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JULY SPECIALS

66 THE DAILY LLAMA (Birth of Minter's
latest)
From the snow-packed piste, the languid llama-
lover continues telling us how IRIDIS ALPHA is
coming along
50 CAT AND MOUSE GAMES
Gary Liddon gets trapped by a new graphics pac-
kage called MOUSE AND CHEESE
90 WHAT  HORRORS LURK INSIDE TEH
Z E N  R O O M ?  Gary Penn visits CRL and learns
the art of Zen thought
98 BUDGET GAMES SPECIAL
13 pages all about the latest budget titles released
this month

ZZAPI  SECTIONS

7 EDITORIAL
Roger Kean discuss the merits of lollipop sucking
9 ZZAPI RRAP
Lloyd Mangram heads the team with your letters,
carefull avoiding upsetting anyone with rude or
controversial replies — some hope
45 ZZAPI CHALLENGE
The Scorelord discovers another hopeful to take
on Gary Penn at THE EIDOLON
48 SCORELORD
Best scores around, some of them even honest
53 ZZAPI TIPS
Gary Penn takes a trip round the helpful hints pro-
vided by readers, the team and himself, plus
STAROUAKE map
64 COMP UNE T ART GALLERY
Ms Brigitte van Reuben looks at some more picto-
rial offerings in her erudite, lucod manner
69 CHRONICLES OF THE WHITE WIZARD
01' Whitey finds his cave is a very big adventure,
plus REDHAWK and THE PRICE pF MAGICK from
Level 9

77 GARY LIDDON'S TECHNICAL BIT IN
THE MIDDLE tor whatever(
Gold Medal for LASER GENIUS, plus other bits that
need wire and soldering iron
82 S HADO W SPIEL
The Penumbral night stalker takes to the Commo-
dore Show
84 NEWS FLASH
So does the news team

86 COMP UNE T PAGE
93 ZZAPI READERS TO P  30
94 COMPETITION RESULTS
119 THE TERMINAL MAN
Oliver Frey's comic extravaganza nears its con-
clusion

HO T GAMES FOR JUNE

19 LEADER BOARD
The Golfing action/simulation from US GOLD
knocks spots off the balls and gets a GOLDMEDAL
24 BOULDER DASH III
Yes, Rockford's back, but in space this time with
another Sizzler

77 LASER GENIUS
Not a game, more a utility of life. GARY LIDDON
awards the first ever 'useful' GOLD MEDAL to
Ocean/Oasis for this programmer's dream
100 HES GAMES
Budget Sizzler number 1, an older sports action
compilation fromAMERICANA given a cheap newlease of life
114 SENTINEL
AMERI CANA score another Sizzler with this cheap
re-release of the 'Star Raider' type game
116 SLAMBALL
Low Cost Sizzler number 3, another from
AMERICANA,  offers you a different kind of pinball

PRIZE CO MP E TMO NS

68 POPEYE COMPETITION
Clocks, t-shirts and games to be won from MIR-
RORSOFT

76 MI NI O NS  REVENGE
Design ajoke and win a practical joke kit thanks to
CRL and the BIG CAVE ADVENTURE

8 9 A  CULTURED COMP (for a change)
Write some music for MINDSMEAR and become a
possibly famous composer. COMPUNET and
RAINBIRD have a Commodore Music Expander
and 5 copies of the ADVANCED MUSIC SYSTEM
up for grabs
96 BIGGLES
Get those flying goggles on for MIRRORSOFT
want to take you back in time and help you win,
win, win
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IANT,

series of famous covers by
Oliver Frey can be yours in poster form,
Printed on one side in glowing colour,
they each measure a giant 80 x 57 cen-
timetres (about eight magazine pages
and come carefully rolled up in a postal
tube (useful for all sorts of things) at a
mere CZ 50 each (p&p and VATindusive).

ut if you order an four then you get them
ronlyC7.50—f)ur for the price of three!
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Here's a good reason to get your order
in fast! The first 50 orders we receive
on each poster will get theirs person-
ally signed by Oliver Frey, makir$them real collectors' items. So don t
hang around, rush your order off
today!
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Set in 1600.in around 130 screens of beautiful Japanese landscape, you must live
out the political struggles of the times in this innovative and sophisticated arcade

adventure  with icon driven commands.

