

ACT1V I SION!HOME CONAPUTER SOFTWARE



PP"Pr nedfrom

Liberty House, 222 Regent Street, London M R  7DB

Deep in the secret underground lab beneath Kew Gardens Jeremy Windburn pin( photographer) searches for the inventions hidden by the
Mad Professor, Can he find and photograph them before the radiation level has him glowing in the dark! Can you help him).

In case of difficulty H



FR OM rH e
a .  
J 2 g b
a t i v e
l : I F I L
P E N  
•
•

IR&R distribution seem to have
quite a promotion deal on at the
moment and  o u r Ma i l  o rde r
Queen, Ca ro l  K in se y  (A K A
Auntie Aggie), is certainly taking
full advantage of it. Apparently,
for every order of software over
fl  00 a free Toy Boy is thrown in.
So, a f t e r  e a g e rly  o rd e rin g
exactly E100 wo rth  o f  goodsfrom th e  Pontefract software
sales people. Carol was given a
sixteen y e a r  o l d  D a v i d
Thompson t o  have, ho ld  and
look after. The deal has since
closed, however,

Whilst looking throu9h the March issue of Commode User, The
Shadow noticed a criticism of our esteemed organ amidst a preview
of Elektraglide. To quote: 'certain magazines previewed the game on
the basis of the Atari version four issues ago'. Quite right Commo-
dore User, The Shadow thanks you for your vigilance and will make
sure that such a faux pas never again passes through the pages of
ZZAP! But such a valid observation (cynics may well call it hypocrisy)
should not go unrewarded, So, The Shadow will return the favour
and point Out that in the February issue of Commodore User there
were previews o f F a i r
-
t i g h t  a n d  
S w o r d s  
e t  
S o r c e
r y  
b a s
e d  
o
n  
t h
e

Spectrum versions, and in the April issue there was a preview of
Paperboy based on the arcade version. Hope the information is of
some help, lads.

IN DEFENCE OF r h e  Immo ceN r ••••
The Shadow -  accept no imitations, It seems that recently some
amount of bickering has been going on between the gossip column-
ists for Commodore lab) User and Commodore Computing Inter-
national. Francis 'keeps on walking' Jago (well, he has to after a
lampost jumped out in front of his car and turned it into a Fireball
X19) and Mike 'cow' Pattenden have been at odds for some mysteri-
ous and inexplicable reason, It is rumoured that at one point poor old
Francis was indirectly threatened to have both of his legs broken,
Gasp! Whether there is any truth in the rumour. The Shadow only
knows, but suffice it to say that Mr Jago had the Felix, on his 'Felix
Says' gossip page, redrawn with a leg plaster and crutches. The
Shadow will maturely refrain from such debasing behaviour and
leave the two erstwhile fellows to slug it Out between themselves...
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Atter many Months of Activis-
ion's e mp lo ye e s appea ring
Within these hallowed pages it
seems o n t y  l a i r  t h a t  ' t h e
Shadow should pass on news ot
the departure ot some ot their
staff _Martin 'Why don't you ever
spelt My name right?' Bystri and
JOh0 'l'rn ethnic, so k most be

tstreet cred' Davey Ofi‘k both Pave
left by h e  time you read this
Sadly, this means that Andrew
‘Nright, zoo keeper ot these two
waits, no longer has anyone to
hit in times ot severe trustration.ivision leered that the poor es
tellow Would sink to some torm
ot selt abasemcorner ent in Pin

Act o t

stress, so neW J o h n  Dean,
whose previous -tot) was hitting
people b e

at A ta ri,  P a s  e n  c , , , .

employed t o  b e a t  A n d re w ' r ' u t t t o
N
r

•

senseless at any given chance. T H
e y  7The Shadow thioVs A' s nice that
such a large corporation as Acti-
vision can stilt treat its employ-
ees as individuals.

s o
c r
v
"
1 /
4 9
-

CUTIE  Is I
So as not to be accused of possessing
any sexist tendencies, th is month 's
'Software Cubes section features
our very own gorgeous.
pouting Gary Penn. After
reading allegations in an
other magazine that Mr P
had taken to wearing
girls nighties as T-shirts,
it seemed only fair that
The Shadow should
i nvestigate such slights
on our Ass told) Ed's
masculinity. It came
as a something of
a surprise to find
that the rumour
wasn't unfounded
and was actually
true) After much
cajoling Mr
Penn wa s
actually
persuaded
to pose for
Shadow
spiel in the
offending
nightwear

So feast
your eyes
(should you
be so brave)

P! 64 June :17'

1

Make Tea,
Not War

The Shadow hears that the minions of ZZAP! 64
are not going without. Gary Liddon's lissom
surrogate spouse, Debbie Marriage, claims
that they 'make it at least three times a day'.
That's a lot of brewing, Gary I
'Yes,' he confirmed emphatically, 'there's

nothing better than a nice cup of tea to
start the day, break the day, end the

d a y. . . '  A n y relation to Boy
George, Gary?

ComPAN/EY SHott4D
SE AlicE To PEOPLE.

FIS

This month The Shadow's famous rubber
fish friend, Dim Dim, is  pictured during a
moment o f  relaxation after a heady day's
work. There is a moral to be learnt here: Dim
Dim is stupid_ Dim Dim smokes like a kipper
and drinks like a fish. Moral: If you don't want
to turn into a rubber fish o f stupidity then
leave out alcohol and nicotine from your daily
diet i t ' s  stupid.
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It is a well known fact of life that
13 is unlucky for some, and that
we all make mistaks (there, see,
what did I tell you). Welt, in the
last issue of a
,
A P I  
w e  
c e r t a
i n l y

had our fair share

Firstly. we would like to apolo-
gise f o r the  mixed  u p  para-
graphs in  the Palace Software
feature on pages 86 and 87 of
issue 13. The mix up was due to

someone 'spiking' Tony's yog-
hurt with a highly noxious sub-
stance (probably ink), and con-
sequently he laid ou t the two
blocks of text in the wrong order.
Sorry Palace — Richard Joseph
does NOT 'sound as a conven-
ient growth of hair', honest!

Secondly, it  must be said that
the price quoted in  the review
for Activision's After Ego was
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No CRASW 8ANG IA./ALI-OP fr,,
The depar tur e of a cer tain member  of the CRASH staff
also saw the loss of a vi tal  piece of office equi pment —
the G he t t o Blaster .  Wi t hi n onl y  a  f e w  hour s severe
wi thdr awal  symptoms set i n — somethi ng ha d to be
done !  Jul ian 'Wi ld Sounds' Rignal l  hi t upon the Idea of
t r udgi ng off to Currys and asking if he could bor r ow a
Br i xton Briefcase. Others sniggered at the Idea, but the
Currys personnel  di d i ndeed consent to l oani ng us the
necessary equi pment for  a couple of days, unti l  Mr  Rig-
nai l  bought  his own.  The Shadow woul d l ike to thank
them for  thei r  tender  help.  Pictured here is Leslie, one
of Currys gor geous ,  pout i ng sales persons,  for  your
del ectati on.

A NEW RECORD ••t
This month sees the  introduction o f  Ego
Corner, a section for those of you who wish to
see your name emblazoned in lights upon a
high scoretable, but don't have the necessary
game playing ability to back up your dreams.
This is  a  section that wi l l  le t mediocrities
shine, One such mediocrity is our very own
Gary Penn, whose claim to shame is a high-
score of four joysticks held within his trousers
at the same t ime! Obviously such cla ims
must be backed up with proof, so here is a
picture for all those of a doubting nature. Any
readers holding highscores of a similar type
should send in their claim, along with photo-
graphic evidence (preferab ly b la ck a n d
white), to: E go Corner ,  ZZAP1 64,  PO box
10, Ludl ow,  Shropshire,  SYS 'DB.

Wossa Mediocrity?

wrong. I t  shou ld  h a ve  been
£24.99 as opposed t o  £19.99.
Sorry Activision

Thirdly, there is no Minter Diary
this month. This is due to Jeff's
heavy workload, which means
that he hasn't had time to write
anything for us. Normal servicewill be resumed next month

Finally, the LCP problem , I t
has come to our attention that
the LCP listing printed in the tips
section last month, doesn't work

with some copies o f  the pro-
gram. So, if you are intending to
use the listing, don't i t  may do
strange things to your Pet Per-
son. Those of you who have al-
ready experienced prob lems,
don't despair (please)! A t  th is
very moment an LCP doctor is
being flown in specially to deal
with any problems — your LCP
is NOT dead, just a little mixed
up, that 's a ll.  Next  issue the
doctor offers constructive ad-
vice on what to  do  with  your
LCP, so hang on in there

F
0

•

The Moncistnear April fool had quite an effect
on the software industry in general. Nexus,
Beyond, Firebird, Macmillan, Mirrorsoft and
Bug Byte all expressed an interest in taking
on the stid in o f  marketing the Gigagame.
How nice of them. Nexus were particularly
intrigued and sent us a letter
to pass on to the 'programmers', Phillip and
Paul O'Connor. Fireb ird  we re  a lso  qu ite
impressed and it's rumoured that a couple of
their programmers are experimenting with
some of the ideas put forward in the piece. As
for the programmers extraordinaire, Paul and
Phillip O'Connor W e l l ,  they do actually
exist, but all they own between them is an
Acorn Electron and a  copy o f  Aardvark's
Zalaga. Surely it is true that from little Acorns
great oaks grow.
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,Activision UK recently moved to
new, more  exotic premises in
Hampstead, and with the move
came a  change o f  telephone
number. All well and good you
may think, but when a member
of the ZZAP! team tried to call
them they go t  through t o  ananswer machine— and it wasn't
Activision's! Shock, horro r!  I t
seems that i f  you accidentally
dial the ir new phone number
wrongly you get put through to
Capital Radio Agony Aunt, Anna
Raeburn's answer machine I Oh
dear, Anna runs a phone-in chat
show, dealing — rather bluntly
— with, ah, people's personal
problems. Is this strange qu irk of
modern technology a  joke on
ST's part, o r a ruse to confuse
those wishing to  contact Acti-
vision? For once, The Shadow
doesn't know.

s e x  CNA fl ae
SHOCK HOIZR_OR
Scanning through the pages of a
certain computing a n d  video
games magazine The Shadow's
eyes came to rest upon a report
on a  Golden Joystick Awards
ceremony they recently held.
Photographs o f  the  attending
celebrities were splashed across
the pages, along with explana•
tory captions, and it  was here
that The Shadow was shocked
to learn of Elite supremo Steve
Wilcox's apparent change o f
sex.
NE  N O W LOOKS L I K (
mARQAR,o-r AU Cr
WA S  IN C • t i a ,  So I TMUT? ag TatAg•

This month's Shadowspiel corn-
petition asks you, dear reader, to
guess at The Shadow's mysteri-

ous origins. Though The
Shadow is sure that no one will
even come remotely close to the

truth, the most entertaining
entry will grace this column.

Entries should be in some sort of
cartoon format and the lucky

winner will receive his very own
Shadow disguise kit, consisting

of a Fedora hat, a scarf and a
Shadow coat — be a superhero,
scare small animals, amaze and

astound your friends. Simply
send your entries to: Shadow
Roots,  ZZAP I 64, PO Roe 10,

Ludl ow,  Shropshire,  ST0 I  DB.
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rnballis a pinball g a me with aerence — the table is three

s long and it scrolls! The
is one of maIy titles Soon

t
!
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us, the game, is  virtually
complete and next month we
have a full review. In the mean-
time, here's a screen shot of the

70 ZZAPI 64 June -
1 9 8 6

to be released by US Gold under
their budget label. Americans, at
a price of E.99 on cassette.

nearly finished version
you going. Just thought that yo
might like to know ,

Samantha Fox Strip Poker hits the 64, and here's a screen shot to
prove it B u t  then again, Martech could be bluffing,

NU WAVE
Tubular Bells — you've heard
the album, now try the computer
program! CAL have launched a
new label, Nu Wove, and their
first release for the 64 is Tubular

Bells, a light synthesiser with its
own sound track — a full length
rendition o f  Mike  Oldfield's,
classic piece of music. TubularBells will be available from the
beginning of May, price £7.95 oncassette.

A couple of screen shots from Bomb° Rino's latest game due for
release early May.

H E W S O N
'
S
Hewson's next release is Sou-
thern Belle, a  3D steam train
simulator that puts you in con-
trol of a 1930's King Arthur class
locomotive on a run from Lon-
don to Brighton. Southern Belle

W I
N
N
E
R
S

Would the winners of the Little
Computer People, Scalextric
and Rock 'n' Wrestle competi-
tions (published in the Christ-
mas Special) please contact

was designed by railway enthu-
siast, Bob Hillyer, and written by
Mike Ma le ,  w h o  previously
wrote Heathrow ATC for Hew-
son. When they're not working
on computer programs, Bob and
Mike are Air Traffic Control Of-
ficers at West Drayton and Hea-
throw Airport respectively.

Meanwhile, Andre w  Bray -
brook i s  currently beavering
away on his next game, Alley-
Kat. When he's not working on
computer programs, Andy wri-
tes computer programs f o r
Hewson• AlleyKat is  due  for
release this Autumn, a nd i s
loosely described as a 2D space
racing game. However, Andy
hopes t o  incorporate ma ny
novel features n o t  normally
associated with racing games —
for example, not only can two
players compete against each
other, they can work together
for extra points and bonuses.
More details next month.

ZZAPI as soon as possible, as
we don't have your full names
and addresses. The reason be-
ing that unfortunately we have
had several power glitches re-
cently, and one of them resulted
in the loss of several files (you
see, we store all of our reviews,
competitions etc on a  compu-
ter). Amongst the files lost were
the full names and addresses of
the lucky winners of the afore-
mentioned competitions. W e
apologise fo r  the  inconveni-
ence, and hope that this little
quirk of fate hasn't annoyed you
too much. Thank you.
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EVESHANI MICROS
BRIDGE STREET, EVESHAM.

WORCS., WR11 AIRY.
Te l. 0 3 8 6  4 1 9 8 9

MICRO CENTRE
1756 PERSHORE ROAD,

COTTERIDGE, BI RMI NGHAM.
Tel :021-458 4564

ariolr
at virgin
G A M E S  C E N T R E
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Selected titles at under E5
Many games with E
bi
l o r
E2 off rip.

OUT SOON
GOLF CONSTRUCTION SET
STARSHIP ANDROMEDA
ARCHON II

•  SAUCER ATTACK &BUG BLITZ
On Cassette and Disc at only E4.95

th e  n o . 1  c h o i c e
fo r  g a m e s
ABERD1B1172 Union Street •  11117VIGIIMA 98 Corporation Street
!MORON 157/161 Vikstern Road •  INSTIL 18 Merchant Street
BROMLEY 140/144 High Street (in Burton Menswear)
GLASGOW 28/32 Union Street •  MOS 94/96 Briggate
PLYMOUTI1105 Armada Way •  LONDON 100 Oxford Street
•  Horn 22nd April in TOP PAM Oxford Circus

ZZAP! 64 June 1986 7 1



Can you control the awesome powers of two
Marvel Super Heroes at the same time, and rescue
Alicia Masters from the grip of the evil Or Doom
,In this the third of the highly acclaimed Questprobe

series written by Scott Adams the undisputed master of
the art of adventure writing, you have to control both

The Thing and The Human Torch in their mission, set by
the Chief Examiner to rescue Alicia Masters from

the evil terror of Dr Doom

C8M 64 D I S K  E14.95 C A S S .  E9.95
AMSTRAD D I S K  El 4.95 C A S S ,  E9.95

SPECTRUM 48K C A S S  E9 95
ATARI D I S K  ONLY E14.95

BBC/ELECTRON iTEXT ONLY I CASS_ ONLY E7.95



EXITS :WE S T  U P
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The ROPE
The S MALL CAUE ZAT
The F A T  CAV E ZAT
The C H I E F  CAV E ZAT
The UGL Y  CAUE ZAT
The T H I N  CAUE ZAT

(

KENTILLA
Mastertronic, E1.99, cassette only

ell, we l l ,  w h o
would have beli-
eved in The Wiz
first played th is
game o n  t h e
Spectrum w a y
back in the days
of P e r s o n a l

Computer (iames, Twin Kingdom
Valley, and Heroes of Kam. I  sup-
pose it's just nostalgia that makes
me look 'back on those days with
such fondness. O f  course there
was a  lo t o f  tripe as we ll,  but
Kentilia definitely wasn't tripe,
and now it's up and running on
your 64 — and for only E1.99!

Frankly, at that price, I regard it
as one of the proverbial 'essential
purchases'. It's a quirky little game
by Derek Brewster of Code Name
Max II renown (he also writes the
adventure column for CRASH —
Ed). The plot is quite straightfor-
ward — go forth into the world,
the noble sword Kentillo by your
side, and defeat the nasty Grako.
The game, however, is about as
straightforward as tape-worm tied
in knots.

First, there are the most intrig-
uing and incomprehensible char-

A complete monthly guide by the infamous White Wizard
for all 64 owners who prefer games involving typed commands

rather than wiggled joysticks.

c l O v e r l t a i z e

aaers. Whether yo u ' re  do ing
battle with the Rattling Quarg, or
exchanging meaningless banter
with the Fat Cavezat, you're busy
wondering what on earth these

creatures d o  wh e n  you 're  i n
another location. Despite the ir
strangeness, they appear to have
very definite characteristics which
lead you to ponder as to the nature
of their private lives.

That probably sounds pretent-
ious, but the essence o f  a good
character in  a  game rests on it
being able to convince you of its
identity as someone in  its own
right. It's odd how some charact-
ers attract one and others don't —

t•-

P•'!•
,

for example. I never had any time
for Morin in the Hobbit, for all his
singing and ability to  say 'No',
whereas I conceived quite a liking
for the giant i n  Twin Kingdom
Vallev, even though he didn't say
anything.

It's the same with Kentilla.. The
different characters can  mo ve
around, say 'Hello' and take or
surrender objects, but they also
seem to have a strange, indefin-
able 'personality'. After a while
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you realise that the Nasty Urga-
Maul really IS nasty, and that the
Large Cavezat is precisely that — a
Large Cavezat.

expect I've lost you all by now,
but basically the message is this:
nip out with 1.99 in your pocket
and get a copy of Kentilla.

Oh — and I almost forgot — the
game features 12 minutes of pure,unadulterated R o b  Hu b b a rd
sound-track. Mastertronic tell me
that it was originally meant to be
synchronised with  the locations

-
WESTERN
MEDDLE
EARTH

but they didn't have time do it. I
don't care — it still sounds great
and tor once 1 didn't turn off the
volume while! battled on with the
game.

Atmosphere 83%
Interaction 78%
Lasting Interest 83%
Value for Money 98%
Overall 90
4
)/0

•
THE ZEN ROOM

BORED OF THE
RINGS
CRL, C7.95, cassette only

ell, it 's certainly
been a long time
coming, this one.
I t h in k  i t  wa s
around 1 3 8 2
when i t  fi r s t
Lame out on the
Spectrum. J u s t
in case you hay

en't heard of this neat little par.
ody, perhaps 1 should mention
that i t ' s  a n  illustrated Quilled
game very loosely based on the
Tolkien saga, Lord o f  the Rings.
The game is split into three parts,
and parts two and three require
passwords t o  access them, so
there's no cheating.

1 reckon this game is showing its
age a little now. There isn't exactly
an enormous amount to do except
laugh at the very clever take-offs
of the Hobbit way of life. Rut once
you've heard the Black Rider fart a
few times, marvelled at the stupi-
dity of Fordo the Boggit. and got
over the shock of seeing such a
milestone o f  fantasy literature
mercilessly lampooned, the game
begins to wear a bit thin.

smiowNmAlwrgv u p ! o d e l t o
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Classics like this one pose a bit of
a problem for the Wiz. They've
been reviewed often before. Ever-
ybody says how brilliant they am.
Arid that makes it difficult to work
out how 1 would feel if this game
suddenly fell onto my desk out of
nowhere with  no  previous his-
tory. I  think I'd probably have a
very good laugh, point out that all
three games together give you
quite a lot of places to go. but not
be wild ly  impressed w i t h  the
actual garneplay. Here's a sample
from the game:
DRINK ALE
Fordo drank the ale, hiccupped twice,
threw up all over the place, fell met
.and immediately felt much better.

Yes, well there's plenty more
where that came from. Those who
fancy mucho silliness will find this
game very much to their liking. I
certainly found it extremely fun-
ny, but I 'm not sure how much
time a c t u a l l y  spend playing it
once I've got over the humour. As
a classic, t h is  i s  definitely a
purchase to consider, but i f  you
haven't got 7.95 handy, don't
weep too loudly.

Atmosphere 79%
Interaction 65%
Lasting Interest 75%
Value for Money 68%
Overall 78%
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Doomdark s Revenge is more than adventure mightier than a wargame 144 iocations.418 DX screen views t2a ctlar
There are icelords. barbarians, dwarves. ley and giants to meet Bitter weather conditions and welcoming torches tc

Its a game tor one or more players whose skill alone will determine victory or detect
Doomdark's Revenge is crooffable now tram software dealers everywhere In case ot difficulty write to Beyond. British

Upper St Marts Lane LONDON WC2H 9DL
Telecom Weilingtor. House
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iOver tcrze
BALLYHOO
Infocom, £25 plus VAT, disk only

he White Wizard
sat at h is trusty
64 i n  stunned
silence a s  t h e
world fe ll about
his ears. Surely
not N o ,  i t
couldn't be •

am may Y o u  don't mean
Yes, t
i n  
a i r
a t i  
s
o
.  
A
n  
e
r
a  
h
a
s

passed, ladies and gentlemen. The
Bearded One has fina lly come
across a n  Infocom game that
doesn't make the 90% league. But
hold it right therel It's still in the
eighties, and it costs a bit less than
the other full-price I n f o t
-
o m g e m s
at only £25 (excluding VAT). Will
this be the first Infocom game you
miss out on? Here's the news, so
judge for yourself.