Name
Address

J A M E S  CLAVELL'S

VIRGIN G A MES
presents

T H E  GAME...
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Ams tra d 464 /664 /6128  Cassette (E9 .9 5 )0  Ams tra d 464 /664 /6128  Disc (E14.95)0
Commodore  64 /128 Cassette (6 9 .9 5 )0  Commodore  64/128 Disc (E12-95 )0

Please make cheques and postal orders to Virgin Games Limited and
post to the address below. Please do not post money-

Virgin Games Ltd. 2 /4  Vernon Yard. 119 Portobello Road. London 0/11 2DX
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BRITAIN'S BEST SELLING
F L U F F Y
L O L . L . l c b
I V I A S k A k M

— Arrelorry Joacteon, Commodore Computrog htemateonei

FOR FLUFFY
LOLLIPOP
SUCKERS
Yep, the lollipop season is
definitely here, the heat of the halls
at the it?, Commodore Show had
everyone sucking drinks on sticks,
and back at base in Ludlow, June
and the Carnival arrives with hot
weather and hordes of lollipop-
sucking tourists. ZZAPl owes a
deep debt of gratitude to the pub-
lisher of CC/for pointing out to us
that there's more money to be
made from talking about lollipops
(even fluffy ones) than from boring
old computer games. Apart from
an issue packed with helpful hints
on how to suck the various
flavours (starts page 202), corn-
parisons between the frozen and
sticky-sweet varieties, things you
can do with the sticks once suck-
ing is complete and vital first aid
tips for frozen lollies that come
apart at the seams on the first bite
— apart from all this, there are a
few more reviews (of computer
games) than usual.

Budget games have had an up
and down history, although recent
releases have had an encourag-
ingly higher proport ion of fine
games among them. This month
we have a Budget  Section largely
devoted to the first batch of
Americana cheapies from US
Gold, although there are a couple
from Firebird and one f rom CR_
As you may expect. this section
reveals that things are still much
the same, such budget wonders
and some budget horrors.
Nevertheless, three of this
mont hs  Sizzlers are in the Budget
section!

WHERE HAVE ALL
THE HOUSES

G O N E /
Along with other members Of the
ZZAPl crew, I attended this year's
Commodore Show at the Novotel,
London (last year I was stuck in
Ludlow coping with the just com-
pleted move of the editorial team
from Yeovil). The ZZAPI stand cer-
tainly proved popular, never more
so than at those times when a
programmer happened along
touting a completed or part-com-
pleted game for appraisal. It was
surprising how many there were,
and the quality of ideas as well as
competence on offer, much of it
still looking for a publisher, Con-
sidering the dismal turn out of the
software houses at the show,
some of the hopefuls must have
been annoyed at not being able to
demonstrate direct to a possible
publisher. But they were not the
only angered ones, many ZZAPI
readers complained that there was
nothing to see. Such a laissez fake
attitude to what is, after all. THE

THE MONTHLY
SOFTWARE
STAR FOR YOUR
US GOLD
CALENDAR

Commodore Show of the year is
not only annoying — it's alarming.
I know the cost of stands is high.
and everyone is planning their
constructions for the much bigger
Personal Computer WorldShow in
September, but ignoring the
punter in this way is positively

GAMES REVIEWED
IN THIS ISSUE

Acro Jet 3 3
Biggles 3 7
Breakdance 9 8
Bombo 2 8
Booty 1 0 5
Boulderdash Ill (S) 2 4
Conan 1 0 2
Golf Construction Set 4 0
Hes Games (S) 1 0 0
Leader Board (GM) 1 9
Max Headroom 2 7
Mermaid Madness 3 8
Moon Shuttle 1 0 8
Neutral Zone 1 0 2
New York City 1 1 2
011ie's Follies 1 0 4
Popeye 1 8
Price of Magik 7 0
Ouestprobe: The
Fantastic Four 7 2
Raging Beast 1 0 6
Redhawk 7 0
Return of the
Space Warriors 1 0 8
Scrolls of Abadon 1 0 9
Seabase Delta 7 3
Sentinel (S) 1 1 4
Shamus 1 0 5
Slamball (S) 1 1 6
Solo Flight Plus 3 2
Southern Belle 4 2
Very Big Cave Adventure 6 9
World Cup Carnival 4 1

dangerous. Let's hope the situa-
tion and the attitude improves,
otherwise many a software com-
pany may end up with nothing left
to do but suck fluffy lollipops.