Ballyhoo is written by a relative
newcomer to Infocom — Jeff 0 '
Neill, and it 's h is fi rst Infocom

OFFICIAL
SOUVENIR PROGRAM

offering. Perhaps we can therefore
excuse h im fo r not coming up
with something o f  the standard
we expect from, say, Steve Mere-
tsky of Sorcerer fame. It's difficult
to put ones finger on what exactly
it is about Ballyhoo that doesn't
quite engender the sparkle of ear-
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her releases. The setting is ingen-
ious — a circus big-top, complete
with surrounding out-houses,
menageries, caravans, and a host
of First o f  Mays, Joeys, roust-
abouts, and even a keister or two.
Just in case that's got you foxed. I
should explain that there's a crash
course in  authentic circus slang
included with  the game (along
with your ticket, a balloon and an
ad for Dr Nostrum's Extract).

Hanging around after the show
you ju st  happen (yo u  would,
wouldn't you?) to hear the circus
manager chewing the cud with a
local private eye. The aforesaid
cud is slightly muffled, bu t by
hiding in the near vicinity of the
gents in  question you hear that
Chelsea, the circus man's daugh-
ter, has gone missing. Fired with
righteous indignation a n d  a n
unhealthy desire t o  t ickle  the

$500

circus fat lady, you decide to look
for the girl yourself.

There are some stunning loca-
tions. I  don't recall when I  last
hung out inside a lions' cage, but
shan't be doing it again in a hurry.
As to my visit (wearing a gorilla
costume) to  the gorilla cage

well, the less said the better.
Puzzles range from the insignif-

icant (dodging under the edge of
tents to avoid paying admission)
to the enormous (a fat lady so
large she takes u p  t wo  whole
locations). The difficulty is pitched
just about right (Infocom call it
'standard' level), but there were
one or two places where I felt that
the Infocom magic was slipping
slightly. Wou ld  yo u  believe a
spelling mistake (eekl )? And a
case where the word 'bars' was
interpreted as 'passage'? In  any
other game these would be par forthe course a n d  the  course
would be well run b u t  in  an
14ot-urn game they stick out of the
screen like an elephant in a pink
tu-tu.

Apart from the teensy-weeniest
little emirs like these, there was
something else about the game
that didn't quite bowl me over. I
don't know exactly what it  was
(perhaps I'm just not a circus fan)
but somehow it  seemed to lack
some of that dreamy quality that
gives other Infocom games their
special q u a l i t y  a n d  g ripp ing
a unosphere.

When I went back to the game
after a pause for reflection, I found
myself still harbouring faint blas-
phemous doubts. There 's n o

THE PILGRIM
CRL, E7 • 95, cassette only

he Pilgrim i s  a
Quilled g a m e
Mat the Wiz just
caught i n  p re -release form be-
fore g o in g  t o
press. To be hon-
est, it's a bit of a

la Ina* la•••-qam-- shock t o  see a
Quilled game (without graphics)
retailing at 0 .95  these days. It's
an even bigger shock after playing
Kentilla for only £1.99, but that's
the Brit ish  software industry's
pricing structure for you.

The plot of this little number is a
bit like the curate's egg — good in
parts, ro t ten  i n  others. Y o u r
homeland has come under attack
from the warlike Silvians who
have blown everybody up  and
you, of course, as one of the few
survivors, must wreak vengeance.
So far, not so good. There must
have been a dozen games with
vaguely similar scenarios. How-
ever, the interesting b it  is that
somewhere, dozing away under a
mountain, lurks The Guardian —
an awesome being who will, in the
darkest hour, provide help for the
people of your country.

Other attractions include some
imaginative use of nuclear wea-
pons, very fu ll location descrip-
tions (for a Quilled game), and
some imaginative text ,  a l l  o f
which go towards making this a
very enjoyable release (if  a little

'
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doubt, however, that there's a lot
of fun to be had nonetheless. I
climbed up to the trapeze artists'
nest, had my palm read by Rim-
shaw and toted the circus dwarf
round a bit. All jolly good fun, but
I didn't gel very near to solving the
mystery and there's obviously a
good deal of gameplay here to give
you your money's worth. Still, the
doubts remain (though further
play h a s  alleviated t h e m —
slightly).

No, really. I ' m feeling quite
embarrassed saying a ll this. By
any normal standards the game is
excellent — but is it truly excellent
by the  standards that Infocom
have set themselves? Of that I'm
not convinced, but I 'd  be very
interested t o  hear wha t  other
Ballyhooers have to  say. I n  the
meantime, I  th ink I 'd  probably
shell out the readies for this one —
but then for some of Infocom's
other recent titles I 'd  shell out
almost twice as much and still feel
that I hadn't been ripped off.

Atmosphere 86')/0
Interaction 90 To
Lasting Interest 9 1 D
iaValue for Money 80%
Overall 88%

overpriced).
Where the program fell down

slightly, the Wiz felt, was in its
over•use o f  the Quill's 'count-
down' facility. A number of situ-
ations develop which are o f  the
'now you've got ten moves and
then i f  you don't do something
you'll die' variety. This happened
three times in the early part of the
game and was somewhat tedious.
The only other annoyance is that
one or two of the puzzles depend
more on word-play than on logic.
Confronted w i t h  a  panel, f o r
example, I  felt sure that I should
push it or move it somehow, but
the program obstinately refused
my inputs u n t i l  I  t rie d  1-111
WOOD', Once I've worked out
what to do, I like to be able to get
on wit h  i t  without t o o  many
vocabulary problems o f  t h is
nature.

Better than a  lot o f  text-only
Quilled efforts, though the leng-
thy descriptions inevitably mean
that there are fewer locations, and
I'm not sure that 7.95 is the right
price for this one.

Atmosphere 7 1*70
Interaction 60%
Lasting Interest 62'
)
/0
Value for Money 50%
Overall 58%



WIZARD'S
MAILBAG
The question of disk games raised
its head a couple of months back,
and this month The Crimson
Wizard (whoever he is) writes:
'I've been trying my hand at disk-
based adventures recently and
have to say that one of them really
takes the Balrog! I was happy to
part with very few Zorkmids for a
copy of Infocom's Zork 1. which
has really kept me playing!
believe that this is their first game,
and yet it all seems so excellent
that I can't imagine what their
present games are like!'

At this point, 01' Whitey began
to laugh hysterically at the
thought of his Crimson
Companion tackling Suspect,
Sorcerer, or Spellbreaker. Let's face
it, Crimson ol' buddy, if your jaw
dropped when you played Zork
your teeth are going to end up in
the cellar when you get down to a
game like Suspea. I hate to tell you
this, but Zork I (though an
excellent same) is pretty primitive
compared to some of the later
games, and I'm afraid that the bad
news is that you're either going to
be a lot poorer soon or a very
frustrated Wizard!

The Crimson One goes on to
reminisce about some of the
responses he received in Zork, The
one I liked best was the reply to
the input 'Look at me' — That's
difficult', the program replies,
'unless your eyes are prehensile'.
Nice one, infocom, and as far as
the ogre is concerned, my
blushing colleague, check out this
month's tips.

Meanwhile, the Wiz was
settling down to a relaxing game
of thirty-dimensional
noughts-and-crosses when the
following epistle slipped through
the letter-box: 'Last month I was
delighted', writes Michael
Taylor, 'to see a preview of my
game Causes of Chaos', especially in
view of the fact that you seemed to
like the game, and hence likely to
give it a good review in the
February issue. So you can
imagine how surprised I was to
read the review when it finally
came out, especially bearing in
mind the very marked change of
attitude on your part.

The reason I'm writing is
because it seems to me — and
please correct me if I'm wrong —
that the review was written
without playing very far into the
game, and thus without
appreciating its true depth I
love adventures and I'd hate to put
out one myself that was
sub-standard, which is why it
really hurt me when you wrote
'the game is hardly enough to
sustain the attention of one
person, let alone six'... '

Michael goes on at some length
about the review I wrote, dealing
with the various points I made and
agreeing with me on some and
disagreeing on others. He ends up
by writing, rather poignantly, 'if
you still have the review copy
please play the game a bit more

and try to get deeper into it —after
having spend nearly two years on
a game, bearing one particular
aspect (ie, it's quality W i z )  of it
in mind, it's a bit soul-destroying
to have a review suggest that this
aspect had been passed over!'

Oh dear. The Wiz has mixed
feelings about this letter. Much as
it may sometimes appear to the
contrary, I hate being rude about a
game — especially one that took
two years to write! I'm afraid that
there is always a problem with
reviewing software — particularly
adventure software — and that is
the question of personal taste. For
example, elsewhere in his letterMichael felt that The Hobbit
'though the programming was
undoubtedly excellent, left much
to be desired as a game, and was
not as much fun to play as, for
Instance, any of the Scott Adams
series.'

This gives us something of a clue
to the sad situation of the Causes of
Chaos review, because the Wiz
would disagree violently with that
statement. I like Scott Adams
games, but I don't believe that all
of them beat The Hobbit for
playability. It is true, Michael, that
didn't finish Causes of Chaos — but
did get a fair way into it and my

lack of progress was eventuallyborn of a lack of interest in
continuing rather than the
impossibility of the puzzles or a
shortage of time.

However, whenever someone
writes in to make a point of this
nature, I do feel honour bound to
get a second opinion of the game.
So don't despair, Michael — if my
gnomes think I've been too harsh
on your product. I'll print their
comments in the next issue to
redress the balance.

'Do you ever get time to read
books?', asks Andr ew Lei ghton
of Accrington. 'If you do and you
have not already read them, you
could do worse than read the three
Shanara books by Terry Brooks. A
most revolutionary approach to
elves and dwarves ' T h e  Wiz
does indeed read books — about
three or four a week on average. It
has long been a source of
annoyance to the family gnomes
that I get though the average
paperback in about three hours, so
after approximately eight
hundred years (I always lie about
my age) you can imagine how
many discarded volumes there are
cluttering up the cloisters.
Seriously, though, it's nice to see
someone mentioning fantasy
fiction —after all, most adventure
software owes a large debt to the
book trade. Thanks for the tip
Terry, and if anyone else has some
views to air on the printed page
then drop me a line.

Finally, a letter from Christian
Martensen of Denmark.
Christian writes a helpline for a
Danish magazine, and all I can say
Is that I have never seen a longer
list of 'adventures completed'. His
address has now been entered in
Clever Contacts, and to save you
counting the tides, I can tell you
that the lad has romped through
forty scenarios and lived to tell the
talc. What is it about these Danes.

do you think? Probably somethingto do with the fact that, no matter
how perilous the situation, they
always manage to save their bacon

Ii\ k
WIZARD TIPS
Let's face it, if you want to live
long enough to get a beard as long
as you-know-who, you'll need a
bit of help Especially if a large
ogre is heading straight for you
with murder in his eye and a
Balrog straining at the leash.
Should that be your problem. I
suggest you switch off the
computer or, if it's already off, stop
taking the pills. In the meantime,
you might try some of the
Whizzard Remedies printed below

E URE KA

Prehistor ic Age
Can't survive the molten river —
some fungi might help.
Use your mouth Co survive thesnake bite.
Can't get the talisman, use
something very hard.
(Thanks to Nick Wright of
Mickleover)

Roman Age
Eat the clucker if your out of
vigour.
Stuck in the leper colony — that's
no yolk!

Arthurian Age
Green Knight no problem once
you've got a horse,
Col di tz
Dogs don't like pepper
LO RD OF THE RINGS
Throw a treasure at the barrow-
wight.
Don't enter the red tower.
A visit to the mayor is enough to
get you into Michel Delving.
The Taciturn Elf may help with theriver in Lothlorien
Radagast lives in the blue
mountains — W, W. S. SW, S, E.
NE, SW, W from SEL
(Thanks to Kevin Murphy of
Kirkcaldy and Bilbo Baggins of
Tottenham)
ZO RK I
The cyclops could do with food
and drink.
Dig, dig, dig, dig.
THE  TRACER SANCTI ON
Give the bartender a bit of stick!
Bet 625 sols and switch the ace!

CLEVER
CONTACTS

This is it! The meeting place for
Whizzards, Warlocks, and
Weirdoes from around the world!
Timely help to distressed
adventurers, clubs for the curious
and the sociable, contacts for all
In fact, why isn't YOUR name
here? If you've finished a game (or
Fames) and want to see your name
in print and your mail-box packed
full of epistles from fellow
adventurers, then write to The
Whi te Wizard's Dungeon,  PO
Box 10, Ludl ow,  Shropshire,
SY8 1D11, All details on a postcard
wherever possible, please_
If you're writing requesting help,
then please be aware that I may
not always be able to find room for
your request on these pages. By
far the best course of action is to
get in touch with one of the
adventurers listed below. The
White Wizard may be in the
running for the Presidency of the
Enchanter's Guild, but he's only
human and can't answer everyletter he receives.

Club Help Offered
The  Questl ine Adventur e Club
now boasts over a thousand
members under the guidance of
Tony  Treadwel l  in Oxford.
Ouestline also appears on
Corn punet and Micronet,
though the Wiz isn't sure of the
MB X numbers—check with Tony
at the address below if you're
curious. For free membership plus
a newsletter (50p per issue, I
believe — even poor Tony has to
eat, you know), send an SAE to
Questl ine,  17 Headley Way,
Headi ngton,  Oxford.  Tel:
(0865) 68637

Adventur el i ne,  run by Roger
Garrett of Chelmsford, is a rather
more disciplined affair, and Roger
got hold of me on Prestel the other
day with the following message:
'Adventureline is now strictly a
members only club. Membership
is E I 2 a year, and members receive
a free monthly magazine, 'The
Guiding Light, in which we run
competitions, reviews, hints etc.
There are 8 helplines manned by
master adventurers and open lb
hours a day, 7 days a week.'

Sounds like quite an
undenaking. Roger and I wish you
well, Readers who are on-line can
contact Roger on Prestel
919998507

If there are any other clubs out
there in the big, bad world who
would like to use this spot to
publicize their activities, then
please send full details to the Wiz. I
should warn you, however. that I
will not include details of any
organisation that does not succeed
in convincing me of their
reliability. I have my readers'
interests at heart, and like Greek
food, crates of wine, and silk shirts
— all of which should be sent to
me do the Zzap! office.
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Help Offered Urban Upstart, The Helm.
Subsunk, Circus. Ten Little
Indians, Perseus and Andromeda.

Heroes of Kam. Empire of Kam. Arrow of Death Part 1. Hulk,Catacombs, Eureka, Hulk. Spiderman, Adventureland,
Spiderman, Munroe Manor. Secret Mission. Sorcerer of
Hobbit, Forest of Doom, Pyramid
of Doom, Quest for Merravid, Claymorgue Castle, Gremlins,

Lords of Time, Colossal Adventure
Holy Grail, Twin Kingdom Valley, Gavi n Berry, 25 Beauvale
Dungeon Adventure, Castle of Road,  Hucknal l ,  Nott i ngham,Terror, Golden Baton, Perseus and NG IS 6PF Tel (0602) 635117Andromeda, Witches Cauldron. between 2pm and 5pm only.Classic Adventure. Arrow of
Death Part 1, Pirate Adventure,
Ten Little Indians, Ring of Power.
Aztec Tomb Part 1. Gremlins,
Jewels of Babylon
Si mon Gaunt,  Tel. 0302 726917
between 5pm and 9.10pm
only.

Red Moon. Lords of Time,
Adventure Quest, Fourth
Protocol, Lords of Midnight,
Hobbit, Twin Kingdom Valley,
Gremlins, Hampstead. Tower of
Despair. Empire of Kam,
Spiderman
Sanjay Keswani ,  76 Gi rdwood

Valhalla, Waxworks, Golden Road,  London,  SW18 5QT Tel
Baton, Hulk, Spiderman. 01 788 7511 not later  than
Snowball, Arrow of Death Parts
and 2, Hobbit, Hitch-hikers Guide
to the Galaxy, Terrormolinos,

9.00pm.

Hacker, Dragonsworld,
Hampstead, Eureka Hampstead, Empire of Karn.
Ni ck Wr ight,  1 Eastleigh Drive, Heroes of Kam
Mickleover ,  Derby,  DE3 5HZ. Lynn Leech,  Tel 0942 606900

after  6pm and Sundays.
Zork 1.2,3, Enchanter, Sorcerer.
Starcross, Suspended. Planetfall, Heroes of Kam, Voodoo Castle,
Hitch-hikers Guide to th
e   G a l a x yNigel  Morse,  11 Green Leak Ten Little Indians, The Lost City,

Wizard of Akyrz, Quest for the
Avenue,.  Wheatl ey Hills, Holy Grail. The Hobbit
Doncaster ,  DN2 5RG Tel.
Doncaster  61672 between opm
and 8pm,  weekdays only.

Paul  Flanagan,  6 Corry,
Bel leek,  County Fermanagh,  N
I reland.

COMPUTER
REPAIRS
BY THE

SPECIALIST
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Walkers
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clORE
Walkers will repair your computer at a realistic

price.
You send a cheque not to Exceed E40-00your

computer will be repaired and
returned the same day or send for a free quotation.

Most repairs will be in the range L15.00t110-00
subject to machine.
For information

Telephone —021-622-4476
or simply send your computer together with the

coupon below
1111 IMI 1 1 . 1  MO E l  E l  lin I M E  E l  MI  E l
I  Thomas Walker & Son Ltd, 37-4IBISSELL STREET B-HAM
•

B5 71-ifi
PLEASE TICK
D CHEQUE ENCLOSED 0  FREE QUOTE

I  NAME
I  ADDRESS

ACCESS NO 01:1000000D O EC O LIM
I  TELEPHONE NO:

0  ACCESS CARD I

111

Gremlins, Fourth Protocol,
Hobbit, Empire of Kam, Snowball,
Lords of Time. Red Moon, Twin
Kingdom Valley, Tower of
Despair. Mindshadow, Tracer
Sanction, Spiderman, Adventure
Quest, Lords of Midnight
Sanjay Keswani ,  76 Gi r dwood
Road,  London,  SW 18 5QT. Tel:
01 788 7511 before 1000pm.

The Hobbit, The Hulk, Spiderman,
The Time Machine, Return to
Eden
Clyde Mel i ,  Villa Yvonne,  36
Ta'Xbi ex Terrace, Ta'Xbiex,
Mal ta

The Hobbit, Tower of Despair,
Eureka, Perseus and Andromeda,
Colossal Cave, Wizard of Akyrz,
Munroe Manor, Fourth Protocol
Part I
Geoff Wing, 171 Beadlemead,
Netherfield,  Mi l ton Keynes,
MK6  4HV Tel: 0908 661287

Ultima III, Zork I, Fahrenheit 451.
Hobbit, Twin Kingdom Valley,
Urban Upstart
John Maevie,  22 Loanhead
Street,  Ki lmarnock,  Ayrshire,
KAI  3 AU. Tel: 0563 42816
between 6pm and 9pm only.

Hampstead. Snowball,
Terrormolinos, Gremlins, Never
Ending Story, Heroes of Kam
Davi d,  179 Gilbert Road,
Smeth wick, Warley,  West
Mi dl ands,  B66 4PT Tel: 021 565
2492

Hobbit, Efik the Viking, Fourth
Protocol I & IL Hacker, Castle of
Terror, Zork M, Ring of Power
Steven Kel ly,  4 South View,
Whirls Lane,  Simonstone,
Burnley,  Lanes, BB12 7QU

You can contact the White Wizard
by writing to him do 72API 64. I
love getting letters and will always
publish them on these pages if I've
got the space. Remember that
there may be some delay between
your sending the letter and seeing
it in print — we work to very odd
schedules in the publishing
industry.

If you have one of these new
fangled modem things, you can
get me on Prestel 919994854 or
BT Gold on 83:JNI...251. People
who contact me on electronic mail
have a better chance of getting a
direct reply, but please remember
that I am NOT a helpline service!That's what the Clever Contacts
are there for, and they're very
good at their job.
ON-LINE WIZARDS

Brief jottings from the world of the
Modem-Owning Magicians...

Chris Gunni ng (232618977) has
been much on the wires recently.

Eureka
Andr e w  Froggatt,  195 Whi te
Swan Road,  Mt  Roskil l ,
Auckl and 4, New Zealand.

Heroes of Kam. Empire of Kam,
Hobbit, Gremlins, Terrormolinos,
Never Ending Story,
Mindshadow, Lord of the Rings
Kevi n Mur phy,  13 Munr o
Street,  Ki rkcaldy,  Fife, KY1
1PX Tel: (0592) 201384 after
4 pm  Mon to Fri; all day
Saturday,  but not Sunday.

Zork 1.11,M, Kaneda°, Witness,
Deadline, Suspect, Enchanter,
Sorceror, Infidel, Suspended,
Staraoss, Seastalker, Cutthroats,
Hitchhikers, Spiderman. the Hulk,
Voodoo Castle, Mission
Impossible, Pirate Adventure,
Pyramid of Doom, the Count,
Adventureland, Strange
Odysseys. Golden Voyage,
Mystery Funhouse, Ghost Town,
Robin of Sherwood, Gremlins.
The Time Machine, Escape from
Pulsar 7, Arrow of Death I & IL
Golden Baton. Perseus and
Andromeda, Hobbit, Hampstead,
Terrormolinos, Amazon,
Dragonworld, Perry Mason
Mandarin Murder, Erik the
Viking, Mindshadow, TracerSanction, Dallas Quest, Aztec
Tomb Adventure
Chr istian Mar tensen,  St
Kongensgade 72, 1264
KO BE NHAV N K, Denmar k

PLEASE NOTE: Respect your
fellow adventurers. Never phone
after 10.00pm (earlier if
specifically mentioned above) and
ALWAYS enclose a stamped
addressed envelope if you want a
reply by post.