R O G E R  K E A N

ADVERTISER'S INDEX

Beyond 6 1
Cascade 1 2 3
Celcom 5 2
CRL 4 9 ,  105
Date'
Dostt 9 7
Elite B a c k  Cover
English Software 2 9
Evesham Micro Centre 1 1 3
FPS 8 7
Gremlin Graphics 8 1
Imagine 1 6 , 1 7
Incentive 2 3
Infogrames 4 4
Level 9 2
Mancomp 7 8
Melbourne House 7 1
Mind Games 3 9
Mirrorsoft 9 9
Mosaic 9 7
Newsfield 4 , 5
Novagen 1 1Ocean

30, 31, 36, 75, 103, 118
SJI3 Discs 8 7
Trilogic 9 2
Turbosoft 8 7
US Gold
8, 12,26.43.87, 95.110.111

Video Vault 5 2
Virgin 8 . 8 5
ZZAPI Backnumbers 3 6
ZZAP1 Eidolon I  Shirts 1 0 7
ZZAPI Mall Order 5 4
ZZAP1 Subscriptions 3 4 ,3 5
ZZAP1Tracksults 8 8
ZZAP1T Shirts/Binders 5 9
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PI
If you have ever bought another golf
simulator -  shoot yourself!
If you are ever considering it -
save yourself a bullet!
ZZAP64
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GET YOUR NA

Quite honestly, leaderboard makes
all other golf simulations look clumsy
and antiquated in comparison.
ZZAP64

And swing your way to a record round
Now you can become a golf pro and experience the thrill of
having your name up on the "Leaderboard".
With this amazingly realistic simulation you get a true
perspective view of your golf game.
As you play on different 113 hole courses on
levels varying from amateur to touring professional you'll
need skill concentration and control to come in under par.

c B m  6 4 1 2 8  Coming soon tor Spedrum and &rushedTEE SHOT
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ZZAP64

Foatures:
Choice of club, distance, type of

shot (hook, slice, putting) and more
4 Realistic Sound
•  Practice Driving Range
•  Joystick Controlled
o Mu f t i *  18 Hole Golf Courses
4 Automatic Scoring

APPROACH SI-NDT PUTTING

This is the sports simulation of the
year -  if not the decade!
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Not a lot of serious mail this month, we're obviously moving Into
what the press call the 'silly season'. Certainly the obsession of
the month goes by the name of Claire. More later! For perspicac-
ity beyond the call of duty, I thought the following letter deserved

£20 worth of software this month •

P-P-P-PUBLISH P-P-
P-PLEASE
Dew Lloyd.
I must put the proverbial pen to
paper to preach your praises.
Your periodical pulp publication,
ZZAPI is the most profoundly
perfect paper possible, for not
only do we have your perceptive
piquant yet pertinent prose to
please us, also, ZZAPI is posi-
tively packed with pretty piccies.
Whereas other publishers'
pathetic packages are padded
out with preposterous, poncy
piffle, NAP! persists in packing
a punch.

On each page, every parag-
raph is par excellence; each
poke should be priviliged with a
prestigious prize; each program
preview is precise and to the
point.

I promise to prevail in purchas-
ing this powerful product — this
premium pamphlet — probably
the pride of the press, provided
that you tell that pipsqueak Penn
to push off! He's a prat who
should be punished by poison-
ing, or get pox on the posterior,
or a pickaxe in the pelvis. His
puggish. puke provoking face,
publicly pouting pertly is like a
pumpkin on halloween!

It you persist in publishing the
picture of this pugnacious puck.
I will have to start puffing pot!
This aside, print AMAPI perpetu-
ally I hate to ponder my plight
without it
Prof Percy Pembrington-Pon-
conbury Pimms, Clayton, New-
castle

like that. * publ i cl y pouting
pertly '  However, before I get
thumped by Penn, I malty feel
ought to say that he can smile,
and does smile quite often. He's
even been know to guffaw occa-
sionally. You mustn't think of him
as a killjoy just because he takes
his Job seriously and because he
hasn't been able to persuade Oli
Frey to redraw the earlier pic-
tures where his expression has
more to do with the understanda-
ble bewilderment of finding him-
self in Yeovil
LIA

sPu
4
r
riAl

COOL CARL
Dear Z2AP!
Just putting biro to paper to say
you have a brilliant mag. I'm not
really a pervert, but when I saw that
the imbecile Candy tried to kill
Adam W e l l ,  I lost control of
myself and started cutting up
newspaper. Anyway, pass this per-
verted piece of junk onto the peab-
rained Candy and scare the living
daylights out of him (I hope it works
— I spent a lot of time and trouble
doing it).

But this is not the end of things.
I am obssessed with the
Scorelordl He is a really cool dude
man, and he's got some really nice
lines. Perhaps he should produce
the mag? I also enclose an advert
for Mr Rignall. I think he should
advertise himself, solve given him
an idea, the RIG-MO! One more
question, why has Gary Penn got
such a big slap-head? And why
does Licidon stick his fingers down

his throat and make himself puke?
Or is it the tea he makes, that
forces him to do it? And why was
Rignall half naked on the cover of
V A R  12?What a poser! When my
granny saw it she got high blood
pressure and fainted, but all is well
now, she's sitting at home doing
her knitting.
Carl the cool Commodore
owner.