Contacting the White Wizard
Like many others he seems to be
stumped in Borrowed Time. c a n
get past the bit where we have gotthe suitcase, but have tried
everything to elude the robbers.
Can anyone help?' he cries.
John Macvie now believes that
I'm the White Wizard, but he
wants to keep quiet about his
MBX because he doesn't always
have access to it. Ms the reward of
disbelief. John — the curse of the
Bearded One/

Ta m  Carson (07:TQC001) sentin a remote mail from Aussieland
with a big hello to all who cavort
on these pages. Ahl The bliss of ET
Gold long-distance comms!
Anyone else out there on a
Dialcom network?

PleaNe mote that the  White  Wiia t il
ta a n s w e r  individua l enquiries
lm m  lost ads rot titers, I
I  V 0 1 1 1
-
1  i r

ttit, 14. 'h im if *  a%k tog Onr of the t e t
Coolat is hir assistance,



UP AND COMING
FOR THE C64
The ZZAP
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are just over the horizon

TEE WITH ARIOLASOFT
GOLF CONSTRUCTION SET
(Arlolasoft 1

Win Minson dons plus fours and
hops on the Ariolasoft courtesy
coach

A wise man once said that golf is
just a way of ruining a good walk,and I'll admit that I've never felt
the least desire to whack a little
white ball all over the country-side. But as our executive coach
pulled up before the hallowed
portals o f  Wentworth, where
Ariolasoft were previewing Goff

Construction Set, I began to soak
up the atmosphere. And planned
to soak up some alcohol at the
nineteenth hole!

Having availed myself of the
services of the bar, which was
definitely not up to par as there
were no Bloody Marys, I  drove
off in search of the game. And
how many Commodores were
there? Fore! It fitted to a tee. But
enough of the golf puns — the
game!Golf Construction Set comes
complete w i th four  courses.
You'll go bats over The Belfry,
bask in Sunningdale and hunger
for Royal St Georges, Sandwich
— but not surptsingly i t  was
Wentworth tha t was u p  and
running. First impressions were
good. Gol f simulations aren't
known for exciting graphics but
this one includes attractive plans

of the holes and a 3D view as you
swipe the ball.It also avoids that other curse
of the golf game — the feeling
that i t  s just guess-the-angiel
Playing a stroke is something likethis. First select a club from the
ones you have with you — you're
not allowed t o  rupture your
caddy by taking everything barthe clubhouse sink. Next, aim
the shot and until you're on the
green this is done on the general
plan with distance from the ball
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to the target cursor making no
difference t o  s hot strength.
Remember to allow for the ef-
fects of the wind at this stage.
Then a little icon lets you adjust
the stance of your golfer's feet,

Unless you want to  change
anything, it's time to play that
stroke. The first press on fire sets
the animated golfer swinging his
club; th e  second arrests the
swing, determining stroke str
ength, and then you sit back andsmile as the ball sails towards the
green — or snarl as it vanishes
into a bunker. When you're in a
position t o  putt  i t s  slightlydifferent with an overview Of the
green, a nd here  the  ball-to-cursor distance does affect shot
strength. Ariolasoft claim that all
this accurately mirrors the deci-
sions faced by a golfer. Certainly.
it soon becomes second nature

PREVIEW

and a v o i ds
mechanical.

There are a host of factors to
consider, from the obvious ones
like the wind to the hardness of
the ground, which affects how
far the ball will bounce or roll,
and even air temperature be-
cause apparently a  stroke will
travel further in warm a ir —
though I reckon I'd hit it harder it
it was freezing, to get back to theclubhouse faster! You'l l  also
have to allow for the ground's
slo

en you start, your Handicap
is a dodgy 28, which means that
not all the shots will go quite as
you intend because common
golfing faults are built in, but
eventually your game improves.
If you master the  first four
courses available, Ariolasoft plan
to release add-on courses, based
on major clubs o r  you can play
God and create your own lay-

looking t o o

1
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outs. Depending how silly you're
feeling, you could have hours of
fun creating almost impossible
holes. Although designing a
course is a time consuming pro-
cess, the  system seems fairly
simple, allowing you to place up
to 8 0  components i n  t h e
landscape.

Even a sceptic like myself was
won over by the effortless nature
of the system — and to keep you
playing there's the added incen-
tive o f  1300 worth o f  golfing
equipment for the winner of a
play-off between the first dozen
people to get their handicapsdown to scratch on one of the
standard courses. The first edi-
tion of the game comes with a
Strokesavers guide to the Went-worth course. Golf Construction
Set costs £14.95 on disk and
E12.95 for the twin cassette ver-
sion — see you out on the links!

lohn Minim



MERMAID (Electric Dreams)

Myrtle Mermaid has been after a
man for the past 112 years, but
having a  face that warps steel
doesn't really help much. One
fine sunny day in the middle of
August s he  espies Gormless
Gordon the deep sea diver who is
about to brave the depths, and
she immediately falls in love with
him. Unfortunately, for Myrtle,
Gordon catches sight of her first
— he may be fed up but he's not
hard up a n d  so he legs it, blub-
bery mermaid hot on his heels.
But, in his panic, he gets trapped
in a sunken wreck with only a
limited supply of oxygen to keep
him alive. Oh dear, Thankfully,
Myrtle is on hand to rescue the
poor fellow and this is done by
using the various objects scatter-
ed about beneath the sea. Yes,
Mermaid is an arcade adventure
— a flip screen one at that — and
very amusing and pretty it is too.
But have you ever heard, or seen
for that matter, an arcade adven-
ture in which the hero has to
drink stout t o  keep u p  he r
energy? I doubt it. These black
and white screen shots don't
really do the graphics justice, but
at least you get a rough idea of
what the game looks like. Oh
yes, the accompanying sound-track is also rather neat — it con-
tinually changes to suit the sur-
roundings and i t works really
well. But enough of this subjec-
tive banter —  Mermaid costs
£9.99 on cassette and 04.99 on
disk, and is reviewed in the next
issue of ZZAPI

PREVIEW
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Myrtle, the very tat Mermaid with the
bouncy chest, has mysteriously
sprouted legs and wobbled up onto
the rocks.

Beneath the pier. Myrtle has just acquired a bag of salt
what purpose?

BEYOND FORBIDDEN FOREST (US Gold(
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but tor
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Stung to death by a giant scorpion in glorious 4D omnivision,

II is almost two years since Paul
Norman's Forbidden Forest was
first released in the UK by US
Gold. The game was rather a
bloodthirsty affair in which you
played the part of an archer whohad to survive in the Forbidden
Forest until dawn. This was not
easy since you were only armed
with a bow and a limited supplyof arrows and the forest was full
of very nasty creatures all out for
your blood — and they usually
got it.

Beyond Forbidden Forest retains
the chunky graphics of the origi-
nal, along with the same addic-
tive and atmospheric gameplay.
So what's new? Well, there are
five new creatures inhabiting the
forest —  giant scorpions and
equally huge bloodsucking flies
to name but two — and the game
itself is played in 40 Omnivision.4D Omnivision? Yes, 4D Omni-
vision T h e  landscape scrolls at
three different speeds, creating a
3D parallax effect as before, but
— and this is a very important
'but' — you can actually moveand fire in and out of the screen!
And very effective this is too,
even though the  graphics are
quite coarse.

Full critical appraisal from the
ZZAPI crew next issue.



Ifgou go down to the wwds todag...
godre surela swift demise..
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THE PUMPKIN STRIKES BACK
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•  Word Processor
•  Database
•  Mailing List

5. The program interlaces *eh the Gernert FINAL, -
ACCOUNTS program to enable Trading and Profit and OFFICE
Lass amounts and Balance Sheet to be produced
whenever required. Comparative or budget figures can be
shown alongside the actual figures using Me program

MASTER
i25

6 Screen prOmpts throughout the grogram to Facilitate ease
of use Cassette

7. Storage of VAT ireorrnation to assist in the preparation Of
periodic VAT returns

or 1541 Disk

I
S
t
e
p  
up to O F F I C E  
M A T
E  
a n
d  
s a
v e  
m o
n e
y !  
U
s
u
a
l  
p
r
i
c
e  
i n
d i
v i
d u
a l
l y  
E
7
9
.
8
0

•  Database
•  Cash Book

General System Overview
The Cxenwx cash book package tor the Commodore 6.4'128
microcomputer is designed lot a nee:Mare system
omsisting of
1 Commcdore 64
,
' 1 2 8  
m i C r O C
O M p u l e
r

2 so  column primer
3 Cassette or disk date storage
Reese note that running the program on disk veil rot change
the way that the program works but you VAt have the tomtit
or tar greater speed and reliability for the loading and saving or
riles that a disk system provides
There is a total ot 199 nominal accounts, a large number 01
which may be defined by the user T o e  may have up to four
cash control accounts, so ban* control accounts, one sales
ledger and one purchase ledger control account
The program will store a data tile consisting or
1 T h e  account htles
2 The  current CuMulatrve balance On each account

(debit or crecM)
3. The net movement on each acoount tor every moreh of

the year

• - - -

1 1
1 1

•  Home Accounts
•  Extensive

Documentation

&

•  Maillat •  Word Processor
•  Final Accounts •  VAT File

Dealers please note that 'Office Mate and 'Office Master'
now available also on BBC,  Electron, and Spectrum.

- 1
4

With over four years expenence of providing practical software solutions for business and home applicakins, Gemini have put together a
selected range of famous titles for the Commodore 64 and 128 in TWO special packs, at VERY SPECIAL prices. These super value packs
contain all the serious application software you're ever likely to need for your CBM, from word processing and database management to
a complete professional business accounting system. Gemini's 'OFFICE MATE' and 'OFFICE MASTER' are here now -
put that computer to work!

Word Processor
A Wily-featured word processor program with text lormalting -
right justification - adjustable page length te xt centering-
output Or all or part ol text to printer - selective saving • Ne
concatenation • block move - block delete - reverse print
graphics pint - double width print • sorting - left and right
margin selectable word count • Search and replace

Mailing List
This program wit enable you to keep a record DI names and
addresses and then port. examine. sort and find them, all with
Wa a l selection techniques Featuring the famous Gemini
sear ch•key' system. you have the option or creating your Own

dedicated coding routines for each name On the tile
For example. on most mail systems you are only given the
Standard headings such as name. street, lawn, county, etc.
Out with our system, you could for example rind aft companies
listed that have a turnover in excess of a certain tgure or all
subscnbers who are behind with their subsonprions or all
petiole eligible tor a Christmas card this year! A  fiAl range 0
,utilities is callable hem the menu including ofcourse, late
,printing.

OFFICE MATE E12 c
a s s e
t t
e

or 1541 Disk 115

•  Stock Control
•  Full Documentation

Database, Mailist and Word Processor as 'Office Mate' PLUS;
Cash Book / Final Accounts / VAT File.

Gemini s legendary cash book system for the CBM is a complete 'stand. alone' accounting
software package, already on extensive use by both accountants and their clients

4. VAT net sales and net payments hgutes.. which are
automatically created and maintained by the program.

This same data tile is used by the FINAL ACCOUNTS
program The  'VAT FILE which accompanies this package is
designed unmanly tor those users on the Retailers special
VAT schemes

The main leatures of the CASH BOOK program are as follows
1 Double  entry routines lot transactions through the

cash 'bank accounts and sales' purchase ledger control
accounts.

2 Journal tacitly for the initial set up or accounts, or for
adjustments to any of the accounts,

3. The  'Beatty to produce the Scaloveng screened or printed
recOrIS

(a) 'Jerry or all the rorivral account titles
(bl Monthly transaction summaries
(cl A that balance whenever required
(d) Screen VAT memo account balances isales/net

purchases and VAT accounts)
(e) A batch printing facility which provides details ot a l the

transactions entered in the current run ot the program

MAIL
ORDER

TO:

Sole distributors to the trade:

C e n t r e 5 o f t  L t d .  Tel 021-359-3020

Centre5oft PRESENT

4 The  tamely to extract regular rnanagernve inrommion
such as cashbark balances, debtors arid credeors, sales
overheads etc

8 Error Wapping routines to minimise wpm errors
9 The  lacility to handle the financial transactions of sole

traders, partnerships. limited companies, clubs etc
Users registered tor VAT are reminded that It is a statutory
requirement to inform their local VAT office when they change
their accounting records on to a new computerised accounting
5 —

Database r
6
7
Superior file management system with features found only
with packages posting much, much more Completely user -
definable data entry formal - colours definable - adverted
mathematics using built-in machine code expression
evaluator - tad sort CM Ming/
. i C  a n d  
s t r i n g  
fi e l d s  
-  
e x t e r n s . .
. x i

searching with 'wed card' capability - use r-de re
-
4 0 e  d a t a
summaries - simple on-screen eche% A really POWERFUL
database!

Home Accounts Z : ;
1
K 1
Designed as a complete home accounting package, this
program Mows the user to set up and maintain a budget for
Items ot household expenditure and compere actual with
budget either numerically. or with the lad ot chart graphics.
A complete bank account routine is included, together with
standard expenditure categories which may be changed to
Soil

Name:

Address

tAP"

Gemini Marketing Limited. • Gernini House
Dinar, Way Trading Estate, Exmouth, EX8 4RS

Please send me C E P A  64-128 'Office Mate' packs re C12 (Oisk C15)

Please send m e _ _  C BM  64. 128 'Office Master packs E 2 5
Cassette.' Disk I please delete as necessary I

Cheque P  O.s enctosed to yakie E
or please debit my
Access Amex No

24 HOUR CREDIT CARD
HOT LINE

(0395) 265165(4 Ilnes1

Signature

_ Tr a de  and overseas enqui r ies wel come_ _ _ _ J
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Okay, okay, so no one could think of a better
heading for it, we tried 'Hardware lidd-ons',
'Liddon's Link Up', even 1
Z Z A P I T E C H '  
( o u c h ) ,
but there it is. What's it all about? Read on
(oh, b y  the way, it ' s by  ZZAP! TEA 1
NTECHNOSPERT GARY LIDDON, as i f  you
hadn't realised).

Although ZZAP I 64 is really a
games magazine, there have
been letters from readers
asking for technical advice
about the 64 in the past, and
others asking for details onvarious utilities and
hardware, so as I am merely
an humble techno-pawn in
the great game of ZZAPI
Towers chess, I thought I
would start an irregular
column on the subject (that's
because I am an irregular
person). Here goes
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Freeze Frame is likely to be a
name you've heard,
probably accompanied by
some sort of controversy.
For those of to whom the
words Freeze Frame have no
meaning at all I will explain:

This handy little widget
allows almost any one-load
game to be backed up on
either disk or cassette at the
mere push of a button. The
way it works is really rather
clever. Contained within a
cartridge that, quite logically,
sits within the cartridge port,
Freeze Frame boasts a little
red button that is connected
to the machine's RESET line.
Once this is pressed it sends
a pulse into the machine that
it can't ignore. When a
RESET happens the program
currently being processed is
interrupted and a special
reset routine is run instead.
Without Freeze Frame in you
would just be returned to the
familiar Commodore 64
38911 bytes free message
but Freeze Frame replaces
the routines that happen
when RESET occurs. Instead
of turning the screen blue
and printing a silly start up
message, Freeze Frame
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dumps the whole of Mr 64's
memory onto disk or tape. It
also dumps a little loader
program as well that reloads
all the memory dumped back
into the computer and sets it
up exactly as it was when the
button was pressed. Boot up
the loader program and after
a bit of a wait your
Commodore is in exactly the
same state as it was when

"FRE EEE FAPiME
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you originally plonked your
sweaty finger on the red
button, whether you've got
the cartridge in or not.

For those of you a bit less
than technical, this means
that a full back up of any one-
load game is but a mere red
button push away.

Using FF is a sinch, power
up your 84 with the cartridge
in and an instruction screen

• I-

•

•
i t  „
o o
°  
\

,

o „
\
7
.

1 • • • /
•
i %  
I  
i  
„
o
o
t

JI

i t

/  •
\  —

\ I I
•  ,

/
• ,
I

S.•-•
,

Well blimey R e s e t  thecomputer like this end KIMOTAI —
carbon all over the shop.
However
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with Evesham's Ouickdisc installed you can reset until the cows
come home. Never again will you have to dig shards of plastic out of
your eye because you mtswielded your paperclip. THIS is the safe O l i o ,way of entering Mr Penn's POKEs unless, of course. they're POKEs for
Little Computer People i
t e e  h e e l .
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comes into view detailing
the easy steps of backing up
a program. Press return and
the blue on blue power
returns, from here just load
up the software to be
transfrered in the normal
way. When at suitable point
in the game, le the title
screen, bash the button and
the screen goes into 'eppy'
mode. Do not adjust your set
as this is perfectly normal.

There are two things that
you could do here: ) Press D
and have everything
dumped to disk, or 2) Press T
and have it all stream off to
the datacassette. The handy
thing about Freeze Frame is
that when everything is
reloaded it whizzes into the
Commodore at turbo speed
so even though all the
machine's memory has been
dumped it doesn't take that
long to get back in.

However, when using a
disk drive it's not as easy as
the inlay suggests. Quite a
few of the fast loading

,
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As you can probably
recognise, the potential for a
pirate with a Freeze Frame
cartridge is quite frightening.
The product is intended to be
used as a back up device, and
a very useful function it
provides too for the game
buying public. There's not a
lot I can say really apart from
the fact that piracy is wrong
and that we hope that any of
our readers owning such a
device would be sensible
enough not to misuse it.
However Freeze Frame is an
excellent product, perfect for
anyone who has a large
library of software and has
just acquired a disk drive,

—

systems used on
commercial software are a
bit tetchy about timing. Quite
understandable considering
how fast the data is being
forced down the cassette
wire. The sort of thing that
has them failing to load all
over the place is leaving the
disk drive on as it can
sometimes slow down the 64
a little bit. I found that the
best thing to do when
transferring a game to disk
was to leave the drive turned
off until you actually pressed

84 ZZA P!  64 June 1986

the button. Some games
even protest at having the
disk drive turned on when
they are running, so taking
power away from the drive in
the game's title screen is
sometimes necessary.

I tested Freeze Frame with
quite a few games and failed
to find one that wouldn't
work. There were some
rumours that Bounder from
Gremlin Graphics is immune
but the office copy was
nowhere to be found. In
theory there are ways to
protect against FF but it
would involve a lot of
meddling around with the
CIA's unreadable TOD alarm
clock registers.
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Another product kindly lent
to us by Evesham was their
Quickdisc cartridge which
they claim speeds up the
operation of the incredibly
sluggish 1541 disk drive. Not
only that but a
comprehensive range of disk
related utilities to make life
just that little bit easier. The
extra commands are
provided in the form of the
Dos 5.1 extensions on the
test/demo diskette free with
every 1541. Using the at ( )
sign as a prefix, all the usual
scratch, format and rename
commands are easily
accessed without all the
hassle of OPENing and

CLOSE ing files. Getting a
directory onto screen is very
easy with Quickdisc onboard
as simply typing the dollar
(%) sign and pressing
RETURN draws it up. SPACE
pauses the directory and
RUN/STOP stops it,

The turbo itself likes to let
you know it's there by
sporadically flashing the
screen whenever it's
performing a turbo type feat.
The advert claims that
Quickdisc will speed up disk
operations by up to a factor
of five. This isn't true though

the speed improvement is
still quite impressive. The
table below shows how long
in seconds it took to load and
save out a 16K block of
memory with, and without,
the turbo.

Other handy extras found
within the 8K ROM are a fast
file copier, a disk back—up
routine and a fast formatter.
The copier is a simple affair
that allows different files to
be copied from disk to disk
with only one drive. More
than one file can be copied at
a time and all the usually
time hungry loading/saving
is performed at turbo speed.
Disk back up copies a whole
disk in several passes taking
a total of three minutes to do
the job. Fast format claims to
format from new a whole 5
and a quarter in ten seconds.
These must be Evesham
seconds as in real time it

Table showing time in seconds for various
disk operations.

16K Load
16K Save

Normal
43
55

Turbo
10
27

takes slightly longer than
that, only a little bit longer
though. Definitely an
improvement on the couple
of minutes that you're
supposed to wait.

Because of the complex
cartridge switching
techniques (which the inlay
informs were developed on
the Isle of Wight) Quickdisc is
supposed to use absolutely
no memory at all. Don't
believe it, after a bit of
experimentation I soon
found that it was prone to
messing about with some of
zero page. Still as long as
you are aware of the
problem it shouldn't prove to
be one. With commercial
software there weren't many
problems to be found at all,
the Quickdisc performing
admirably throughout.

A handy addition
Quickdisc offers the 64 is a
reset switch. No more fiddly
messing with paper clips
around the user port. What's
more, programs normally
protected against resetting
are rendered helpless when
OD's reset is hit. This makes
the implementations of Mr
Penn's pokes very easy
indeed.

For E19.95 Quickdisc is just
the sort of thing that any
habitual 1541 user should
have, It quickly proves to be
an invaluable aid and you
soon start wondering how
you ever did without it.
Whoever at Evesham
designed this little wonder
had a good idea of exactly
what is wrong with
Commodore disk drives and
has quite satisfactorily put it
right with Quickdisc.

Freeze Frame is available for
1
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f  19.95 from Evesham Micro
Centre, Bridge Street,
Evesham, Worcester W1311
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That's enough t ech n o
-
t a lk  f o r  
o n e  
m o n t h .  
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technical queries, worries or requires hi-tech advice, you
can write to — ah, well there's a small problem, since no
one's come up with a proper title yet. Tell you what,
Roger Kean has generously allowed me to run a
competition. What you have to do is think up a really
good title for this section. Send your ideas to GARY
LIDDON'S BIT IN THE MIDDLE (isn't that dreadful?),
ZZAPI 64, P43 BOX 12, LUDLOW, SHROPSHIRE SYS 'IDS,
The prize for the best title is a reset switch, hand picked
from my paper clip box. Meanwhile, any technical letters
to the address above.
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Imagine Software (1984), 6 Central Street
Manchester M2 SNS Tel 061 834 3939 Telex: 66997?