Candy's no longer with the Towers,
he's off doing his own thing (what-
ever that is), so maybe your threat
really frightened him away, Carl. It
wasn't really Julian Rignall on the
cover whatever anyone says. I've
no idea why Gary Penn has such a
big slap-head, because I don't
know what one is, and Liddon only
follows the time honoured tradition
first developed by the Romans so
they could carryon eating all night
without putting on weight. Right?
LM

h el go

ff S
O
N
E
5

ie s o

M a
t 
c
1 1
1
4

a LP  " L
twtort

N..,1
1 
e r
r

I LL R E

1
.
1
1
% 
(
.
1
3
,
e
p
1
r
,

y geo
ra t r

e (I D O N ' T  0 .
4 0
. )  k o
, , ,  .
T 0

tOgu, Er rniNPnEt)I r
IF  3 /1  IP

t
h
i

1
1
1
1

0 7
0
1 1
1 1
1

c
o
o
k 
(  
(
A 
3
)
$

c
o
,
,
,
M
t
o
D
O
R
E

S e
t i l
1
M
6
6 1
0
-

. .
1
1
5
1
A
R

NE RD C. '"t i s i

L T

ZZAP! 64 July 1986 9



Dear Lloyd,
Firstly, may I otter my congratula-
tions to ZZAPI 64, Britain's number
1 Commodore magazine(l) for an
excellent first year. I rely a great
deal on your reviews.

I was glad to see Jeff partaking
in the ZZAPI challenges, and the
Minter diary seems a great idea.
OK, one or two suggestions now.
Is it possible to have reviews of
compilat ion tapes in ZZAPI? I can't
always remember what games on
compilat ion tapes are about, or
whether they are any good — and
I'm sure I'm not alone. Also, some-
thing I'd like to see from time to
time in the magazine would be arti-
cles by guest reviewers — top
programmers, the heads of lead-
ing software houses (though they
shouldn't be allowed to review
their own games!), and so on.
Perhaps a female reviewer should
be an idea? I think it was JS Mill
who commented that, in the
absence of females, you exclude
half of life's experiences!

Enough said on that, methinksli
wonder it it would be possible for
reviews to indicate how
immediately playable games are?
I realise you have a 'hookability•
rating, but I don't feel that this quite
Indicates immediate playability.
Most of my computer gaming
takes place when I have friends

Dear ZZAPI
I hope you like the drawing, I
thought the bloke in the Fairlight
advert needed cheering up so I
bought him a copy of ZZAPI, poor
old soul. Is The Shadow really a
GIRL?, now there's a sobering

10 ZZAP! 64 July 1986

aft.
A  FEW IDEAS?

round for an afternoon or evening.
so I generally try to buy games
which someone who has not
played the game before can easily
join in and enjoy. Anyway, it would
be interesting to see what other
readers think of my suggestions.

Well, fortunately I've only one
major criticism to make. Please.
please get rid of (or at least
change) the 'Shadow Spiel' col-
umn. It really is most awful. and
sometimes rather childish. It also
makes finding information much
harder than the News Flash col-
umn — I'm almost tempted to
think its being used as padding.

One final plea — please stick to
being a games reviewing
magazine. I wouldn't  like to see
more utility and hardware reviews,
or any expansion of the compunet
and art gallery sections, and
please NO listings (ugh!). Perhaps
a good idea would bet° p r o d
u c e  aZZAPI Special Edition, containing
reviews of Disk drives. Joysticks,
Modems and various utilities.
Maybe in the Autumn, in t ime for
Christmas?

I'd just like to ask a couple of
questions as well — will games
currently available for the Commo-
dore 84 on disk only be available
on cassette for the Commodore
128: and is it possible to buy a
Commodore 128 without acces-

thought, just Imagine the ZZAPI
headlines • SHADOWSPIEL IS A
GIRL' or 'ORLY SHADOW TAKES
ZZAP! BY A STORM* or even
'SHADOW CAUGHT IN LADIES
LAVS AT ZZAPI TOWERS'.

sories, and then use the racsette
recorder and transformer currently
used for the 64?

Well, that's all for now, at least.
Sorry the letter is so long. All the
best for the future.
Roy S Hillman, Orpington, Kent

Technical answers first —the likeli-
hood of disk only games on the 64
being converted to cassette for the
128. seems low. The Commodore
128 is available without the acces-
sories, although I think you'll have
a job finding one now as most
shops seem to have the starter
pack, and besides, they're very
nearly the same price. You should
certainly not swap transformers as
it may damage the computer The
cassette deck, however, is com-
patible.