Imagine Software is available from:
,WOOLWORTH LAM'S, Rumbelows,Greerts. Spectrum Shops and all good deale

SPECTRUM 48K C O M M O D O R E  64
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IP"ZZAP! READERS TOP 30
For JUNE 1986

1. (/) PARADROID (10%)
HEWSON. r ; 95 cass, 112.95 disk
ZZAPI rating 97%

2. (-),URIDIUM (8%)
HEWSON, £2 95casa. 112.95 disk
ZZAPI rating 94%

3.15) MERCENARY (7%)
NOVAGEN, 19.95 cass, 112.95 disk
ZZAP I rating 913%

4. (2) WINTER GAMES (7D/0)
US GOLD/EPYX, 19.95 cass. 114 95 disk
ZZAPI toting 94%

5. (4) SUMMER GAMES II (5%)
US GOLD/EPYX, 19.95 ca m (14.95 disk
ZZAPI rating 97%

6. (18) BOUNDER (4%)
GREMLIN GRAPHICS, [9 .95 ea 's. E14 95 dusk
R AP!  rating 97%

7 (9) WAY OF THE EXPLODING FIST (4%)
MELBOURNE HOUSE, 19.95 cass
M AP! ra ling 93%

8. (12) PITSTOP II (3%)
US GOLD/EPYX, 03.9S cam, 114 95 disk
ZZAPI rming 91%

9. (23) THE EIDOLON (3%)
ACITVISION„ 19.99 cass. 114.99 disk
ZZAPI rating 97%

10. (7) ELITE (2
c
Y o )
RREBIRD, 114.95 cass, 117.95 disk
M AP' rating 96%

86 ZZAPI 64 June 1986

Chart Voting Draw Winners
Winner (E40 worth of software plus T-shirt): Paul Robinson.
Newbury. Berkshire; Runners up (ZZAPI T-shirt and cap): Damian
Campbell, Redhill, Surrey; Simon Heraty, Bushbury, West
Midlands; Richard Vidal, Kensal Green, London NW10; Chris
Dickson, Epsom, Surrey.

11.16) uTTLE COMPUTER PEOPLE
ACTIVISION, 19_99 carts (14  99 disk
72API rating 97%

12. (3)COMMANDO
ELITE, 1115 cass, 112.95 disk
ZZAPI rating 77%

13. (8) RAMBO
OCEAN, CR 95 cass
ZZAPI rating 66%

14. (30) THING ON A SPRING
GREMLIN GRAPHICS, 18 95 eau
ZZAP I rating 93%

15. ( / /) BALLBLAZER
ACTIVISION. 19 99 cass, 114.99 disk
ZZAPI rating 98%

16. (21) DROPZONE
US GOLD,19.96 t ins. 114 95 disk
ZZAPI rating 95%

17. (16) MONTY ON THE RUN
GREMLIN GRAPHICS, 19.95 cass, 114.95 disk
ZZAPI rating 90%
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US GOLD. 1115 cass, (14,95 disk
ZZAP I ratung 79%

19. (13) WHO DARES WINS II
ALUGATA, 17 95 cass
/ZAP! rating 90%

20. (14) ROCK 'N WRESTLE
MELBOURNE HOUSE, 18.95 cass
EZAPI rating 53%

21. (-)ZOIDS
MARTECH, 113 9S cass
zzAPt rating 96%

22. (-) HARDBALL
US GOLD, £9.95 Gass. 114.96 disk
ZZAP! rating 93%

110)FIGI4T NIGHT
US GOLD. 19.95 cass, 114 95 disk
ZZAPI rating 93%

24. (-) SCARABAEUS
ARIOLASOFT. 19 95 cats, (12.96 disk
ZZAPI rating 98%

25. (-) KIK START
MASTERTRONIC, 11_99 cast
ZZAPI rating 91%

26. (-) ELEICTRAGLIDE
ENGLISH SOFTWARE, 18.95 cast, 112.95 disk
ZZAPI rating 38%

27. (29) NODES OF YESOD
ODIN, 19,95 cast
ZZAPI rating 95%

28. (24) REVS
FIREBIRD, 114,95 cast, 117.95 disk
ZZAPI rating 96%

29. (75) KORONIS RIFT
ACT1VtSION, (9.99 cats, 114 99 disk
ZZAPI rating 96%
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IMAGINE, / 8 1 6  COSS
ZZAPI rating 90%

YOU COULD WIN SOFTWARE BY VOTING FOR THE ZZAP!
READERS TOP 30 CHART!

Every month we give away an amazing NO worth of software to the first person whose ZZAPI READERS TOP 30 VOTING FORM is pulled
from the bag The winner also receives a super ZZAPI 64 T-shirt. Four runners up get a T•shirt and a ZZAP Cap. So all you have to do is fill out
the form below, remembering to put your name and address down, list your five favourite games in descending order (remember they must
be released games that you have played), state which software you would like (to a total value of E40) should you win, and your T shirt site
(S,M.1.) Then send your form in to the address shown

ZZAPI 64 TOP 30 VOTING COUPON
(Please write in block capitals) I  am voting for the following five games:
Name   1
Address   2

3
4

Postcode   5

If I win the 140 worth of software, the games I would like are:
Game (and software house)

My T-shirt size is S/M/L

ZZAP! TOP 30, PO  BOX 10, LUDLOW,
SHROPSHIRE SYS 1DB

-r
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BACK NUMBERS SPECIAL OFFERS
•  Any three or four issues ordered at the same time — 40p off tots!
•  Five or more issues ordered at the same time — 20p off each item.

Don't miss out
on earlier issues
B A C K
We keep a limited N
stock of back
numbers to ensure
your collection is
complete, mafter all, we
wouldn't want
any gaps in those

ZZAPI binders. ENOW'S
YOUR
CHANCE!

I I  would like to order ZZAP! 64 Back Number(s)

Please tick the ctiffeCt boo 3 0 4 0 5 0 1 5 0 7 0 8 0 9 0 1 0  0  1 1 0

I PRtCES
▪ •  Christmas Special fl  45 including p&p
I • O the r  back issues E1.20 including p&p
▪ •  Overseas orders: E2.00 per magazine— exept
I for the Christmas Special which costs E2.25
▪ (they cost a fortune to send)
II •  ALL back issues are packed, stamped and
• despatched with loving care and attention by Fran
• Wild, back issue personage extraordinaire.
1•  Special Offer discounts still apply, so get in quick(

4
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No 1 May 1985
•  OUT OF sTocx
No 2 June 1985•  Our OF srocx
No 3 Juts. 1985

•  Dropoone2Entombed Gold Medan 0  Entombed
map •  Airwolf map •  Arcade bonsrua •  Parettroiddiary i •  Colossus Cheat/ v M y Chess It

No 4 August 79135

•  Fourth Protocol Go ld  M e dia  •  EsPloding F ist '
Profile •  Paradroid diary 11
Beech Need a

•  Shadowhis map a  Denton Designs
No 5 September 1 9
,
8 5•  Summer Games 8/Frerale Gold Medals •  a rra s •
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starts •  Spy s i Spy thallercenery previews •  RyingHigh — flight simulations roundup
No 6 October 1985

•  Pet Nosooliktfizardry Nexus previews • ElectronicFlying High 8!wick Co profile •  ZZAP !stick it*  Paredroid diary 112 •
No 2 November 1985

•  Pareckoithtlelle Computer People Gold Medals •
ZZAP/stick •  Pull out Potter •  M a
s t e r b i a e t e r  I INu 8 Ow:snit:is,  1986

O Eoida/Els&tragliOs previews •  Biddle g a m .
arms:mound Goid Modal •  Elevid Crone interview
No 9 Chrntrnas Spec n I

•  %Obtainer Gold Medei •  Boron is flift •  Robin of the
Wood a  Arch, ' Potsdam /Jaff Minter interviews •Rocklores Roundup •  Inside ZZAP! Towers •Pan 12000AD Speak •

Oh Frey's art •  Underwurlde map
No 10 February 1986

•  Eldolon2Boundee Gold Madan •  Revs •  Deus Ex
&ladling •  linderwuridit moppen II •  Tony CrowtherLucasffirn interviews pert 1Mart, , ,Ga lwa y interviews 0  Comport* , Art Gallery •

No 17 March 1986
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•  Julian Rig nal on the cover •  Zoids •  Gerrie Killer •Elead
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ers Awards results •  Mindsmear preview •  WildSounds from your 64 •  rh •  An Gallery
No 13 M a y 1986

•  Thrust •  Ark Pandora •  e svs •  Altar Ego Gold
Medal •  Super Bowl.  The Daily Llama — the Minterdie •  Infocom interviews part I 0  ZZAP lCha  i n - N o u s e

Palace •  Bounder mope •  Datasoft interview 0mini•proBGallery a n s t i m a g i n e  l a s  •  The An
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Less discount if applicable
Total cost E

I enclose a Cheque or Postal Order for the TOTAL
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Please make cheques/postal orders payola*  to ZZAP I t  is best to ovoid
sending cash payments. Please do not enclose any order with mail to the
editorial side of the magazine as this may result in delays Sand your orders tothe address be low.

Number of issues ordered

1 B A C K  N U M B E R S ,  Z Z A P !  6 4  M A G A Z I N E ,
I P O  B O X  1 0 ,  L U D L O W ,  S H R O P S H I R E  S Y 8  1  O B
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UP FOR GRABS'
Your chance to step back in

time to the days of yore (

COPIES OF
KNIGHT GAMES

- m o • M b a m ik ' o w '  •  - • • • • •  ,  • z ,

Being a rough tough tin  suited
tearaway was a whole heap of
fun, back in the days of Merrie
England when King Arthur and
his crew ruled the roost.

A litt le research reveals that
one member of the ZZAP! team
has a heraldic history — Gary
liddon's great-great-great-great
(and s o  o n  f o r  ages) great-
Grandad w a s  S i r  Sco f fa  lot.
knight o f  t h is  rea lm.  Wh ich
explains w h y  L u mp y L iddon
fights his food to the very death.
Nowadays, of course, he doesn't
actually have to  KILL most  o f
what he eats — it comes ready
dead and cooked. El Corpulente
still sp lurges ga llons o f  re d
sauce a ll over the shop, how-
ever, t o  add t o  the  effect o f
corpulent carnage that he likes

to create on the table/desk/floor
to stimulate his digestive juices.

Watching Sir Scoffalot junior
(heraldic device: sossy sarnie
rampant with  cour de chip) at
work is a treat for serious stu-
dents of foodo logy — especiallythose interested in the historical
aspects o f  the discipline. L id-
don's eating hab its a re  t ru lymediaeval!

The programming te a m a t
English Software have obvious-
ly never had the  privilege o f
being in the fallout zone when
Sir Scoffalot is at work - they'd
never have been able to concen-
trate on  writ ing  the  code fo r
Knight Games i f  they had • •
(Rumours that Domark's next
game is going to be called Lid-
don Eats Lunch, accompanied
with a realistic sound effect quiz
which requires yo u  t o  guess
what is actually being eaten, are
totally without foundation, The
Advertising Standards Authori-
ty, Moral Majority, Viewers and
Listeners Association a n d  so
would never stand for it.)

As it  is, English Software are
putting the final touches to their
mediaeval combat game, which
allows you to  sample the del-

ights o f  ancient fights. T wo
kinds of swordfighting, a Cross-
bow Contest, Ouarterstaff bout,
Ball and  Chain session, Pike
Staff Proddaround and Archery
contest are a ll included in  the
game, as well as a fight to the
death with a mad Axeperson. No
Sir Scoffalot scenario, unfortu-
nately t h e y  hadn't heard of
Liddon's ancient ancestor.

Which is where you come in,
dear readers. Fif ty copies o f
Knight Games are on offer in this
contest, and what th is Minion
wants you to do is come up with
a mini scenario that might fit in
with t h e  re st  o f  t h e  Kn igh t
Games scenario; one that fea-
tures either Sir Scoffalot or the
present day Black Belt 10th Dan
in S o l o  Foodfighting, G a ryLiddon.

Strengthen those stomachs,
oh putatitve entrants, and come
up with a drawing or painting of
the scene as Sir S or Gary L sits
down to a bout of merciless food
wrestling. Whizz your entries off
to SIR SCOFFALOT, ZZAPI 64,
PO BOX 10, Ludlow, Shropshire
to arrive by 12th June when your
ever faithful Min ion will ready
himself for the stomach-turning

sight o f  yo u r entries wi t h  a
handful o f  Rennies (as used by
Roger Gannet Kean to settle his
stomach a f te r eating a l l  t h e
sweeties that arrive in the office
with Press Releases),

Burp! Best of luck!
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"10 levels of fun make this torture excellent value
for money. Nova rating. Definitely one of those
lust another go' games. Game of the month
February" — Computer Gamer
"The most compulsive game I've ever
played. If you don't buy it you'll never
know what you've missed." says Gary
Penn, Zzapl 64. Gold Medal award.
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CBM 64/128 5PECTRUM 48h
CASSETTE D I S C
E9.95 E12.95

AM5TRAD
CASSETTE D I S C
£8.95 E13.95

CASSETTE
E7.95
M5?i
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YIE AR KUNG FU

MIKIE

If you can master the ten moves, expect the unexpected and FIGHT
for your LIFE against the formidable masters of the martial arts you
may live to meet them again on the mountain or in the Temple_

COMIC BAKERY
• Panic in the bake-shop
• Fast and furious arcade fun.
• Help Joe the baker defend his loaves from the rascally raccoons.
*Another red-hot Konami cookie!

Mikie plays a knockout frantic farce in the classroom, locker room
d the high school cafeteria. Hip-zap, door atta ,  throw balls and

pie b u t  can yo a k e  him hand his love letter to ?

Imagine Software ( i 984), 6 Central Street
Manchester M2 5NS Tel 061-834 3939. Tel 9 9 7 7



Imagine Software is
available from selected branches of.
wiismi J o h n  Menves WOOLWORTH, LASKYS, Rumbelows.Greervs Spectrum Shops and all good dealers.

PING PONG
You can almost feel the tension of the big match breaking through the
screen .the expectant crowd is almost on top of you You return the
service with a top spin backhand, then a forward bock-spin, the ball
bounces h i g h  f rom  y o u r  opponents  looping,  defensive
lob...SMASH!...a great shot opens the score...but this is only your first
point! Play head to head or against the computer in this, Konomi's
first and best table-tennis simulation.

HYPER SPORTS
Elver the stadium of Korami's No.1 arcade smash-hit sports simula-
tionfrom the finesse and skill of Archeryand Skeet Shooting to the
critical timing and brute force of weight lifting - six events to test you
to your limit. Hyper Sports - continuing the challenge where 'Track
and Field' left off.

A

- ad
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W
e
l
l  
a
n
o
t
h
e
r  
m
o
n
t
h  
h
a
s

passed and this time we
found ourselves sitting

in the middle of the flat floor
saying things like:  ' N i ce
weather for the time of the
year, isn't it?'
'No.'
'Oh.' and: 'Fancy a  quick
game of Stargate?'

'Oh.' until someone said:
'How about logging onto
Compunet?'
'Yeah!'
'Oh!'

Quite a  f ew  new things
have sprung up in the DEC 10
recently and one of them, sit-
ting rather innocuously at
181630, is a new section call-
ed Live Action. It was set up
during one of John Krzesin-
ski's days off (!?) and con-
sists of several demos that
can be viewed whilst still on-
line. There are now dozens of
pictures — some old, some
new — in link format which
means that you don't have to
firstly save out any pictures,
then turn off the computer,
remove t h e  modem a n d
power up again before you
can actually see them.

Ardent fans of  Rob Hub-
bard 113H6) will be pleased to
hear that he is now on Com-
punet and has his own direc-
tory in the Concert Hall sec-
tion of the Music Hall. GOTO
178836 to find a neat rend-
ition of a Mozart piece (the
Horse o f  t h e  Year  show
music), along w it h  so me
other m o re  notable a n d
impressive works. Friendly
old Mastertronic have given
the Mighty Rob permission
to UPLD a lot of his music
written for them, so you'll
find stuff like The Last V8,
Master of Magic, Kentilla and
Phantoms of the Asteroid in
his directory. Also GOTO
178834 and get the Mighty
Boggs three new 'singles' —
'Grouting', 'Rang Rang and
'Biscuit Barrel'. They can be
found in his directory along
with three previous releases,
'Shoe', 'Lettuce' and 'Deter-
gent', and also The Bogg
Album, a  collection o f  his
earlier works which h ave
been tarted up a bit.

The latest hip and trendy
thing seems to be putting out
little demos replete with a
sycophantic scrolling mess-
age bearing dedications to
various CNETters. People

92 ZZAPI 64 June 1986

receiving the most 'hellos'
seem t o  b e  YA K ,  BO B,
MACHUS, and YORC along
with some of other Net per-
sonalities. ZZAPI wouldn't
mind, but W e l l ,  we never
get mentioned a n d  i t ' s
always a bit of a come down
when t h e  l as t  character
scrolls by and we find that
we've been completely and
utterly ignored. I  mean, as
everybody knows we're all
ego merchants too H o
hum.

Oh yes, MACH 81's screen
editor enhancer, mentioned
last month, can be found at
174824— and while you're at
it you can get  the editor
emulator from page 130517,
it costs 50p but it means you
can u se both editor and
enhancer w i t h o u t  t h e
modem plugged in .  How-
ever, it  may be easier with
the black slab in the mach-
ine's rear after all, since the
emulator takes rather a long
time to load.

There are two new Hugh
Riley piccies in his Hall o f
Fame directory —  a  text
frame called Dial-a-God ( v
good) and a  high-res work
entitled Bringdown ( very
neat indeed) which manages
to recreate t h e  horrible
paranoia o f  l i f t  journeys.
Page 129882 is where these
wonders reside, along with
all of Hugh's other work. See
next month's Art Gallery for
piccies a n d  V a n  Reuben
appraisal.

Finally, t h i s  m o n t h ' s

'Gasp! I  never knew there was so much in it!' The lads
are awestruck by the size of their first Compunet bill.

spec
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runinger (I-IG83) who has
UPLDed some piccies — Paul
Young, ZZ Top and Rockford
— into the virtually empty
(ahem — apologies, we have

been very busy of late but
there w il l  b e  some stuff
UPLDed in the near future)
Nozin' Amun' section in the
=A PI  64 bit of the Zap Club.
Thank you H.

Compunet is a  People's communication
bank, a bank in the sense that CNETTERS can
'bank' ideas for others to look at, admire,
deride or use. In  the first instance, the
people at Compunet decided the sorts of
areas that they should create for people to
use, but they were still surprised at the use
that was made of the Net. It  wasn't, for
instance, expected that users would start
offering arty pictures, but that is just what
happened, proving that people will always
do something different with a medium to
what you expected. Art Gallery is a good
example o f  how by providing a  public
vehicle, many computer owners who have
never drawn or painted anything in their
lives before, suddenly turn into artists. It's a
satisfyingly self-perpetuating cycle; a  few
pictures on the Net and others join in, the
competition spurs each to  improve and
allows others to  draw on the gathering
experience. Before you know it, a whole
culture that never existed before is there to

enrich all who log on
Recently, Art Gallery's contributions have

expanded its horizons. The early static
representations have gone live, adding the
cartoon humour o f  animated films (see
Richard Hare's The Light Went Out in the Link
Art section). We have already printed the
Headroom Triptych by Bob Stevenson, where
Max's head revolves through three frames.
lust now, someone has taken the original,
coloured it blue, removed the animation
screen glitch, re-animated it and put the
'improved' version back on the Net — an
interesting example o f  the c o
-
o p e r a t i o n
made possible by electronic communica-
tions and the fact that people can use each
other's material freely even though they may
never have met each other. This month we
have t w o  pictures which inadequately
demonstrate clever use o f  image and
movement on a 'Guinnes' Ad, as well as two
other offerings. Over to Ms Brigitte Van
Reuben _ J



SHREDDED WHEAT?
I  E A T  T H E
WHOLE BLOODY
B O X ! ! !

UP E D I T

MARILYN
Stu lackson's second work re-
turns to an older theme of Pop
artists, the dream machine's
greatest Goddess, Marilyn
Monroe, With broad sweeps of
the brush, lackson has used
chlaro KUM with effect to
create a dreamy, hazy, spotlit
image of the starlet, leaning
forward with that famous re-

moiety beckoning look. as
though inviting us to join her
dream while warning by body
Language that i ts fabric i s
fraught with insecurity and
unhappiness, The simplicity of
the technique employed belles
the extraordinary sohpistica-
bon of the image.

PURE GENIUS
These two frames represent
only the start and finish of an
animated sequence which
shuffles the blocks around
until the final, understandable
image appears — a glass of
Guinness Thus example of co-
operation between two artists,
Douglas Hare and Bob Steven-
son, combines striking image-
ry with a lively concept, in
which both picture and idea
wit the medium of the advert
which has inspired the work —
Pure Genius. There is a prece-
dent in the disjointed polaroid
collages of David Hockney,
almost a return to the precepts
of Cubism in which multiple
images of the same obtect can
add up to a greater emotional
Impact t h a n  a  s i ngl e
representation.

THE SHIMMY DREDO
its interesting to see Stu lack-
son turn his 'popular icono-
graphic eye to the eternal
theme of hedge Dredd. The
plastic qualities of the image
are paramount in this classic
'pyramidal' composition, the
Commodore's low-res blocky
graphics cleverly heightening
the comic strip source. The
Judge has been rendered in an
almost abstract manner, an
inconoclastic slab of unmoved
Jnhunsanity. To reinforce the
comic strip feel, lackson has
added a speech bubble with a
purposefully hurnourous sta•
lenient which successfully
combines two disparate ideas
— an acceptance that all who
VIEW the picture will under-
stand the reference to the well
known advertising punch line,
arid accept that only judge
Medd could be so macho as to
do what no one else could.

I
L.: • N
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PURE GENIUS.
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Vroid7 And here lam controlling
H.0.11A.D. areal raunchy robot —
if it had a wit as 5h3rAa
5sting it could put Little and. -
L.akge back in• the funny bUsiness! rrn
after CyrgiV, OmSs, areal head-banger
who attaVting roe with all the •
hardware he cap gethbands•on
but when 11.0.h.A.D.'S. in gear villth
his flagnumt .blastinik- Cyrus could end up just a
bad memory' •

tnlasec i ; 1  b u t  IVe got
all the action here_in fact if
Thorn EMI wahria !rake PmDo 5trike5
Back all they have to do is film me in
action on this joystick. picked up my
machine gun, wiped out half the jungle
with my explosive war head, (thatt
not my brain!), but that iook-out
postJust keeps on zapping me —
It  get him net time mund,
haven't gOt to the choppers yet...

I've got to get my act togethe
if I  saw my last
attempt RV only be good for
Rambo Carries on La

Alytt
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The instructions tell me Pm Donovan, with
a M155i0n-.., wow, that guys a real keep
-
fi t
freak, the next thing I linew I was running

down the corridors of the Mother 5hip, yeh,
runningi,Just a gulch flip on theloysticil

and I was Jumping head over heals, a
• r e a l  panel's Comet job over some

lazer crazy robot. Then I got into the
communlbuter — laying charges to

blow the ship to kingdom come,
miler:Ong the tiff) DU5T formula

and getting wised up
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SPECTRUM/CBM 64
£9.95

THE DEADLY SPORT OF THE
ONE OR TWO PLAYER

FURIOUS FIGHTING FANTASY

BOUNCES IS AVAILABLE NOW FRO D  SOFTWARE
DEALERS. IN CASE OF DIFFICULTY PL S E  WRITE TO
BEYOND SOFTWARE 6-9 UPPER ST. MARTINS LANE

LONDON WC2H 9DL
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SPRITICIDE WITH
GAME KILLER
Robtek were inciting some
spritely violence by offering
10 of their GAME KILLER
programs to winners of this
comp to draw scenes of
sprite murder and mayhem.
The overall winner also
receives the added bonus of
a visit to Robtek's factory at
Church Crookham, near
Aldershot, and the lucky
person is Alan Thomson,
from Workingham, Cumbria
CA14 58E. The runners-up
are:

John Picken, County Durham,
DL14 9T(1; Simon Baldwin, East
Sussex, TN37 60Y, Anthony
Hughes, Shropshire, TF12 5E01;
Luis Troyano, Cheshire, SK1
3PF; Adam Firth, Herefordshire,
HR6 OLH; Steven Bedser,
Ropley, Hants; Dave Plank,
Kent, BR6 8DF; Andrag Sharma,
Galeacre,125 51.A; R Purvis,
Livingston, EHM 6RE
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SEIKO
DATAWATCH
COMP

One of the amazing Seiko
database watches, the Seiko
RC-1000, was up for grabs,

and the ZZAP! reader who
came up with the best
explanation of what to do
with it was Richard Burrows,
from Redd itch,
Worcestershire 898 8RG.
Well done, Richard, now if
you're late for tea, your
watch will be able to tell you
why.
The other competition run in
issue 12 was the Electric
Dreams Design a Game,
which still has a while to run,
although some excellent
entries have already been
received. Sad to say, The
Mercenary competition is
still running
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THE EXPERT CARTRIDGE — A NEW TAPE TO DISK SYSTEM FOR THE CBM 64

. . _ . . . . . .  -

* *  FREEZES AND SAVES MOST PROGRAMS TO DISK
* *  THE PROGRAM IS SAVED AS ONE FILE
* *  PROGRAMS ARE CO MP A CTE D TO REDUCE THE

AMQUNT OF DISK SPACE USED
* *  YOU CAN SAVE S OR MORE PROGRAMS PER DISK
* *  PROGRAMS ARE LOADED BACK VERY FAST BY THE

BUILT-IN FAST LOADER
* *  MOST PROGAMS WILL LOAD BACK AND RUN IN LESS THAN

30 SECONDS
ilrtr POWERFUL BUILT-IN MACHINE CODE MONITOR INCLUDES
* *  A RESTART COMMAND PLUS ALL THE USUAL MONITOR

FUNCTIONS
Fr*  NO  NEED TO USE THE CARTRIDGE FOR LOADING BACK
* *  EASY TO USE — NO PROGRAMMING KNOWLEDGE REQUIRED
* *  USES A RAM CARTRIDGE AND DISK BASED SOFTWARE FOR

INSTANT UPGRADING
* *  THE EXPERT CARTRIDGE COSTS ONLY £ 2 8 9 9

INC. VAT & POSTAGE

Although not the fi rst the expert cartridge tape to disk system
out-pertorms all other similar products regardless ol cost. Even loreign
products costing twice the pnce cannot match the experts performance.
Why pay for outdated ROM based systems when the expert cartridge
can be upgraded to meet the challenge of the most recent software for
very little cost

OPISCROMit PR O M PT  DESPATCH
PLEASE SENO CASH, Cl4EOLIE OR
POSTAL ORDER FOR Elta.AA WO RT
odd El 013 EXTRA PAYMENT IN
STERLING ONLY PLEASE i PLEASE FOR WA
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MAIL ORDER 2 9  HOME LANE BRADFORD BD4 00A
CALLERS 3 2 9  TONG STREET BRADFORD BD4 9Crif

Tel 102741 6 8 4 2 8 9



THE RETURN OF
THE THING

froti
I ° N o

The last two months have been one long strain on my bodily
functions. First there was the programmer's challenge — not so
much a case of ego, more Superego. Why pasty-laced beings like
those miserable specimens that  spend most of  their  l ives i n
darkened rooms in front of glowing monitors are idolised I don't
know. Has the human race a future to look forward to?

Then there was last month's in-house challenge. Once again the
crazed, ego-driven maniacs who populate the dark corners of ZZAP!
Towers crawled out on their slimy bellies and presented themselves
in front of the camera lens. Now,  at long last, we return to the
relative normality of the challenge arena where one brave member
of the ZZAP! readership travels to the primeval hamlet of Ludlow to
do battle with the so-called ZZAP! champion.

The evil toad Jul ian Rignall  won the in-house challenge last
month, and wi th some effort he managed to squeeze his inflated
sense of importance in front of a Commodore this month in order to
play against my  wor thy challenger. The feeble bodied Rignall
wasn't that proficient at thul ium — the knowledge that Super-
wimp's highscore was only 132,500 settled my minds that Urtriturn
was to be the challenge game when I  received Mick ° Redl y's
claimed score of 601,020. My confidence levels soared as I arranged
for Mick to be imported from his homebase in Rishton, Lancashire

After running a check through my databanks on the appointed
day. I  discover that Mo,  as he likes to call himself, has been a
consistent highscorer since issue three and his name has appeared
in lust about every one of my highscore charts since then Such
experience must mean that I am likely to be pleased by Rignalrs
crushing defeat

DREADNOUGHT
DEM OL M ON

am pleased to  see that Mick
brings h is own joystick, a well
worn but highly polished Euro-
ma x Competition Pro: a sign of a
true professional indeed. The
vile one  instantly starts com-
plaining that he  hasn't had a
chance to practise because his
Commodore power supply has
had a headache for several days.
Ha! A likely story. Once the two
players are settled in  fron t o ftheir machines and the  ru les
explained — the fi rst t o  pass
50,000 wins the game and the
contest is to be best of three — I
order combat to commence_

Mo immed ia te ly demonst -
rates h is  obvious superiority,
swiftly disposing of wave after
wave of alien craft. Judging by
the tortured grimaces twisting
the skinny wimp 's pallid  and
unhealthy features, Riggers is
suffering from Mortis and is far
from relaxed. My  assumptions
are rap id ly confi rmed wh e n
Superwimp fl ies h is craft st r-
aight into a barrier wall: what animbecile!

While Rignall tries t o  settle
into playing Braybrook's block-
buster, the Lancashire lad lands
on the first ship, deals with the
bonus stage swift ly and earns
maximum po in ts wit h  poetic
ease. The parochial prat Rignall
struggles wimpfully to completethe first wave as Mo starts on the
second wave — a full 4,000 po-
ints in front. I lean back into my
hover ch a ir and  s ip  o n  m y
Domestos cocktail, getting that
warm feeling as the delicious
drink thickens on  contact and
clings to the lining o f  my alim-
entary canal impart ing  those
heady chlorine ions which make
my metabolism race. I am beg-
inning to enjoy myself.

Rignall finishes the first wave.
I watch with glee as he fouls up
the bonus stage, gaining a mere
3,600 points. Mo putls ahead at
speed, and still hasn't lost a life,
Rignall is struggling in the wake
of th is wo rth y gamesmaster.

01 Rignall losesyet another life
three looping aerial mines

•, o n t o  him. The wretched one
niggles as the 'LAND NOW'
gnu l sounds and just as he
es up his St143 to land on the
rimy,  a renegade alien craft

s in, letting rip with a vol.
, y of bullets and destroying his

ip a split second before he can
ncl. My Joy circuits nearly short
I as the chlorine ions do their
rk, aided and abetted by this
ndrous sight. An expression

ere rage and annoyance

clouds t h e  egocentric id io t 's d i
disgusting countenance: Wig - 711
0nalrs Cwoss!

While all these delightful th-
ings are happening, Mick man- 4ages to land on the third ship,
and is tackling the bonus stage
by the t ime I  regain sufficient
composure to monitor his pro-

gress. Again, he collects n
-
A b l i

mum points leaving Rign
massive 10,000 points in  t h e l l .
rear. Mo tackles the fourth ship '
7
U
and he clocks up points like a
veritable professional. He drives
onwards towards t h e  ma g ic
50,000 target. Rignall, realising
that he is falling behind, tries
harder. H is  feeble e ffo rts t o
decrease the gap come too late,
though, and Mo speeds through
the 50,000 barrier with  Rignall
trailing 9,000 points behind him.

THE EXCITEMENT
MOUNTS

A fresh bowl o f  Domestos is
called for by way of celebration.
My challenger has one win un-
der his belt and his confidence
mounts. The spiky haired creep
looks even more wretched than
he norrnally does, a good sign
for th e  future. I  immediately
order the second game to com-
mence, capita lising o n  J R ' s
confusion. Bo th  p layers start
well and complete the first wave
easily, scoring maximum poi-
nts. The two continue to  play
competently, and I notice that
for the first time that the baby
faced insect has contrived to
take the lead by 1,000 points. I
hope this is merely a temporary
setback, b u t  a fte r Rignall g l -
ances across and spots that he is
in fact in the lead, he perks up.
New life, if it can be called that, is
pumped into the foul creature's
miserable physique. Obviously
some primeval hormone secre-
tion which he calls on in times of
stress is  being produced and
infected into his scraggy body.
My bespectacled challenger
seems shaken by his opponent's
reincarnation and the following
lapse of concentration sends his
ship crashing i n t o  a  su p e r
structure.

This fires on the undead crea-
ture even further, a n d  soon
Rignell i s  a  fu ll 5.000 points
ahead. But then a surprise attack
catches the  ZZAP! beast o f f -
guard and the resultant loss of
life dents his new-found confid-
ence. Another loss of life a few
seconds later and my challenger
catches up! Potential disaster is
averted, and I  ru b  my  hands
together i n  preparation a



CHALLENGE CH
A
LL

whitewash when O h ,  such a
fool! Mo fouls his bonus screen
completely by pressing the fire
button a t the wrong moment.
The resultant bonus score o f
2,600 gives Rignall the chance to
pull ahead. I wait for him to land
and hope that he is about to
mess up. Unfortunately the idiot
capitalises on  my challenger's
error and pu lls back in to  thelead, th is t ime by a  fu ll 5,000
points.

Both players steam on, nei-
ther one losing a life on the next
two ships. Rignall hangs on to
his advantage grimly and pas-
ses the 50,000 mark with Mo, not
far behind, scoring 48,050 po-
ints. It is one game each, and I
am not sure if  finishing the en-
tire bottle of Domestos Premier
Cru was altogether a wise idea.
All hangs on this final game and
I need my neural circuits in fine
order if I am to concentrate fully
on encouraging Mo to a deser-
ved victory.

S I N E  FINAL CONFLICT
My cha llenger d isp la ys h i s
mettle: he continues to look cool
and unruffled by the vile  one's
lucky win. I order a coffee break
to calm things down. Perchance
!will gain some small advantage
on behalf o f my challenger by
ensuring that Rignall's cup is
chipped and the coffee with in
boiling hot and foul tasting. I toy
with the idea of adding the last
few drops of premier Cru Dom-

Dim Dim watcheson as Mo gets into the groove before the
contest begins. Note his special can of Cherry flavoured
Coke — Mo claims it helps him concentrate. I cannot see
the appeal — it has no bouquet when compared to Premier
Cru Domestos

estos f rom the bottom o f  the
tasteful blue bottle to see what
strange effect it might have on
Rignall's beefburger and greasedrive metabolism, but restrain

myself at the last moment. He
may be able to claim ill-health if I
experiment, and abandon the
contest as a draw, retiring for an
afternoon's a v id  v id e o  ta p e

Rignall stares wanly at his desk at the moment of defeat.
Note the quiet smile of victory that plays around Mo's lips.
Is Dim Dim really wagging his tail with joy?

watching in his foul nesting site.
My faithful minion carries out
my orders and I am pleased to
see Rignall burn his tongue. HalWould that I had been confident
enough to lace the burn with a
few chlorine ions

Two empty cups grace the
table, and play resumes. Both
players look confident and clear
the first ship with little trouble.
The bonus screens are tackled
and I  a m pleased to  see that
Rignall fails just before he reaps
the maximum points. Mo scores
full points and the small advan-
tage he earns seems to spur him
on. Come on, my worthy chal-
lenger! A f t e r  clearing  t h re e
groups of aliens on the second
ship Rignall runs in to  trouble
and is destroyed by alien gun-
fire; oh that thiswere not a game
but a real space banlel Almost
immediately I hear a groan de-
livered in an unmistakably nor-
thern accent. M y  challenger,
too, has lost a life.

Mo retains the advantage, but
the brainless one is swiftly clear-
ing group after group o f alien
craft. The 'LAND NOW' signals
cry in unison and both players
land, a lmo st  simultaneously.
The noise created by both bonus
screens going appears to disor-
ientate the two and they both
quit at the fourth bonus. As the
dreadnought dissolves I  check
both scores and a wave of plea-
sure sweeps through my body
as I see that Mo has retained his
advantage and is still 1,000 po-
ints ahead. My hearts begin to
beat faster, Out of synchronisa-
tion as the excitement mounts. I
find myse lf  leaning fo rward ,
transfixed by the closeness o f
the scores.

The third ship claims another
of my challenger's lives and the
delay caused by his demise
gives the feeble wimp  the ch-
ance to make up the small de-
ficit. This he does with vigour,
using the situation to pull sligh-
tly ahead. I  curse as he grins
inanely, bu t as usual the fool
becomes overconfident. Promo-
ted b y  h is  o wn  sh o rt  l ive d
success, his grin turns sour as
his ship smashes into a barrier. I
am unable to restrain my mirth,
and it bursts forth in the form of
waves of bleachy laughter. Eit-her the smell of chlorine or the
deafening sound Of my amuse-
ment unnerves Rignall and he
makes another mistake, almost
immediately. This time he flies
straight underneath a group of
aliens, who jump upon the op-
portunity and pump his undef-
ended rear full of bullets. As this
takes place my challenger lands
and presses home his advant-
age by securing maximum p0- 111



ints on the bonus screen. This
leaves Rignall trailing behind —
7,000 points in arrears. Sadly the
difference is soon cut to 2,000
points as Rignall lands and com-
pletes the bonus screen.

Onto the fourth ship now, and
the Rishton rocket grimly retains
his lead. There is much joystick
toggling, and Rignall puts maxi-
mum effort into his game. Slow-
ly he starts to catch up on my
challenger m y  hearts beat
faster as the manic ZZAPI thing
closes the gap — 2,000, 1,700,
1,300 •

Mo is the first to land on the
ship and again he reaps maxi-
mum points. Rignall comes into
land moment later a nd also
collects the maximum bonus.
Time is slowly running out for
Rignall, a nd I  whisper alien
prayers under my breath to help
my heroic challenger along. The
scores read 41,025 to 42,200 as
both players tackle the fifth ship.
Soon the contest will be over,
and I promise myself a case of
Domestos by way of celebration
if Rignall is defeated. Realising
that it is possible to reach 50,000
before landing, both players go
full out to destroy as many fleets

of aliens as possible. The gap
remain constant and I pray that
there will be no mistake from my
challenger— one slip could give
the revolting one an advantage!
At 49,000 points the tension is
broken by  the  sound o f  the
'LAND N O W s igna l  corning
from my challenger's monitor.
My hearts almost jump from
their securing brackets as he
whizzes through a miniscule gap
in the barrier and onto the run-
way — By  'eck,' my challenger
shouts in his quaint accent, 'that -
were close!' A few seconds later,
at 48,500 points, Rignalrs moni-
tor also sounds the siren, but in
his haste to negotiate the gap,
the stupid creature fails to turn
his ship on his side. Even he
knows you can't fit a square peg A
i lin a round hole and his ship la
destroyed, leaving my challeng-
er to  hurtle past the  50.000
barrier with ease. He has wont

Mo has wiped the floor with
the foul Rignall — all he is good,
for. Collapsing, exhausted, into
'he welcoming comfort of my
hoverchair I  remind myself of - '

j
the good times that lie ahead as I e
work my way steadily through a
dozen blue bottles.

I tte  victor of the (Indium contest gets the chance to do to
Rignall what I have always wanted to do myself. Sadly
Mo's not pulling hard enough— the tendons in the slimy
wimp's neck are hardly stretched taught, let alone at
snapping point
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• Las al BIC worst lire outpul end lewd:rack CLI•1/01
A comp ehmewe sphere,  packing undone
• A Inn effects mere' mth echo revert dognel Mee, ?engin etc.
• Fue Sample eating facies iteth rem* and no screen frequency pewee
• A petweriul loguartor with direct liput end odemeg.
Amiable flOW CVMpliVie Panktoresothrofe oackagp Corviete 107$ metopbone
Motet stew c  •  tspe setmlve mooed

USUALLY SAME DAY 2 4 HR Vizo r
DESPATCH ON ALL ORDERS C A R D  UHF

sm.° c0 0 0 pufs
,
POra

LINO'S WS
FENTON INDUSTRIAL ESTATE.

DEWSBURY ROAD, lemon,
STOKE-ON-TRENT TEL, 0782 273815 MOM101.00110••
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ACE (Cascade)
35,670 Gary Lea, Alton, Hants
29,200 Douglas Phillips, Gillingham.Kent
18,720 D Charlesworth. Wates Orlon,
Warks
17.540 George Block, Chetten ham,
G los
12,100 Mark Bours, Congleton,
Cheshire
11,750 E i gi bl ,  Thundersley. Essex

BOMB JACK (Elite)
93,760 Stuart Marsh, London, SE13

TALYX (Ariolasoft)
2.784 Steve Palled.
inghem

,305 Dan Williams, London,

NOEIR (Gremlin Graphics)
7263,201 Gary Ciarke. Southend-on-
Sea, Essex

BAJABLAZER (Activision )
Shut out levtti 9 drolds:
19-5 secl. Dave Franklin, Gloucester
20.0 secs Robbie Graham,
Blairgowne, Perthshire
24.0 secs Paul Nash, Chalkham, Kent
30,0 secs Steve Pallet_ Birmingham
BARRY MCGU(GAN'S BOXING
(Activision I
E14.228 000 Stuart Marsh, London„
SE13
f  13,325.000 Paul Haste ngs, South
Ascot, Berkshire

COMIC BAKERY ilmegine)
4,876,840 Paul Dove, Ashfield, Notts
216,700 Gd Fry Watson, Dumfires,
Scotland

CRAZY COMETS (Martechl
449,270 Martin Keevee Birmingham
472,923 Gary Clark, Southend-on•
Sea, Essex

COMMANDO (Elite)
20,069.900 Lee Roome, Stafford.
Derby
18,202,500 Paul Chambers, Studley,Warks
18,156,300 Nicholas Holman, London
18,011,300 Mark Wisnieveaki,
Huddersfield, W Yorks
17,375,100 Steve Pallet,
Birmingham
16,402,100 Michaei Chapman, Co
Durham
14,720,500 Gary Lea, Alton,Hents
13,892,900 Heath Robson, Colne,
Lancs
12,541,100 Chris Bums, Oldham,
Lanes
11,423,900 Mark Slade, Liverpool
10,675,500 James Crosby,
Manchester
7,351,100 Stuart Marsh, London,
SE13

CRITICAL MASS (Dwell)
144,050 Josh Bradbury, Cambridge
DESERT FOX IUS Gold)
94.000 Andrew Rogers. Bakewell,
Derbyshire
67,200 Stephen Moore, Litherland,
Liverpool
47,800 Gary Scott, Peterborough

DRAGONSKULLE (Ultimate)
116,450 N Parker, Gillingham, Kent
115,990 Glenn Black, Gainsborough,
Lines

THE E1DOLON (Activision)
351,241 Kinnon Paterson,
Middlesbrough, Cleveland
162,344 Michael Beaman, Retford,
Notts
69,600 Even McDougal, Dumbarton,Scotland
63.780 Graeme Carlyle,
Grangemouth, Scotland
61A60 Tony Cafferkey, London Ni l
 56,240 Adrian Miles, Grimsby, S
Humbs
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These last few days have been very busy and I feel quite dizzy by al l
the excitement generated (or perhaps it's the after effects of the two
bottles of  Domestos I downed to celebrate the fall of  the ZZAP!
'champion').  The quality of the scores currently being sent in are of a
very high standard and I hope that all of my humble troops will strive
to better  their  already superb efforts. Ur idium,  Kung-Fu Master,
Commando and Yi e Ar  K u n g
-
F u  s c o r e s  
a r e  
a p p e a r i n g  
i n  
h u g e

numbers, but I hope my troops will soon be turning their skills to
Cauldron I I ,  Spindizzy, Thrust,  Starquake a n d  others. Keep
practicing, next month another  ZZAP! creature will be called up to
Challenge one of you highscorers.