How immediately playable a
game is seems to depend so much
on individual taste and ability that
I 'm not sure it's that easy for us to
assess such a quality in any mean-
ingful way (like, wow, you know

at I mean, man)? I doubt
whether the technically hardware-
ish bits will get much bigger on the
sense of 'taking over', but a lot of
readers have found it interesting
and useful and we must try and
cater for everyone.
I M

Anyway enough of this, I've a
problem, don't  laugh you don't
know what it is yet. I can't find any
reliable shops apart from one
(which shall remain nameless) that
sells games that actually work on
my computer. Many a time I have
taken several bus joumeys back
and forth with faulty software. Is it
my C2N? may you ask, NO there's
nothing wrong with it. I've had it
checked checked and double-
checked by the shop where I
bought it, so what's up. I am really
bored and beginning to wonder
whether I made a mistake by buy-
ing a Commodore.  PLEASE
PLEASE PLEASE if you know any-
one, anyone who can supply me
with decent software let me know,
I'm on the verge of suicide
Michael Crosby (14). Leigh-On-
Sea, Essex

That sounds real sad, Michael.
Just hang on in there. if  you're
really having a serious problem
loading software. then perhaps it's
the computer that's at fault and
you should have that checked
instead of your blameless C2N.

Ganes Penn/ liddon (authorities
on the subject) tell me The
Shadow (may his name go in bold)
would never be caught anywhere
with his pants down.
LtA

WHY, WHY, WHY?
Dear ZZAPI
Why is there such an obsession for
segregation in the Rrap? Why do
so many people make comments
like 'Why don't you publish North-
erners letters?' and 'Why so many
Aussie letters?' Does il matter
where the letter comes from? I
would think that it's what the writer
has to say that's Important. Then
there's all the guff about • Commo-
dore is best!'

I find this all very disturbing and
I would like to urge everyone to

• start behaving like the sentient
beings humans are supposed to
be. (Ooops! Never mind). It's feel-
ings and comments of this kind
that lead to prejudice. Imagine the
football violence of today as the
computer or living place violence
of tomorrow. That may seem silly
or maybe even hilarious, but did
people believe in football
hooliganism twenty years ago?
Did they think that a mere game
could cause violence and even
death? Wouldn't  it be best to just
abandon such statements of bias
or superiority?

Now for something less serious:
Paradroid does have said bugs.
LM ought to stop shouting people
down like Sir (7) Robin Day.
Lucasfilm games are ingenious
and very pretty, but after several
games — YAWN! — I have listed
the basic game play elements.
Rescue on Fractalus. Fly around a
bit, dodging nasties, land, pick up
man/zap alien, take oft Fly around
a bit, dodging mastics
Koronis Rift Drive around a bit,
dodging nasties, loot hulk. Drive
around a bit, dodging nasties
Eidolon: Move around a bit, dodg-
ing nasties, take crystal/fire-ball.
Move around a bit, dodging flas-
hes , . .
ballblazer. Isn't worth mentioning.
'Nutt  said?

Lastly, how about more pics like
that of the delicious Claire Hirsch?
And why do people sign off with
such silly names?
Danger Mouse, alias Robert 'I'm
not at all boring or pompous and
I'm not a bit sexist or perverted
but I'm a nice interesting intelli-
gent person who would like a
good steady relationship with a
good looking female games
Addict' Stevens, Exeter, Devon

Just for the record, may! say that I
have NEVER shouted down Sir (?)
Robin Day. I would never be so
rude. Why? I don't know why, it 's
just the sort of guy lam. Why
doesn't  the sun shine much in Lud-
low? 'don't  know why, all k now is
it should (but then Gary LicIdon
closes the curtains so the sun
doesn't  give his monitor a tan). Are
Aussies more upside down in their
thinking than Northerners, and if
they are, does it help them move
around a bit dodging nestles, and
if they can, should we care?! don't
know. Why do I sound like Dim
Dim, the InePuctably rubber fish of
stupidity?
IPA



Dear Lloyd,
Being one of your female minority
who read your mag I feel I should
speak out against 'Percy the Per-
vert, It was degrading and sexist.
I feel such rubbish should be kept
to the pages of the 'SUN' (which
no doubt Percy the Pervert reads)
and not on the pages of this
software mag.

As your male readers have had
this opportunity of seeing a
woman appearing in your mag,
could we please, grovel, slob, lick
your boots! have a large pull out
poster of Julian Rignall as all my
friends and I rave over him.

My friends and I have formed the
persecute a pervert organisation.
and for a small donation of El 0 you
will receive a badge and a yearly
mag, so join us now and fight for

HOW COME?
Dear ZZAPI
have to complain about the

scores in your magazine, for I have
recently noticed that the high
score for Commando is
13,755,100. So I thought I would
try to better it.

As I broke the 1 million mark it
went back to ZERO so please can
you tell me how he came to obtain

women's  rights.
Lubna Bhatti, Twickenham,
Middlesex

To defend by own probity (and no.
it doesn't mean I'm an adolescent
— look it up in Lloyd Mangram's
Long Word Dictionary) — where
was I, yes, probity I  should say
that Percy the Pervert's letter, like
so many of its kind, hangs its own
writer more effectively than c ould
from the Ludlow gibbet. Mean-
while, it's all very well of you going
on about sexism while you're
drooling over Julian Rignall whose
poster probably isn't big enough
to pull out. Still, if  Penn the Poser
can do it in a Micky Mouse nightie,
I've no doubt someone might per-
suade Jaz to have a go .  .
LM

a high score?
enjoy your magazine very

much, so please do not be
offended by this letter.
Darren Higgs, Nantwich, Che-
shire

Yes, that seems a bit unlikely,
doesn't  it? Perhaps the Scorelord
in his infinite mis-wisdom mis-read
it and it should have been a paltry
13,755?
LM

SEEMS
LIKE

A  NICE

GIRL
Dear ZZAP!
You probably won't  print this but
please take note of us. I am writing
in reply to a letter in your May
issue, where a person called,
'Percy the Pervert' wrote in, on the
subject of  women in ZZAP! I can't
agree more, women are just what

need, to add a bit of spice
to it, especially if they are pictures
of Claire Hirsch, she's nice!

If you won't print any more pic-
tures of Claire, maybe you will
send a couple to me, or maybe
even a free game
Lee Hic kin, Samboume,  War-
wickshire

You mean to say that you equate
Claire Hirsch with a free game?
Shame on you, Lee. You may get
more replays on the game, but rm
told Claire is far more addictive .  .
I M

FRAUDULE N
COMPS?
Dear M P !
Recently in ZZAP! I discovered
that when prizes are being given
away by a company then the game
itself in that issue of ZZAP! gets a
remarkable review, Does this
mean that if someone sends a
dozen games in for a competit ion
then that game is named a ZZAP!
64 Gold Medal, Are you that desp-
erate for games for competit ions?

Some recent examples of this
'fraud* are Mercenary, Bounder
and The Eidolon. If this is the case
then I feel very sorry for you and I
will start an appeal for the ZZAP!
Competit ion Fund_
Mike Birkett, Bramhope, Leeds

To quote Mr Liddon, what a load&
pish, if  not piffle and drivel. Friday
the 13th also had a competition.
Red Arrows. Rocky Horror Show,
Roland's Rat Race. Confuzion,
Graham Gooch's Test Cricket all
had competitions, to name a few.
Check out their reviews and make
sure of your facts aren't flimsy
before flinging silly accusations
around.
I M

CASSETTEE9.95
0VAGEN SOFTWARE— SAI_ES• 142 ALcEsTER ROAD

BIRMINGHAM 813 8HS 021- 4499516
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I  Dear  Lloyd,
• I  am an enthusiastic reader of your

mag. After reading your review of
I  Und ium I bought the game and I

am happy to say it is even better
1 t han your review said. Unfortu-nately I can't get past level 13 so
•  f or  a change I decided to try play-
'  ing with my feet and have man-

aged to reach level 6. Does anyone
at ZZAP! play games with their
feet?
Gordon Strathlea, Kirkhill, Glas-
gow

Gaz Penn played Eidolon with his
feet (although only his right big toe
for the Space Bar)and similarly for
the Smart Bomb on Guardian.
However, the practice is banned in
the office for very obvious
reasons, who would want Flignal-
Ran and Liddonian pinkies waving
all over the place when you're try-

ing to concentrate on the wafting
perfume of Ludlow's bursting
blooms in June?
ItA
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r e c e iv e d  t h i s
i l i t t l e  i t e m  f r o m
: R IC k  JONES a n d
:EDWARD WILSON ( w i t h

a l i t t l e  h e l p  f r o m
i ( T / M  PRESTON, w h o
: ha t e s  G a r y  P e n n ) .: Q u i t e  a pades
: f r o m  ZZOP!  6 4 .  t h e i r•: v e s i o n  o f  a n o t h e r'
' w e l l  k n o w n  Commodore :
:c om pute r  m a g ,  a r e
: u n p r i n t a b l e .  b u t  we  .
: • t hought  i t  w a s  w o r t h *
: g i v i n g  some o f  t h e
: l e s s  d u b i o u s  o n e s  a n' a i r i n g !
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I'd just like to say thanks for a great

I
m
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confrontation between ' Mega-
ego' Rockford and Bouncy Thing
in the margins. Why can't you get

III rid of • em both and introduce
something with style, wit and
character, le Gribbly Grobbty.