E L R a i
S r
460,166 D u f f y ,  Coventry
132,097 P M o s e l y ,
Birmingham
59,018 Andrew Chapple, Moseley,
Birmingham
56,134 Dan Williams, London W1
26,023 M Plans, Worcester

ENCOUNTER I/Votregen) :
4 1 1 8 0 1 4
0 e x - _ _ _
438,500 Arely Clifford A
Leics

GRIMLY'S DAY OUT (
10,926 Nicholas Woodruff,
Stourbridg a. W Mids
KUNG-KI MASTER (US Gold)
5,730,900 Richard Scaplehorn, Port
Talbot, W Glam
2,1134,203 Heath Robson, Colne,
Lams
1,710,399 Mark Goodwin, Rhondda,
Mid Glom
1,657.110 Ian Brockott, Manchester
1.556,148 Jawed Se teem. London
EIO
1,451,146 Andrew Bush, Bristol
1,332,724 Paul Smith, Blackburn.
Lanes
1,115,114 Philip Kenny, Coventry
1,110,300 Geoffry Riely, Ipswich,
Suffolk
911,463 R Kazal bash. Southend,
Essex
808,752 Andi Davis, Rochdale, Lance
745,400 Mark Bosell, Kenton, Midcbi
508,367 David Hodgson, Kendal.
Kumbria
503,395 Chris Roberts,
Middlesbrough. Cleveland

KORONLS RIFT (Activsion)
133,250 Gavin Davenport, Little
Leigh, Northwich
112,580 Neil Archer, Wolverhampton

KANE (Miwatertronic)
175,954 Stuart Marsh, London, SE13
109,615 Ruseell Taylor, Bury, Lance
72,729 Alex Amuro, Ma idetone, Kent
67,135 Simon Clarke, Camberley,
Surrey

MERCENARY (Novegen)
1,909.000 cr R Treviso, Dorchester,
Dorset
1,909,000 a Graham Stirwell,
Peterborough, Cambs
1,909,000 Cr Tim Meson. Hallow,
Worcs
1,604,000 or Nicholas Marshall,
Tunbr id e  Wells, Kent
1,409,r 1 c r  Kinnon Paterson.
Middlesbrough, Cleveland
1,409,000a Dean Taylor, Basildon,
Essex

(English Software) 1,409,000 cr Bob Chambers.
Wolverton, Milton Keynes
1,409,000 a Gary Taylor. Liverpool,L16

PARADROID (Howson Consultants)
245,840 Nathan Twit, Norwich,
Norfolk
126,836 Kevin Mannion, St Helens,
Merseyside
117.530 Andrew Longstone, Cromer,
Norfolk
113,445 John Doyle, Kilmarnock,
Ayrshire
93.600 Gad Keeveney, Huddersfield.,
W Yorks

PING PONG (Imagine)
26,440 Paul Langton, Liverpool 1.21
24,-550 Dan Williams. London, W1
24,060 Andrew Berke, Chesterfield,
Derbeyshire
23,850 G Foyle, Sidcup, Kent
10,350 Gary Clark, SouthentecueSea,
Essex

ROBIN OF THE WOOD (Odin)
96 overall Simon Clarke, Camberley,
Surrey
92 overall Andrew Grainger, Ripon, N
Yorks
85 overall Mork Rogers, Llantwit,
Mid Glem

ROCK 'N' WRESTLE (Melbourne
House)
1.001,800 Alert Smith, Fife, Scotland
383,500 Douglas Carey, Chandler's
Ford, Hants
367,600 Robert Hunt, Bradford, W
Yorks
305,300 William Church,
Commonmoor, Liskeard
300,000 Robert McCarthy, Southway,
Plymouth
257,600 And Logers, Lymm,
Cheshire
198,100 Bruce Rowell. Stamford,
lines
135,000 Paul Anthony, Warmley,
Bristol
107,100 Dean Evans, New Maidon,
Surrey
RESCUE ON FRACTAL US

372,427 l72,427 Derek Mu ntley, Newhaven,
East Sussex

„.,• RAMBO (Ocean)
,1,
41 
4
,
0
9
8
2
0
0  
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y  
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3,612,100 Mark Stade, Liverpool
1,825,100 Arran Mclean. Cheadle
1,807,100 Les Farrar, Darwin.
Australia
1,596.100 Simon Clarke, Camberley.
Surrey
1,339,800 James Alexander, Reigate,
Surrey D J  Saintfield, Co Down
556,100 John Aperghis, Penn, Bucks

SCARABAELISIAriolasoft)
239,303 Robert Berry. Fleetwood,Lanes

SKOOLDAZE (Mtmepherel
53.200 Sharron Clifford, Aylestone,
Leics
22,820 Robert Barbosa, Reading,
Berks

TRANSFORMERS (Ocean)
60.283, Gary Clark, Southend-on-
Sea, Essex
44,341 Nicholas Woodruff.
Stourbridge, W Mids
12,082 Richard Byrne, Enfield, Middx

URIDIUM (Howson Consultants)
1,505,615 Mat Daley, Frimley, Surrey
867,345 Chris Green, Weymouth.Dovset
1301.020 Michael O'Reilly, Rishton,
La ncs
523,380 Craig Hall. Oldham, Lanes
498,9135 Graeme Carlyle,
Grangemouth, Scotland
489,800 Nigel Froud, Farncombe.
Godalming
486,210 Mark Mosely, Tibshelf,
Derbeyshire
437,915 Michael Lykke, 8800 Viborg,Denmark
358,845 David Sexton, London, N4
356,695 Andrew Hudson, Salhouse
348,775 Brian Harper, Hythe, Kent
346.790 Nathan Tuck, Norwich,
Norfolk
315.810 Richard Harris, Leeds
299,125 Arashad, Edgebaston,
Birmingham

V (Ocean)
21,100 Paul Nash, Chaikha m Kent
17,600 Darren Hlggins,
Grangemouth, Sheingshi re

VIE AR XLING-FU (Imagine)
48,645,400 C Hampson, Derry
38,500,300 Mick O'Reilly, Rishton,
Lams
27,420,400 Paul Murray. Co Durham
11,285,400 Garry Wilkinson, Enfield,
Middx
11,150,200 Chris Burns, Oldham,
Lance
10,525,700 Siu Wai Cheung. Burton-
on-Trent, Staffs
10,347,300 Cohn Maciver, Inchture,
Perthshire
10,032,400 Kevin Hall, Mansfield,
Notts
9,863,300 C Dickson, Dumfries,
Scotland
8,069,400 Adrian Wilson. Melton
Mowbray, Leics
7,411,600 Mark Bose, Kenton,
Middx
6,956,100 Stephen Singleton,
Whinmoor, Leeds
5,979,400 Dick Hopwood. Wakefield.
W Yorks

Z (Rino)
277,900 Alex Lindope London El 6
167.500 Nick Jowett„ Solihull, WMids
143,800 Shaun Russell, Shildon, Co
Durham
125,600 Terry Townshend, Gt
Yarmouth, Norfolk
121,700 Julian Smith, Sheffield
99,600 Stuart Marsh, Lonsdon, SE13
135,300 Andrew Roberts. Redditch.
Worcs

you highscoring girls and boys. send your score(s) unto me„ A postcard.
letter, sub-etha transmieskul or the like will do fine. Whet I want to know is
your wore, level reached time taken and any other relevant details the more
the better) Then put your name, addreu and telephone number Wet in care I
want to contact you) and send it off to: =AP I  CHALLENGE, ZZAP I 64, PO
BOX 10, LUDLOW, SHROPSHIRE, SYS I DB.
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ZZAP I 1-SHIRTS/SWEATSH IRTS/CAPS/BINDERS

All quoted prices include VAT, post and packing (UK only).
OFFER
Continental Europe and Overseas, please add E2 extra per

Please 6°1'1" aPP"394.16 b
"
1 . 1 ) -  S t a t e  
S i z e  
S O  
M O  
1 .
0

item ordered.

0  Please send me . . . . .  ZZAP! T-shirt(s) art 0.50 each.
Form in capitals plocese

0  Please send me . . . . .  ZZAP1 Sweatshirt(s) et 0.95 each.
0  Please send me . . . . .  ZZAPI Owls) at 0.95 each.
0  PieaSe send me . . . . .  ZZAPI Binder(s) at E4.50 each.
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I enclose E . . . . . .  made payable to •ZZAPI'
Cheques or postal orders only, please.
'COMPLETE ZZAP I OFFER', PO BOX 10, LUDLOW
,SHROPSHIRE SYS 1 DB
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IZZAPBACICIP
It was around this time last year that strange things
happened to ZZAPI Chris Anderson and Bob Wade,
then Editor and Software Editor respectively, both left
the team to pursue their own interests and the rem-
aining dynamic duo, Gaz and Jaz, moved from Yeovil
to Ludlow. Local yokel, Paul Sumner, joined the team
on a part-time basis, and the magazine had a slightfacelift.

BEACH HEAD II
US Gold

The tasteful follow-up to Beach Head boasts four diffe o n
screens, loads of high quality speech, a one or two play d  to
head option, and stunning graphic & According to Juli 'Be a c h
Head II must be one of the best gain t o  make its way across the
Atlantic', while the fledgling Sumner thought that it 'ought to get the
anti-violence brigade 'up in arms' Gary  felt that the actual ideas
were 'simple and weak', but admitted that it was 'the two player
aspect that puts it so high in my booles.'

?-
The graphics and sonics are superb d i  think that they seduced us
into making the game a Sizzler. I t v e r y  simple game and one

f
t

reflection it shouldn't have been rat s o  highly. Loading the differ-ent bits from cassette is a pain.
JR

No, I disagree; Beach Head should have been a Sizzler. Well, the
disk version anyway, since we later found out that the cassette
version was awkward. The single player game does get boring after
a while, but the two player option is great fun. Good for its time, but I
doubt it would do so well if reviewed today.GP

(Jaz) Presentation up a little bit— the two player option is fun h o o k
and lastability both down by ten percent, value for money down to
about eighty and overall low eighties.

(Gazi Sorry to be so boring, but I think the ratings were fine.

WAY  OF THE EXPLODING FIST
Melbourne House

The classic one/two player beat em up arrived at a time when Gary
and Julian were mad keen on the kung-fu arcade game Karate
Champ, and consequently it was very well received. 'I don't think
Exploding Fist lacks in lasting interest, as it's one of those games that
you can get out time and time again to relieve the day's tension' Gary
proclaimed, Paul thought that 'the graphics and sound are terrific,
the only thing that stops this game short of total realism is blood'.
and Julian used practically every superlative he could think of, ie,
excellent, excellent, excellent....

The big problem with the review is that d  to spot the 'safe'
move which allows you to beat an oppo a n d  time again. If
we'd discovered the bug then, it wouldn'
t

ted so highly,
The two player mode is still fun, thoughJR

At the time I thought that Exploding Fist m e t h i n g  else, despite
the presence of the 'safe' move. Howeve e r  seeing Intema .  I
Karate, my opinion of Fist has lowered e w h a t .  Neverthel
think the review was fine.
GP

(Jaz) Lastability down by fifteen percent, t h e  graph* u e  and
overall marks by about ten percent.

(Gaz) No, I think the ratings were just rig
104 TZA P!  64 June 1986

WS U n a  O E M
• 1 . 1
.
0  
M
O
M

CONFUZION
Incentive

Confuzion is an incredibly simple, but addictive and frustrating
arcade puzzle. Taking its roots from the arcade game Guttang
Guttong it had the terrible trio uttering frustrated obscenitie long
into the night. 'Confuzion is the best arcade puzzle currently -
I -able and I recommend it heartily to all arcade puzzlers or
willing to give it a go' raved Gary. Paul agreed and enthus
number of games succeed because of their simplicity and Con
is definitely one of them'. Julian, however, warned 'those of yo
are about to buy this are likely to suffer from a nervous breakd

I remember this giving me hours of frustration and it got to th
where I nearly threw my Commodore through the window,
really difficult game but totally addictive.JR

Everything about this game is simple — the graphics. soun
especially the gameplay — but it's great. I would say that we
rated the  presentation and music, but otherwise I  ha
complaints.
GP

(Jail I enjoyed this relatively cheap game and think we rated
about right.

(Gaz) Presentation up to high eighties, sound mid nineties and ver-
all dead on ninety.
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FOURTH PROTOCOL
Hutchinson Computer Press
The August Go ld  Medal award  wen t  t o  the Electronic Pencil
Company's Fourth Protocol, The very complex three-part, icon-
driven adventure forced the reviewers to kickstart their grey matter
and get thinking. ' lam still excited by the Fourth Protocol even after
long evenings of play' revealed Paul, while Julian got straight to the
point: 'the best thing to say about this game is BUY G a r y ' s  huge
comment wound up with 'the Fourth Protocol is quite simply an
amazingly good, involved game that is worth every penny, you
MUST pay for it.'

A classic game with an amazing amount of depth. The EPC did a
superlative job in turning Frederick Forsythe's book into a computer
game and it fully deserved its GM award.JR

The loading music really moved me at the time and I reckon that the
title screen is one of the most atmospheric ever devised, The game
itself was also highly atmospheric, and very absorbing, although I
never did finish the first section!
GP

(Jaz) I think that presentation should have been a little higher, other-
wise the rest of the ratings are fine as they are.

(Gaz) Value for money up to mid nineties and overall around 97%

INTERNATIONAL TENNIS
Commodore ' W O W *
Commodore's one Of two !Ayer tennis simulation is unusual in the
respect that the court is displayed horizontally, rather than vertically
like most tennis games. 'I thoroughly enjoyed myself while playing it
and at Commodore's low price it's a steal' raved Rignall. Paul was
moved enough to  say that 'Commodore have done themselves
proud with this highly original and superbly presented tennis game',
and Mr Penn came up with the enthusiastic pun 'Game, set and
match to Commodore'.

This is an oripinal tennis simulation with a great control method, andI still think it s the best a year later.
JR

It took a while to get used to the unusual viewpoint, but otherwise
International Tennis was addictive and playable from the outset.
Definitely the best tennis simulation on the market.
GP

(Jaz) I'm perfectly happy with the ratings.

(Gaz) Yes, I agree— the ratings are fine.

THING ON A SPRING
Gremlin Graphics
This unusual platform game hooked the reviewers from the word
'go'. Apart from having excellent graphics, Thing also features one
of Rob Hubbard's first, and arguably one of his best, musical compo-
sitions to date. In fact, Gary went so far as to say 'Thing has so many
good things going for it that I find it impossible to fault it in any way.'
Julian, however, chose to sum up Thing by saying that 'the game
strikes a happy medium between being easy to get into and difficultto solve.'

I really enjoyed playing this when it first came out, and I distinctly
remember going nutty when I heard the music— it's still good now,
but when we first heard it, it was something else,JR

The Only thing wrong with Thing on a Spring is that it's too hard. The
initial addiction turned to severe f a t i o n  a few weeks later, an
haven't been back to it since. Still, r o v e  enjoyable enothe time to be worthwhile.
GP
(Jaz) The presentation mark should
money and overall ratings down by
ratings are fine; it's a great game.

(Gaz) Lastability down to mid eig
overall down to high eighties.

,• ••• - , :
• - •• each The r

and value for money nod
,
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This is the easiest way of buying your Games and Utilities
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do nor send any coinage
Total  enclosed: I

NIAIL

Name
Subscriber NO
fit applicable)

Retailers don't  always have everyth ing in stock
yo u  might  w ant ,  but  if Its within our power to get

It  for you, then  w e w ill .  ANY of the software
rev iew ed  in this OR ANY issue of ZZAPI can be

o rd ered  by using the form below .

But  to avoid  d isappointment , please ring first to
check avai lab i l i t y of unusual Items I

ZZAPI Mail  O rd er is backed by the resources of
New st ield  Ltd, publishers of this magaz ine.

CRASH and ~ T M ,  which has been supplying
m o re  than 150,000 computer users w ith  sof tware
for over 2 years, so you can be sure of the very best

In service.

T h ere is no mail order catalogue involved, just use
t h e prices quoted in the reviews in ZZAP I or the

kn o w  retail price. Should you have any queries on
prices. Just ring the number shown on the form

and our staff will advise you.

DISCOUNTS GALOREI

A n yo n e  may take advantage of the discount
coupons on the form — El of f  orders w ort h  more
t h an  E20, and 50p off orders worth  more than Ell) .

Ad d i t io n al ly ,  ZZAPI Subscribers are
au t o m at ical ly  ent it led  to further discounts on

every  h em  ordered . We make no charges for post
and packing (w ith in  the UK)

No t h in g  could be simpler — fi ll in the form today
an d  order w h at ever you like.

SPECIAL DISCOUNTS

El
50P

OFF ANY ORDER woRTH
MORE THAN C.20

OFF ANY ORDER WORTH
MORE THAN Et0

Sorry— onlyON E voucher per order

Alt orkes
or known
Makes no
UK C u ll
add the
Outside
may advt

Order
What
You Want
from the
Largest Range
of Software
You
Could Ever
Wish For!

ZZAP I MAIL  ORDER FORM
Telephone Ludlow (05E1415620

Please send me the I0/10wing items: BLOCK CAPITALS please!

Please not s om e  software reviewed may not be available until its release
date. If you are in any doubt about availability, please r ing first. We
cannot be held responsible for delays resulting from late or non-release of
titles when reviewed or previewed before their official release dates were
known.

Z Z A P I  M A I L  O R D E R ,  P O  B O X  10 ,  L U D L O W ,  S H R O P S H I R E  SY8  1 D B
Please do NOT enclose this for m/ payment  width any other  correspondence to ZZAP I Magaz i ne edi tor ial ,  as It wil l  onl y

del ay processing your  order  and may result In loss.
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for the corporation is a
hard life indeed and the

mission you're to be sent on this
time is far from the usual run of
the mill stuff. The back room
boys have discovered a  new
dimension that contains a world
hung in space. Of course they
want it mapped and as Trainee
Assistant Cartographer f o r
Unknown Worlds, the job's been
passed onto you. The  com-
pany's motivations are far from
noble and it's all government
sponsored work  —  ti me  i s
money. The  more  time  y ou
spend out there the more money
the company can claim.

Unfortunately, t h e  energy
powering the scout craft isn't
covered b y  the  government
grant, so the amount of energy
you are supplied with is very
meagre indeed. Not to worry
though, they say that in a few of
the more recently discovered
dimensions there's plenty o f
energy to be collected. It would
be wise to take advantage of
such power sources, as it looks
good when you're going for
promotion.

The craft you are given is none
too impressive, it's one of those
old fashioned centrifugal drive
inverted pyramids and happens
to be  called GERALD (Gyro-
scopic, Evironmental Reconnai-
ssance And Land-Mapping De-
vice). So there you have it, do a
good job and the rewards will be
far from sparse. Otherwise . . .
Well, y ou don't wa nt to  be
Trainee Assistant Cartographer
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all your life, do you?
As the astute reader may well

have surmised by now, Spin-
dizzy places you on an unknown
world just aching to be mapped.
Not an easy task considering
there are 429 different sections
to be explored and recorded.
GERALD is an intelligent beast,
equipped with the latest in scen-
ery interpretation software. You
view the outside world through
a scanner and the immediate
area is represented as a forced
3D perspective view. There's a
bit of an anomaly here in that
you can actually see your own
craft even though you are sat
inside it. Still, with practise it is
quite easy to adjust to this str-
ange point of view. However, if
the viewpoint occasionally pro-
ves awkward, f o r  example,when GERALD is behind a pillar

Another fabulous arcade
game hits the 64, but this

one is the best of the lot. It's
very challenging and can
get incredibly frustrating
when you run out of time

just as you're about to enter
some unexplored territory,

but due to the game'simmense addictive
qualities you just have to
keep going back for more.

The graphics are really
amazing and some of the

constructions are very
deviously thought out and

are very difficult to
negotiate safely. Go and

buy Spindizzy now, I can't
recommend it highly

enough.
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JUNE
Electric Dreams, E9-99 cass, E14.99 disk, Joystick or keys

and is proving troublesome to
control, then the angle of view
can be  altered with a  mere
keypress.

Your scanner tends to simplify
the outside world quite a bit and
it all looks very angular. The
computer enhances a l l  back-



grounds wi t h  a  g rid  pattern
overlay t o  h e lp  t h e  v ie we r
recognise the 3D shapes on a 2D
screen. At first glance the view
seems quite familiar, bearing a
resemblance to the arcade game
Marble Madness.

One o f  GERALD's ma jor de-

Spindizzy is excellent— not
the sort of game that makes
me want to stick my fingers

down my throat. Any
resemblances between

Spindizzy and any arcade
games, living or dead or

called Marble Madness, is
purely coincidental. It may

look a bit like Marble
Madness, but the

gameplay is totally
different and very neat it is

too. The scenario is
amusing and one of the

best I've seen to date. Full
marks to Electric Dreams
there. The 3D graphics are

excellent in both
appearance and execution

— such a system hasn't
been seen on the 64 before.

The game plays very fast
indeed and offers better
than average challenge

even for the most
aggressive of joystick

mashers. Be a man (unless,
of course, you're a girty),

buy Spindizzy today.

Spindizzy is destined to be
a classic. Its beautifully
thought out and highly

absorbing to play.
Although there are

hundreds of screens, they
are all varied and most of

them are very tough to
negotiate. They're also
superbly drawn. The

perspective works well and
being able to change the

viewpoint is a great touch.
Spindizzy is by no means
easy and will take ages to

solve, but it is addictive and
frustrating enough to make

you want to keep at it.
Wonderful stuff and worthy

of anybody's time and
money.

sign faults is his inability to copewith some of the steep slopes.
This is due to his inferior drive
unit, bu t  a  good ru n  u p  can
usually accumulate the speed
and mo me n tu m requ ired  t o
negotiate some of the hills, The
joystick is used to  move GER-
ALD in any of the eight available
directions and the  fi re  button
gives an extra burst o f energy
and speed when pressed. The
main p ro b le m w i t h  co n t ro l
though, is  the constant battle
against force and momentum.

Since the new world is hung in
the infinity of space, falling off it
is not sensible. However, this is
not as terminal as it may seem
GERALD can beam himself back
to the last location visited, but to
do this he needs to tap into his
power supply and this results in
a loss of energy. If GERALD goes
off a  particularly steep incline
too fast, he is thrown high into
the air and he lands with a bump
hefty enough to  split h im into
four component parts. Tapping
into h is energy reserves he's
able to reassemble once more,
but the energy counter is dep-
leted accordingly. Life isn 't  all
bad though, as there are more
than a few locations containing
strange pulsating power cryst-
als which replenish your energy
when collected. Another count-
er keeps track o f  the  jewels
picked u p  and i t  is  qu ite  an
accurate indication of your pro-
gress, since the planet can only
be successfully mapped if all the
energy jewels are collected.

The alien world contains evi-
dence of previous inhabitants of
a very advanced level. Though
they no longer reside here, their

buildings and constructions still
exist. Even though they are very
ancient, q u ite  a  f e w  o f  the
mechanisms still operate. In fact
using the lift system is essential
if you are to achieve any sort of
worthwhile progress. Th e  l i f t
platforms come in a variety of
shapes and sizes and most o f
them a re  p re t t ily patterned.
Painted on the floors of several
locations are representations of
the lift platforms. When entering
the world all lifts are passive, but
moving over a lift icon activates
the respective p la tfo rm. Th e
trouble is that only two types of
lift can be activated at any one
time and it is for this reason that
the patterns o f  any activated
platforms are displayed on the
bottom left hand side o f  your
scanner.

Of course, the  idea o f  the
game is to map the planet, so
your scanner also carries infor-
mation sh o win g  h o w  ma n y
rooms are left to be mapped. If
this isn't enough, a mere touch
of the M key draws up a map of
the planet and  any locations
visited a re  d u ly  highlighted.
Pressing any other key returns
you to the game.

Your exp lo ra t ion  e xp lo i t s
come to an end when your en-
ergy runs out. The bitter fruits of
defeat do have their sweet spots
though, and in  Spindizzy it 's a
detailed debriefing of your pro-
gress from GERAIS). Still, you
can always try again n o - o n e
wants to stay Junior Assistant
Cartographer forever! Do they?

Presentation 90%
e te ry good indeed. Lots of
Mptions and 'nice' touches
'throughout. such as being
able to change the viewpoint,
and the game is attractively

sensibly presented
eon.

a phis  96%
ry impressive flip-screen
graphics.

44%
e sound effects are very
arse, but what is there
rks well,

o k a b
fl l t y
9 7 %

joy to get into and
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ilty 98%
ploring and mappinghundreds of different

screens is compulsive stuff.

Value for Money 97%
helluva lot of gamefo r you
oney.

all 98%
Don't be 'Arry 'n' Billy a
your life, take a day off,
GERALD. buy d i
y .
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Enjoy the excitement of the world's premier sporting
occasion as the whole of the globe focuses attention on
the ultimate in football achievement — 1Nbrid
Cup victory
Follow the action as it happens with your
own computer progress chart. play out the
drama of real match encounters, nation
versus nation in your own computer
football game and capture
the spirit of this
momentous competition
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famous for its carnivals, the passion
of its people and the fervour and
enthusiasm they demonstrate for

their sport.
World Cup Carnival. The ON1Y

crfficial football supporters'
computer game. The ONLY way for
a computer enthusiast to follow the

WOrld Cup.
Programmed by ASZcsigns

PIQUE -  Officia l mascot FIFA World Cup 196

U.S. Gold ltd. ,  Unit 10 The Parkway Industrial Centre, Heneage Street, Birmingham 1174113(. Tel  : 021-359 8881
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THE COMET
Firebird, €7.95 cass, Joystick only

ggggh ! Gosh, somebody
better help us — a hor-
' ible steaming cornet is

hurtling towards our beautiful
bluey-green planet a t a  large
rate of knots, and clinging to its
knobbly exterior are a  whole
bunch of revolting germs. No,
not Gerry the popular beatnik
folk hero, these ones are far
more evil a nd i f  the  comet
crashes into our planet they'll
infect everyone a nd  certain
people will be jolly peeved that
they closed down half the Nat-
ional Health system because
everyone's going t o  need a
doctor i f  this comet can't be
stopped.

So, a hero has to be found to
fly a spaceship and intercept the
comet before i t reaches Earth.
That hero, dear reader, is you.
Needless to say you have to face
all s or ts  o f  heart-stopping
dangers, five different ones to
be precise, before you reach
your goal.

When the game commences
five monitors sit at the top of the
screen, and four more lurk along
the bottom (but the ones at the
base of the screen are irrelevant
to the game). Normally the mid-
dle of the screen displays a view
from the window in the side of
the space ship, but when one of
the monitors at the top of the
screen flashes, signifying that
there is an ongoing emergency
situation, a  scrolling message
appears at the bottom of the
screen informing you what is
going o n  a n d  t h e  screen
changes to show the relevant
emergency game.

There are five of these sub-
games and they all have to be
survived to  ensure tha t you
reach the cornet. The first is a
situation where the  antenna
dish on the top of the spacecraft
gets out of alignment and has to

'A dar i ng act i on
packed s p a c e
adventure wi th ai l
the risks' says the
advert. 'Thrills and

death defy ng challenges' it con-
tinues. The only death defying
challenge s  whether you'l l  die
of terminal boredom or not The
game is really awful  with five
boring tasks to complete time
and time again to ensure you
reach the comet (which has now
gone of course). The games are
all dul l  and include a  feeble
Missile Command attempt, a
listening test and a game which
involves pressing the fire button
twice. The other two aren't as
bad but are still really crummy.
The graphics aren't much cop
and the sound is very dul l  in-
deed. Don't do what Giotto did
— steer well clear of The Comet

be realigned. Moving the joy-
stick left and right turns the
antenna and a  signal sounds,
When it's at its highest pitch the
dish is correctly aligned. The big
problem is that a timer swiftly
counts down as you're perform-
ing the  manoeuvre and i f  i t
reaches zero before the dish is
aligned the game terminates,
the mercy mission is a failure,
and just to rub it in the screen
fills w i th bananas t o  s how
you've slipped up. Hal

The second i s  a t massivo
problemo — the coffee machine
has gone horribly wrong and
you're just about to die from
lackofcoffeeitis! Well, if the pilot
gets to  the planet, the  more
caffeine in his system, the better
his reactions N i n e  icons are
displayed on-screen and using a
cursor a nd the  joystick fi re
button you must switch the cor-
rect one off and on so that the
right amount of ingredients are
put into the  coffee machine.
Another emergency arises when
the life support system breaks

down, and naturally if the situ-
ation isn't quickly rectified you'll
die of suffocation and get the
banana treatment. Getting the
life support system fixed in-
volves shooting balls with a
cursor. I t sounds strange, but
apparently these balls are mess-
ing up the air duct by bouncing
around a t  high speed_ Once
again, there's a  time limit to
complete this sub-game, or it'sbanana time.

Next the  computer breaks
down. The problem is that four
of its external LED's have turned
renegade and are not conform-
ing to  normal standards, ie :
some are switched on when
they shouldn't be  a nd vice-
versa. The four little lights are
shown on the right hand side of
the screen and many wires trail
from them_ To make things all
correct and ticketty boo again,
you have to switch them on or
off to restore the correct pattern
on the display. This is done by
moving a cursor up and down
the wires and lighting/dousing
the LEDs by switching the cur-
rent on  or  off with the  fire
button,

The final emergency is just
like Missile Command —  the
onboard computer suddenly
discovers that there are a whole
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Actually, I  don't
think The Comet is
that bad, but that's
not to say I think it's
good. I 've certainly

Seen a n d  pl ayed wor se  —
usually at a lower price — but
this is qui te fun to play for  a
short while. Everything about
The Comet is average, or below
average —  the  graphics ar e
reasonable i n thei r  definition
(the co/ourscherne is a bit bland,
though) a n d  t h e  s ound i s
nothing special  ( the  F X  ar e
rather weak), The game itself is
simple and enjoyable initially,
but m y  Interest waned after
about half an hour  as ft proves
boring and reptetive to play due
to a lack of variety and interest-
ing things to do. Maybe i f The
Comet w a s  cons i der abl y
cheaper than I would consider it
a possible purchase, but at the
price I wouldn't bother with tr.

pack o f  missiles homing i n
towards the spaceship, Luckily,
though, you've got a cursor and
an unlimited supply of ABMs to
fend off the incoming threat.
When you've destroyed enough
missiles the ship is declared safe
and the mission can continue.

Once you've survived twenty
emergencies ( t h e y  ha ppe n
randomly) you reach the comet
and are finally get a  crack at
averting the biggest threat to the
human race since 1  's  flew
over Libya. Flying low over the
comet you must destroy the
gruesome looking Germ Bags
which sit on the surface. Decon-
taminate the comet and it's back
to earth as a hero

Presentation 80%
No game options, but the
game has a well though out
screen layout.

Graphics 56%
The parallax of the stars
flying past is nice, but
everything else is pretty dull

Sound 20%
It's at times like this when
you really appreciate the
volume switch.

Hookability 52%
All the sub-games are very
simple and getting into the
game itself is a doddle

Lastabillty 38%
The simplicity and repetitive
nature of the games soon
makes it pall.

Value For Money33%
Overpriced for such a damp
squib.

Overall 38%
Hot range? More like
tepid

ZZAP! 64 June 1986 1 1 1



EMPIRE
Firebird, E9.95 cass, Joystick or keys
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place in the past's future.
Huh? Well, like the original

Flash Gordon, Empire is set in
the far future, but it 's how the
people of the thirties thought it
would be. The  object o f  the
game i s  t o  bu ild  a n  Emp ire
spanning many solar systems
by trading with starbases, des-
troying lo a d s  o f  maraud ing
pirates a n d  b ra v in g  m a n y
hazardous missions. Only then
can you start building a  huge
Frontier Shield to protect your
Empire for the rest of eternity.
All th is takes place in a Galaxy
consisting o f  a  hundred solar
systems.

Your spaceship is shown in
the centre o f  the screen, the
background, and anything on it,
scrolls and spins b y thrusting
and turning respectively. Along
the bottom of the screen there
are several gauges and indica-
tors. Four of them are vertical
water gauges sh o win g  t h e
ship's e n e rg y  le ve l ,  sh ie ld
status, radiation level and temp-
erature. A t  the beginning o f  a
game th e  ener9y and  sh ie ldlevels are at maximum, but they
soon deplete as the ship collides
with a lien gunfire, planets o r
similar 'debris'.  Ru n  o u t  o f
energy and shields completely
and it's time to give up empire-
building . . .  the game ends.

The temperature gauge rises
as energy is expended in zoom-
ing about and the weapon sys-
tems produce heat too. Care has
to be taken to  ensure that the
ship doesn't get too hot — if the
temperature rises too high the
ship explodes. Incoming mess-
ages are displayed on the con-
sole, a n d  a  stardate counter
keeps track of gametime for you
in ten second units. Two direc-
tion finders aid navigation— the
one on the left constantly points

112 ZZAP! 64 June 1986

towards the starbase while the
right hand one is used for plot-
ting courses. By selecting a map
of the solar system, moving a
cursor to where you want to go
and pressing the 1 key, the right
hand direction finder comes into
action and you whizz straight
across the local system without
banging into any planets. Galac-
tic travel is effected in a similar
manner, but the ship must have
the approp ria te  hyperspace
add-on be fo re  lo n g  distance
travelling becomes viable.

Trade is effected by bartering
pods, small circular containers
used to transport cargo around
the galaxy. These are picked up
by extending tow ropes from the
ship and running ove r them.
Pods contain all sorts of useful
things, su ch  a s  people  a n dradioactive materia l. Un fo rtu -
nately, radioactive substances
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Empire is unoffici-
ally hailed as Elite
II, burl  found it a bit
disappointing.
Even looking fur -

ther than the flickery and slow
vector graphics and alter having
a bi t of  a squint at the game,
Empire proves to be more than a
trifle dull. It's probably my fault
more than the game's, since this
type o f  thi ng doesn't  real ly
appeal to me anyway. Although
I'm sure that the game itself will
appeal to a great many people,
the sound effects won't — awful
is a word! would use if it didn't
seem so merciful, as a quick dive
across the table to the volume
knob is needed after about ten
minutes of  play. Still, i f  space
trading i s  your  niche i n life,
check out Empire — otherwise
don't bother.
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contaminate y o u r  s h i p  a n d
eventually kill you, so it's advis-
able to get rid  of the radiation
emitting p o d s a s  qu ickly a s
possible.

Pods can on ly be traded a t
starbases. Wh e n  a  p o d  i s
dropped outside a base, a rope
extends, picks it up and drags it
in to the base's inner core. After
relinquishing a  pod, the  star-
base allows your craft to dock
and the trading can begin if you
possess a trade pass — this is
given when on  completion o fthe first mission. A bald-headed
female appears at the bottom of
the screen once the sh ip  has
docked, and three pod symbols,
representing the starbase's ore,
mineral and people resources,
are displayed along with a per-
centage which shows the base's
stock levels. You are then given
four op t ions: TRADE, SAVE
GAME, MISSION and PODS. The
TRADE option allows you to get
extra pods, provid ing they're
available, and they can be col-
lected f ro m outside the  base
when you leave. The starbase
needs resources to produce new
equipment for your ship, and if
the base is kept well stocked,
useful items flow in your direc-
tion allowing your craft to be up-
graded. Successful p ilo ts can
eventually g e t  a  Wo l f  sh ip
capable o f  carrying u p  to  ten
pods at a time.

Selecting the MISSION option
after docking results in a mess-
age being printed at the bottom
of the screen informing you of
the next task in  line. The first
mission asks you to  rescue a
princess who has been kidnap-
ped and carried away by some
evil aliens. The PODS option
allows extra equipment pods to
be collected — if there are any
available.

The Pods needed to  keep a
starbase we ll stocked are ob-
tained by flying down to the sur-
face o f a planet and searching
around. Calling up the System
Map and using the  cursor to
select a planet allows you to go
planetside— the computer does
the rest. Before landing a warp
hole, represented by a flashing

At first glance this
looks like Asteroids
with extra bits, but
once you start play-
ing i t  b e c o me s

obvious that there's quite a lot of
game t o  b e  played.  I t 's  very
nicely t hought  out  wi t h  s ome
fine touches but the graphics are
sometimes a bit flickery and the
paceship is sluggish to control.

The wo rst  aspect about the
game is the sound — it's really
grotty end grates on  t he ear-
drums. I f  you like these sort of
Elite type trading games and
love spending ages playing
them then you'll probably enjoy
this, but  if  you like more action
try something else.

box has to be found. Flying into
a warp hole changes the view
into a 3D 'tunnel* formed by wire
frame squares that wh izz to -
wards you and have to be flown
through. Banging into a square
or miss in g  o n e  comp le te ly
drains energy.

Landing on the planet present
a 3D view of the surface, which
initially consists of nothing but
trees. Moving along at a const-
ant speed, yo u r sh ip  can b e
steered left and right to  avoid
obstacles. The accuracy of your
flying du ring  t h e  wa rp  ho le
sequence affects how far into
the forest you land. Aerial mines
have to be avoided or shot after
the forest sequence has been
cleared, and it is in this phase of
the game that pods can be col-
lected. The left hand direction
finder indicates whether there
are any pods in  the  vicinity,
showing where they are in rela-
tion to your ship by means of a
triangular pointer. Fly over a pod
— in this case represented by a
pyramid — and it is automatic-
ally gathered in to  t h e  sh ip 's
hold.

A pyramidal exit point is the
route offworld — it  transports
you back to the warp hole.

Travelling between the differ-
ent systems involves negotia-
ting an asteroid belt — this is
unavoidable unless you have a
hyperspace pod_ Each o f  the
hundred different systems i s
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surrounded by an asteroid belt
crammed with square rocks that
have to be avoided — energy is
lost each time your ship bumps
into one. To add to  the prob-
lems, some systems have been
overrun by very fast alien ships.
Starbases i n  alien-controlled
systems a re  n o t  ve ry useful.
However, i f  yo u  manage t o
eradicate the alien terror, the
Empire is able to reclaim the sys-

tem arid the rewards are well
worth collecting. A  couple o f
systems have been infected with
the plague, a n d  shou ld  yo u
venture in to  one you become
contaminated, c a r ry in g  t h e
disease wherever you go  and
becoming unpopular. There is
an antidote pod, but it has to be
found

As you delve deeper into the
game it  changes and presents

you with more aliens, different
equipment and new ships and
starbases. After visiting all of the
one hundred systems, you're in
a position to  start buying the
starbases and  constructing a
Frontier Shield. This is built by
taking eight Frontier Generators
to th e ir destination systems.
Activate the eight when they're
correctly located and the galaxy
becomes yours for ever and ever

Presernathwe 82%
Informative instructions and
pleasant title screen.

Graphic' 79%
The vector graphics are
pretty good, but flickery, and
the 30 planet bit is nothing
special.

Sound 32%
The 'tunes' are poor, but at
least they can be turned off.

Hookablitty 64%Due to the sloWness and
seemingly complex nature of
the gameplay it's very diffi-
cult to get into.

Lastabilky 79%
There's a lot Mere if you're
prepared to persevere,

Value For Money74%
Rather overpriced for what it
IS.

Overall 76%
May appeal to those into this
sort of thing, but don't expecttoo much.

CBM 64 AND 128 •  TRANSFER ALL MAJOR TURBOS •  AUTOMATIC •  NO USER KNOWLEDGE

COMPARE THE REST WITH THE BEST

MegaTransfer
Disk V.4.0

lichee you del ide which tapelti•disk
to buy, consider it it gives you -
•  Fu ll conve nia tu of MultiStage
Prognuns to load from Disk •  fifteen top,lit' i n c  luding the latest sports. flight and
ight simulations NO mire  tape winding
,No other utility qf any description can offer

this •  Genera l purpose gnu:islet
routines for the maior turboload
systems NOva, Burner,  Visikoad, Flash
And Pay 1.inclUd log I hc ter)! latest Pavloader
an used on current chart toppers a nd more

ti!hese roune s w t ra nsfe r p r a m s  rogra which
won't norma lly load with  the D i m !sk Deis
present, •  A huge colle ction of specific
routines tor indn idua ltypnde t
-
te d
ore(gr  a l l  accessed via an easy Menu
system •  A program Identifier,  and the
t Lamle D isktis 1.2 to transfer Its jarYintage
slow load collection

MegaTransfer V,4.0. eContiMICal
of Disk Space. transferring onl, the actual
program material Tea nstrited po ',grams will
reload at owe  four tinles the normal rate
with the incorporated D isk TUrboloader,
which also allows your existing disk
progrann lobe fastioaded front disk

Megarransfer 144.0 is vastly extended
from previous editions Despite claims to
the contrary. it  w ill transfe r programs
which no other ut ility w h a n d le .
Beware of simila r sounding utilit ie s.

hit It consist almost entirely of disguised
versions ol our old material. I f  you want to
he up Ni date, you need MegaTransfer the
real 'Turbo Smasher'.
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Megatitility M e g a T a p e
Disk V.4.0 S u p e r  Value

WITH TEN
FREE DISKS

•  N EW AlphA Load disk Tiarbotoader for
games etc Add this fox blot k program to
eat d isk  and your programs will loads,
over four times the normal rate No menu is
required and you don't have to load
A l p h al o ad  se p arate l y.  M u c h  i m p ro ve d  M e l
fIrtv tow VerSiOns. Pro g ra m m e r's

rhoDisk Utility. East load. save. and
verily Works with all device numlwrs.
Displays pmgmm sun and end addresses.
Include% eas s la  )% c nnmands, Compatible
with  mist espansitm cartridges •  Whole
Disk Copier backs up an entire disk in
under three minutes. •  Turbo FUc Copy
selected tiles in int Disk-to-Disk. Reads and
V.rites at five  times norma l speed.
•  N b t e  D isk Copy backs up most
protected disks in just five  minutes. Reads
and writes all e rmrstottomatica lly •  Fast
Format. Format your disks in a fraction
the normal time •  Disk•to-Tapc Plus.
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multipa rt disk programs to tape with
visthle screen.strior border urhoload.
Includes professional mastering scheduler,
An interesting program mot for protected
disks). •  a tegaUtility D isk is supplied
cornpiew with  10 FREE 3m Bla nk D isks
(with plastic box, as
specified in this ad 1,
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•  t a p e  ha famous  utility p r  Onr
Daus...cue tor equivalent i a d d i t  Iona'
hardware is required. MegaTape
comprises) •  lape-to-lkpie  transfer
routines! A vast colic-titian t r  the major
I urtm fload games •  Simple  to operate.
Stegifirse handles a vast range
of tit/ fermi fast load systems, and even
increaser loading speed in many cases
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Turboloader •  The  most powe rful
Tape-in-Tape software ever devised •  R I M
Plus. h it  classic turbo conversion u t ility
gives a new lease of life to your v intage
slowload tape collection Cuoverted
programs load independently at SEVEN
times the norma l rate,
with Visi-Sereen Stripe
Turboloa d. Also bindles
old PBS And Fastback
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BOUNCES
Beyond, E.9.95 cass, Joystick only
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eration, c h a n g e  o f
owner, e mp lo ye r a n d

management, Beyond has final-
ly decided to  release the now
fabled Bounces. Wri t t e n  b y
Denton Designs, Bounces is a
futuristic entertainment used as
an opiate for the masses. It's asensible and noble sport which
involves being connected to  a
wall b y  a  huge rubber band
whilst wearing  f rict ion  so led
shoes in a special arena.