Anyway now I've got that over
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w
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(1) Are the rumours in CCI true
about the sighting of Gary Penn
wandering around Ludlow in a

!
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?  
(
2
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become so big headed that their
heads have grown out of the grey
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boxes, as in the Law of the West
Review, issue 12, p22? (3)Why are
there more competitions in
CRASH than 22API? (4) Will the
Arcade Machine 'Peter Packrat •
be translated for the 64? (5) Is Dim
Dim the rubber fish of stupidity
really Gary Liddon, and if not, are
they related?

Still, keep up the good work, and
best wishes for the rest of 86.

David Edwards, East Street*,  W
Midlands

PS Many moons ago, I went and
bought Brian Bloodaxe, could I
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have a free game as consolation?

As you can imagine, Rockford is
deeply upset by your letter and
Thing has a thing or two to say
about it as well. Right, the answers
(1) Sadly, yes, all too true. (2)
Sadly, yes, all too true (well not
quite, who saki they have GROWN
big-headed? (3) The comps min-
ion lives in the CRASH broom cup-
board. (4) Seems quite likely. (S)
Dim Dim is Gary Liddon's pet, and
you know what they say about
pets and their owners .  .
PS No you can't
LM

A  LITTLE
COMPUTER
PERSON
WRITES

Dear Lloyd, •
My name is Francis and I am a Lit-
tle Computer Person. There are a •
few small points that must be
made about us. The reason that all •
us LCP's are such brill° (not a well •
known scouring pad, but meaning
a Gary Liddon No. 5) pianists, is we
all must pass the LCPCPPE (Little
Computer Person's Complete
Piano Players Exam).

When I have been reading my
BWP's (Big World Person) mag.
called !PAN
,  ,  y e s  
I  
k n o
w  
i t
s  
w r
o n
g .

but have you ever toed reading a
magazine which a BWP just does
not realise that even amazing dan-
cers, letter writers etc can't read

•  upside down?
By the way Ga2 'Anti-LCP'

•  Penn, was granted a free pardon,
his terrible crime was forgiven and

•  by a unanimous decision, he was
acquitted at a recent meeting of

•  the National LCP Law Courts. He
was therefore saved from a doves-

•  bating attack from the LCP's
•  Rambo Appreciation Society.However he has lost much of his
•  popularity amongst our ranks.

It has never been mentioned,
•  but LCD (Little Computer Dogs)

are a large part of our lives, for if a
•  negligent BVVP has forgotten to

feed us, the lack of Pedigree Chum
•  shows first, and causes a quick
•  emergency snack_

There we are then, your first LCP
letter in IPAZZ, I bet you a whole
day's food supply it isn't the last.
Francis, Billericay, Essex

THIS IS FRANCIS' OWNER.
KEVIN KNIBBS, WHO FOUND
THIS LETTER LEFT ON THE
TYPEWRITER IN FRANCIS*
HOUSE. REMEMBER ALL YOU
LCP OWNERS, PUT YOUR ZZAPI
UPSIDE DOWN SO ALL THOSE
LCPS CAN READ BRITAIN'S
BRIGHTEST COMMODORE
GAMES MAG.

It's a Thought, Isuppose. Any more p o
o ,

LCPs wish to comment?
LM

•
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'UGH'

Dear LM, (and =AP! )
I know my letter's late and you've
probably got 100's of letters on
this subject, (you could always
print it next brill ish) but I have just
been jotted goggled-eyed from my
TV by a very (or so I think) serious
matter. Yes you've guessed it's to
do with (I can't bring myself to say
it)! Computer & Video Games.

They printed some criticising
points about ZZAP! in their Boun-
der review. Getting to the point
they said something about how
ZZAP!!! overated Bounderl We're
all allowed to have our opinions,
but not in Cat /G's sad case. They
probably have to buy ZZAP! to see
how to review therm About your

•%111.1W- ' ‘ 0 1 1
1 1
w ' •  
" q e
I S W

14 ZZAPI 64 July 1986

mag after all that (cont on page
whatever) moaning, it's absolutely
brill and I follow all your advice.
Richard Gibbs, Aftrincham, Che-
shire
PS It was my friend's C&VG_

Well as long as it was your friend's.
that's alright then. You shouldn't
be too harsh, though, they have
their opinions and we have ours.
think it's rather silly to review
games by using other magazine s
reviews as a basis for a criticism
however. I can't really comment.
I 'm afraid I never read the other
organs (much anyway).
LM
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A  FISHY TALE
Dear Lloyd.
Zombard the droopy-bottomed
pee-pee monster was talking to
The Shadow's Dim-Dim, the rub-
ber fish of stupidity (he's stupid)
the other day, and whilst discus-
sing the legendary prose and
poetry of kooky Joe the one-eyed
hairbrush. Dim-Dim started to
whistle the ear-grating 'music' of
the Spectrum's Manic Moner.
Zombard blinked twice and after
juggling semi-boiled potatoes and
eyeing the fish suspiciously. he
called upon the great god Man-
drake, the inhuman octopus, to
send down a single boll of lightn-
ing to the very same spot where
Dim-Dim was standing! That even-
ing, under the orangey purple light
of the seven moons of the bed-
rangled planet, the droop-bot-