Within the Bounces arena a
slugdomium ball moves around
in a very low gravity way, and it
is the way it moves, or rather the
how and where o f  i t s  move-
ment, that decides the outcome
of the game. If it flies into your
goal t h e n  p o in twise  yo u ' re
worse o f f  fo r the experience.
Conversely, a ball in your oppo-
nent's goalmouth is just the sort
of th ing tha t win s points_ O f
course the  path that the  ba ll
takes can be changed and mani-
pulated b y  t h e  p layer,  a n d
through c le v e r  s lu g d o miu m
slug control, goals are scored.

As well as using the great big
laccy band and friction shoes
both players are equipped with a
snatcher. Attached to the play-
ers game hand, i t  serves two
purposes: used as a scoop it can
snatch up the flying sphere and
throw it Out at high velocity (the
subtle use); le ss sub t ly,  t h e
snatcher ca n  b e  used  a s  a
weapon — just raise i t  above
your opponent's head and bring
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it sharply down onto h is cra-
nium. This tends to befuddle the
wits of your opponent, causing
him to fall over — another point
winning activity.

The arena is viewed side-on
and the play area occupies the
middle part of the screen. Two

There's onl y  one
real objection I 've
got to Bounces and
that's its price tag.
Although it's a very

neat game, £9.95 is too much to
ask. The game is good and des-
pite the simple appearance, a lot
of thought has gone into the
design. The one player game is
OK, but the two player game is
excellent — i t  really i s qui te
funny: The graphics are alright
and so is the music, al though it
is very Dentonesque and there
are similarities to other Denton
soundtracks —  t he  Bounces
tune sounds like a faster version
of the Shadowlire theme. Over-
all, a  good release whi ch i s
unfortunately overpriced, b u t
definitely worth a look.

sets of three different goals are
in the  ceiling, one set above
each competitor. For the compu-
ter version of the game two real
life heroes have been digitised
from the future arena: Erik the
Red and Sir Ashley Trueblood.
Both are easily distinguished as
a very large part of this future

/-)c tot(jlc,,
/

sport is showmanship. Erik is in
full Viking attire while Sir Ashley
is decked out in a complete 14th
century knight's suit of armour.

A joystick is used to  control
your player and a  number o f
moves are available during the
contest_ On a fundamental left,
right basis the stick can move a
hero left and right, although the
elasticity o f  the stretchy band
that tethers him to the wall limits
the field of movement. Stretch-
ing the band too far by walking
away from the wall can cause
problems when retreating as the
tension in the rubber can make
your hero slide back at an alarm-
ing rate. Bash into the wall and
he'll lay on the floor in a huddled
heap, and points are lost.

Pressing the fire button brings
a p layer's snatcher a rm in to
action, and as long as fire is held
down the snatcher is under joy-
stick control. l i t h e  ball passes
over the snatcher while  fi re is
being held, it is captured. Relea-
sing the fire button while a ball is
held in the snatcher releases the
energy-ridden sphere back into
the arena.

Bouncing a ball off an oppo-
nent's sku ll i s  n o t  a n  illegal
move b u t  a  lo w down  trick;
nevertheless it 's a  very handy
tactic indeed as i t  knocks the
poor chap to the ground. Falling
to the ground has two results: 1)
it gives points to your rival and
2) it saps your stamina. Stamina
is shown on a  bar underneath
the arena itse lf  and th e  ba r
grows if a player stands around
resting. Troll about, get knocked
over and lob a few balls about
and your player's stamina quick-
ly gets into overload. Paralysis
sets in while a player's stamina
bar is in the red and his oppo-

Bounces is one o f
those games that is
very simple,  b u t
great fun t o play.
Although t h e

screen display only consists of
two sprites and little else, the
graphics are of a high standard
— bot h characters a r e  wel l
drawn and they move convinc-
ingly. Bounces plays very well,
especially with a second human
player, and it is a game that can
wholeheartedly r e c o m m e n d
buying, even though it seems a
little expensive for what it is.

nent is presented with a handy
opportunity to score points until
the bar creeps back to the yellow
and movement is restored to the
tired player's limbs.

Different p o in t  va lues a re
awarded for plonking the ball in
the different goals, and bonuses
are awarded fo r bashings that
you infl ict on the other player.
There are two  halves to  each
match, each half lasting SO sec-
onds. The winner is, logically,
the one with most points at the
end of the bout.

At fi r s t  Bounces
looks p r e t t y
crummy, but  once
you get into it you
soon real ise that

although it's a simple game. it's
great fun t o play. The  game
really comes into its own when
played wi th another  human
player — it's a real laugh when
you start bashing and firing the
ball at each other. For  what it
offers it's a bit pricey, but  that
doesn't mean it's not worth buy-
ing as it is very enjoyable to play.

Presentation 88%
Sensible screen lay out end
lots ofeseful options_

Graphic; 80%
Greatsprites and character
set, but that's all there is

Sound 78%
A pleasant remix of
Shadowfire

Fkookability 92%
Instantly playal,le and great
fun.

Lastablitty 85%
The two player mode offers
the most challenge, but the
one player option is still quite
tough

Value For Money
79%
Seems overpriced for what it
is

Overall 86%
but it's still a pretty good

game
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lands . . .  W i e r  turned
away from the storyteller

and knocked back the remainder
of his pint. He'd heard the story
so many times, about how the
Land of Fairlight had changed
from a  happy place to one of
desolation and misery. All that
was 3,000 years ago when King
Avars held his court in the Castle
of Avars o n  th e  Plains o f
Avarslund. T h e  storytellers
claimed that then was a time of
light and magic, but who really
cares? Today is a time of Feudal-
ism, with the frightened peoples
of these fragmented lands ruled
by a group of ruthless Barons
and Merchants.

Bored, Isvar left the Tavern
and strolled across the fields.
Although it was July the sky was
grey and the clouds had that
strange tint that always herald-ed snow. In the distance was a
dark band which caught his eye,
the edge of Ogri's Wood. The
sight o f  this caused Wier to
ponder, 'The Elders claim that
there are poisonous snakes in
that wood and that it is an evil
place' he said to himself. But he
knew that there were no snakes
at this latitude and anyway, the
cold would have killed them off
if there were any so why had he
been told never to enter? With
his thoughts racing he  leapt
across a  muddy brook across
the fields towards the forbidden
forest.

After pushing his way through
the bramble barbs he found a
clear forest track and confidently
strode a long • it. The  woods
bordering the path were thick
and dark and it was becoming
increasingly difficult to see any-
thing w h e n  Isvar suddenly
heard the sound of undergrowth
being trampled. A wave of cold
fear swept over him and he
hastened along the path, look-
ing over his shoulder. There was
nothing to be seen so he took a
deep breath and turned — and
there stood a huge woman-like
creature. As he gazed at her he
found himself becoming trans-
fixed, his body numb and his
eyelids heavy.

lsvar awoke what seemed like
an eternity later and shivered.
The typically cold and damp
Fairlight da y  had given him
aching limbs and he shivered. A
slight noise caused him to look
round and there, in the entrance
to the cave, stood a hooded fig-
ure. Before he could react in any
way i t spoke 'arise lsvar, we
have much to do, and if you do
not move I fear that Ogri will
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FAIRLIGHT
The Edge,, €9.95 cau, E12-95 disk, joystidc with keys

return and feast upon you as her
breakfast'. Isvar jumped to hisfeet and followed the man into
the glade outside. 'You have
strayed, but I  can lead you to
safety' said the mysterious man
and he turned and strode down
the nearby slope. Isvar hurried
after him and they both pushed
through the undergrowth.

After what seemed like an age
the overgrown path reached a
smooth wall and the old man
turned to follow it. Suddenly he
turned and swiftly disappeared
into a n opening in the  wall,
beckoning Isvar to follow him.
The opening led to a courtyard
and !war looked about him and
suddenly knew where he was —
the Castle Avars! He turned and
looked a t the wall but i t was
seamless. He was trapped. Inst-
antly waves of panic coursed
through him, but the hooded
man spoke and his voice was
reassuring 1 have lured you to
this castle. You see, I live here, or
rather I  a m a  prisoner here,
being held by the slayer of King
Avers, I was his sorcerer. What
you see is just a projected image
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'Waiter!' — Our hero sitting at a trade, waiting for a drink that will never be served.

Fairlight is an excellent
game though it does have
problems. The main, and
most obvious, being its

severe lack of speed.
However the amount of

thought behind the actual
game helps the player
ignore the lethargy of

person/game interface and
you II soon be fairly

involved. 3D wise Fairlight
works quite well though the
amount of time needed to
set up the screens can be a
bit lengthy and you can find
yourself watching a black
screen for quite a bit of

time. Control over the hero
is nice and easy to handle

including the manipulation
of objects. It's all very

clever and anyone with a
sort of adventure bent

would be well worthwhile
having a go at sorting out

Fairlight

1



VI found the booze but there's • big fat hairy OgrO waiting to serve up a helping of GBH instead.of myself. I must be freed andthe only way that can be is for
you to find the Book of Light,
hidden somewhere within these

walls. You will see trolls, guards
and many other creations which
are here to  destroy anybody
who manages to gain entrance
to this castle. Do not fail.' And
with that the image of the sor-
cerer disappeared

You play the role of the reluc-
tant hero and you can move any-
where on screen as  long as
ground, stairs or other objects
allow and strolling off screen
causes the game to flick and
show another location. 1  he
game does its best to behave
Just like real life and Isvar can
clamber up and down steps,
jump on and off objects, and so
on. He can also pick up, use and
drop objects. !w a r  ha s  fi ve
pockets in his garments, each of
which can hold one  object.
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This is certainly a tricky
game to get into— the

instructions give no clues
and it's a case of trial and
error from the start_ The

graphics are very effective
and give a convincing

representation of a real
world within the 64. The

major niggle is the speed
that the game is played —
it's all ever so slow, espec-
ially when there are other
things beetling about the

screen, and the delay when

moving from one location
to another is quite long, if
you don'( mind the speed
then this game could well
appeal, but if you like fast
stuff then it might cause

frustration. The best thing
I:5 for you to have a look at it

first and decide for
yourself.

Some objects have magical uses
and others a re  for  practical
purposes. You'll just have to find
out which object does what and
why by experimenting. Bigger
objects, like tables, barrels or
chairs, can't be carried if !war
has other things, but they can
always be pushed along.

There a r e  qu i te  a  f e w
weirdoes residing in the castle
and all of them deplete Isvar's
life force i f he touches them.
This life force is displayed on
screen as a counter which starts
at 99 and diminishes as he gets
beaten up. He can fight with his
trusty sword, although not all of
the nasties can be prodded to
death. Luckily the hero can top
up his life force by eating fusing)
the food and wine which can be
found around the castle.

There are plenty of locations
and they're all colour coded so
you know where you're at. For
example all the  open air loc-
ations are blue, but there are
also caves, tiled rooms, towers
with flights of stairs— you'll just
have to discover for yourselves.

TEST

(
? I  found the slowness of play

offputting at first, and had .
serious doubts about the .

playability of Fa irlight But,
perseverance proved

rewarding and despite the
speed problems, I enjoyed
playing it, In fact I still do,

even though to be honest I
can't get very far. Fairlight 4
has an enthralling atmo- •

sphere and is highlyabsorbing to play. It is a
very deep game which will •

take ages to solve, and!
reckon that The Edge have

 •

got a big hit on their hands.
(  L o u s y  music though_

_.-\._,..„... ...„.._..„,,,.._), .„..,......\_},
/
Presentation 80%
The keys are easy to use and
the screen layout is quitenice

Graphics 89%
The 30 is effective, although
everything is rather slow
especially when moving
from screen to screen

Sound 69%
Sounds rather like a refriX of
the Wizardry music, but not
as good.

Hookability 88%
It's initially difficult land
slow!) to get into, but once
you start solving problems it
becomes compulsive.

Lastability 92%
Plenty of problems to solve,
and locations galore to
explore.

Value For Money87%
A lot of game for your
money.

Overall 90%
A jolly good arcade
adventure which gets the
grey matter clanking intoaction.
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An extremely sophisticated, authentic
and exciting golf simulation program.
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This universe flint according to a number °field.
One of them - ISod's Law' - slates that doors are
always locked when you have forgotten. or cannot
find your key. Mr Sod might also have added that
the likelihood of being attached by mutant spiders
is directly proportional to your desire to getthrough the door_

ITHEW
1111TERMINAL MANI

CROSS WANTED -
T O  G E TmotouGH THIS  POOR
VERY BADLy INDEED Olt

CRN'T OPEN
I T-  GOT TO
FIND RNOTHER

THERE
AIN'T NO OTHER

WALte — No T I T H
THESE CHARMERS

WRNTi NG US
POR LUNCH/

STICK LeouR Lo&IC-
R1E+IT uP YOUR

OUTPUT PORT; CROSS—
TH15 DOOR IS e O NNR
&ET OPENED Ety THE
SKILI., OF THE GALAW'S
G R EA TE ST Q,WSLERw

GUESS THISRPPLIRNE-ENEVER WENTTO SIRIUS IV

NOW NIS ROUTINEFILIPIR SCRAMBLEI7
THE PRYOUTSON SIRIUS IV 'S
RRCPDEHOL.06

YOU ARE MAKIN& ME
N&IRY; M m t - r !
GIMME THE GREEN

LIGHT OR

IF '
,
r o l
l

WOULD CARE
To STEP THIS tovAlf

LADIES AND GENTLEMEN!PLEASE LEAVE YOUR
SP veRs BE RIND
, - SM-IEN

, 
A R
E  
N
O
T

IILLOWEP IN THE
NExl
- 
R o
o
m ,

I NAVE
TOLD L-fOU

i MAKE R
Li V IN& BY
BEING LuCK

VOLI
TELL ME M A I
WE Po NoLAJ
IAIE'RE IN

NO C H A N C E
/
M A N I : R E  
1 2 .

THE SECURITY ROUTINE
ONLY &IVES You THREE
GOES BEFORE IT SMITS

You OUT AND THE-
SEQUENCE HAS NO

MA THEMATI C ! -
LOGIC,/

ZZAPI 64 June 1986 1 1 9



THE FUEL
CELLE WE NEED

ARE iN THOSE RACKS,
BRINE
, 
T H
E M  
W
E
R

TO -
T H
A T  
S
H
U
T
T
L

e
e
/
t

THEN
LitIHRTP WE

CqN1
I
T 
P U
S H  
T
H
R
T

TkING• ALL THE
ImAt(13FICK

THe orry

IJE PR1VE )T PACK
-
T
o 
T
H
E 
C
I
T
Y
-  
I
F 
I

c nwr  POWER IT UP
-
T
H
E
N 
T
H
I
S 
L
U
C
K
-
S
T
U
F
F

O VOUA5 WILL HELP
US OUT

SOON, WITH THE POWER
CELLS LOADED ON TO
THE S HUTTLE , .

COME ON,
GROS5, WE'VE 00hE

OUR S i t  LET'S HOVE
SOME MOVEMENT
• ON TAUS CRATE.

ME CAN'T
OPEN THE 200R

WiTHOUT RELERS(N6
THE SP1PERS,

on I T
HAS VERL,
2o;A1ERPUL-
CLITTIN&

&ERR ,

— IT RLSO HAS
MUCH MORE

?DAMARA_ MOTO15
-
T
H
A
N 
I
T 
N
E
U
'
S
,

-  SUT WE
CP N-  1
-
1 - 1 1 5  
5 W i
T T L
E

MUST HgVE BEEN 11
GENERAL SERUICE
VEHICLE ROR THE

SPACEPORT,'

-
C
O

STORY BY KELVIN GOSNELLo WN BY OLIVER FR

120 ZZA P !  64 June 1986



1

CROSS VAS R STRANOE
MIXTURE OF LIFEFORMS,
ONE 2 1
-
4 RT  
O F  
H I
M  
1
4
R
D

ONCE CONTROLLED VI
STPRI - I NER /it

13E5IDE —  THE
ARTIFICIRL 6 RA V i
-
N
THE ESrillte VORTEX IS VERY
STRONEN IME WEED l b  FLI T
RLL OUR POWER RESEROES
INTO KINETIC ENEReY TO
RUN PGRI NST 1
-
r /

IT A I RS
-
1 1 4 1 : 1
T  
P A
R T  
a m
i c
h

LIRKI" THE sHuTTLe
11-IROUOIA To4E PEPEM RENP
iNTWE ENTRL( voRTEx

ZZAPI 64 June 1986 1 2 1



IT va15 PLSO -
T H E  
P R R T i
s t e ,

LAJW1CH RUCT E P
INSTINCTNGLY Vd1-11:11
-HRPFEN el" NEXTJta

DEVIRTIoN
BY MoRE ThAN

ONE DEGREE IAI1LL
DUMP ENERGY-

4 1
1 4  
I

o l l e i k ! C P
IQ? E i P u 5 EKARRIAN

CANNOT PIE
THT:IT IS HI S
CLIRS -  HE
CEELS MI N  -
01-t YES,

a y '  i
h i L l
0 H

PAIN 1.,1

I T
-  
I
T
S
-
T
H
E
-
M
I
N
E
,

THAT TRIES'
JOIN U5, THE
I A N &  1 HiLLEP!

Burr f43w”?

Next:End of a Quest

122 ZZA P I  64 June 1986

WE CAN STOP LPITER.
RNP S c RWE  i T  O FF,
YoU'iD PROBABLY QUITEN0y -
A-IRT,CONSIDERIN&140LAJ QUICKU-( LeoLt
11DTOILLEI
, I T  
I N  -
T H E

FIRST RACE  ,

3
1
.
1
T  
O
t
•

EVERY
L•JOuN2 SURN5
INSIDE -

STRYS FOREVER-
Et-UT CPEIITH
t•tEUER COMES

-
T
o

OIRFORN
BRI NS  HIS

FRI END DERTI
-
i
-
R
)  
O
T
H
E
R
5
,
0

d
r
-
A
-
R
-
R
O
W
5  
N
O
T

'KILL KARRIAN -
FLyING ENC71NE5

N O T  KI LL-
KCIRRIPN
M I A  ? ( I L L S

KVIRRIP181.
,

DIT PCF:IPEMICNC.:KAN-
3
1
N
,  
I
F 
R
R
R
O
W
S

DIDN'T KILL IT, THEN k ,

CROSS SuREW HAs B Y
"
K

smEARINC7 IT OuER
THE NO S E -



I s  -  m i n s  n e i n  LI T

area T a r  t  I  ' t a t * ,
r  "  . : : t : : :  : ;  I l 4 I t t s

M M . *  I a t  b r o k e %
Warms a l t  n o  r tatr r
t e a l e i r .  a t  i l l
-
r a 0 , 0
0 0 0 4 0 *  a t  b r o l o r n

e4m1111—ti.:.

PSI 5 Trading Company
You are about to captain your ship through one

of the great edge-of-your-seat adventures of the
351h Century.
Sating on a mother lode of rich mining deposits.

the Parvin Frontier is a mecca for settlers,
entrepreneurs on both sides of the law, and some
of the worst scum of the universe_ The inhabitants
are on the brink of starvation and will pay
anything to anyone who can get through to them
with a ship of supplies from the outside world.
If you're ripe for a challenge and feel

comfortable in the role of Space Freighter Captain,
your ship just came in. Choose your crew from a
collection of human and inhuman characters.
Sharpen your management skills and man the
bridge. Take command with detailed graphics,
realistic sound and the finest bridge
Instrumentation the 35th Century has to offer.
Keyboard or joystick controlled.

WHAT'S / 1  r u  Y o u  F o kin t
YOU 011111 A  A U R A  V A V E R  Y OU R  S A 0 0 1 A .  4 0 1 1
,YES. O N  A N O  I t  A  M I T I ,  N I C E N M
YES M a i  M Y  I  0 0  FOR NNW

Law of the West'
Law of the West's astounding interactive

adventure puts you in the midst of turbulent Old
West action. As the Sheriff of Gold Gulch -  as
tough a Wild West town as there ever was - you'll
have all you can do to survive 1.11 sundown.

If you've ever wanted to pin a tin star to your
chest and match the exploits of a Hat Masterson or
Wyatt Earp. then here's your chance. Ultra-large
graphics. lifelike action, and natural playability
deliver excitement so real you can almost smell
the gunpowder.
Entirely joystick contmlled.

U.S. Gold Ltd. Unit I n Parkway Industrial Estate, Heneege Street.
Birmingham, 137 41.1'. Tel :  021 3598881
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Hardballi"
Butter up! The most graphically stunning

computer baseball game ever developed! fl urdBall
puts you on the field and in the dugout as both
player and manager of a baseball team. It'll put
you In the big leagues.

Here's computer baseball so real that you'll be
reaching for your rosin bag before each pitch.
Each field has 3-D perspective. Full-sized
animation brings the game action to life as you
play against the computer or another human
baseball fan.

HardBall gives you command of the physical
interactions and strategic decisions of baseball.
Test your game strategy from a manager's point of
view. Hit  and run. Steal Sacrifice. Leap for long fly
balls or dive for grounders. Play ball!
Entirely ioystick controlled.. E 9 • 9 5  C A S S =  - E 1 4 . 9 5  DISK

Commodore 64/128:

WE BESTOW ON YOU THE ULTIMATE „la:•(K)•
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YOU TOO CAN BE A KNIGHT OF THE COMPUTER!
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Rise from Sorcerer's Apprentice
to Supreme Wizard

Many Powerful Spells

Independent Creatures

200+ locations, all illustrated
(not BBC)

Sophisticated word-recognition and
fast response.

1,9.95
Cassette

0011,-.)

Voted
"BEST ADVENTURE OF THE YEAR"

Commodore Computing international
Amstrad Computer User

Computer and Video Games

Voted
"BEST GRAPHICAL ADVENTURE 1985"

Zzapl 6 4
Amtix
Crash

E6.95
Cassette

N

Send a large S.A.E. tor FREE POSTER and mail order details to:
Level 9 Computing, P 0 Box 39, Weston Super Mare. Avon, BS24 9UR