!corned pee-pee monster had
roasted fish for lea,

MORAL: Never whistle Spec-
trum 'Music' In the presence of
any Commodore owner unless
you are a stupid fish who likes to
face the wrath of more intelligent
megabeings!
Aril The Great, Crawley, West
Sussex

What on earth are you on, Ant, and
of so, can I have some too, please?
I've always had a yen to run a slim,
yellow-coloured literary mag that
no-one in their right minds would
for* out C 1 a month for (and would
do nothing well but lose money),
bur / had no idea when lwas put
onto this that ZZAPI might be it!
LM

O i l  ON
THE
COUCH
Dear Lloyd,
I didn't really want t o y  anything.
but I felt you must be warned.
have been doing some psycholog-
ical research, regarding that
genius named Oliver (I like to draw
nude women) Frey, and here are
my findings

A structural study of his draw-
ings concludes that he is obsses-
sed with death and sex. I feel it
started when he was just a young
boy, living in Switzerland, where
he was a deprived child, who was
bom at the age of 16. He was
always deeply jealous of his
brother, the one that gal all the
attention when he was young, and
this is where all Oli's troubles
started_ •

Even when they were kids, he
made his brother do all the
daredevil acts in the films they
made, just hoping for the inevita-
ble to happen. This is where the
drawings of brutal killings and
death come into place, and the
drawings of monsters represent-
ing Franco. I feel I must warn
Franco (Oli's brother) to watch

Picture by A  .Kerrigan

himself whenever Oh is around.
Now we come to the frolicative

(my Countdown dictionary) draw-
ings. The girls around the office, ie
Claire, Alison, etc. had better
watch out whenever the genius is
around, as nasty th ngs could hap-
pen (I dare not say what!)

In fact, not only the girls are in
danger, as you have probably
seen for yourself, it isn't only scan-
tily dressed women he now draws.
Just watch yourself!

Thank you for listening. Oliver
Frey's Pet Person's psychiatrist.
Hey! Get away from me! Take that
white jacket away ,  AAAAGH!
A Kerrigan, Castiederg, County
Tyrone

Well Dr Kerrigan, this seems to be
a remarkably perceptive study you
have undertaken, and I think the
only item! would take exception to
is the phrase, 'where he was a
deprived child ' S u r e l y  that
should have read, 'depraved
child'?
LM



Dear ZZAPI

I
I  
h
a
v
e 
l
o
n
g 
b
e
e
n 
a 
d
e
v
o
t
e
d 
r
e
a
d
e
r

of your 'Well Wicked' (To quote Mr
I  Penn) Commodore 64 magazine.

and after finally succumbing to
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up a typewriter, and ask a few cm-
cial questions!
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grated out of my telly's speakers

I  as Mercenary is being loaded? Whoever is responsible for this
atrocity ought to be forced to play
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ZZAP! team compile a 'Bottom
I  Ten' of all the worst music availa-

ble on the C64 (another strong
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music from Mastertronic's Cap-
tive)

I
2  
C
o
u
l
d  
y
o
u  
p
l
e
a
s
e  
t
e
l
l  
m
e  
t
h
e

approximate ages of the ZZAPI

I  reviewing team, are they as youngas they look. or Is a diet of Tea and
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nuts the secret of eternal youth?
3 My Mercenary game seems to
have a very unfortunate Bug
whenever I get over 1,000.000 cre-
dits it suddenly crashes. Has any-
one else had this problem. it also
crashes if I go into the Radio room
with the aerial and try to rent the
Hertz spaceship when I have not
the financial resources to do so. Is
it just my copy that does this and
can I get it swapped for a Bugless
copy?
4 Why did Gazza Penn and Lounge
Liddon wear silly sunglasses in the
ZZAPI Challenge, do they wear
them all the time or is it a futile
attempt to improve their zero cre-
dibility with that sadly rare species
'ZZAPreaderus Feminus'?
5 Where did Riggers get his cool
black boots from? Incidentally did
you know that there is a J Rignall
who plays rugby for the England

8.6

under 19 team, is this the same
person I ask?
6 Please, Please, Please give me
Claire Hirsch's phone number, as I
have fallen madly in love with that
scrumptious little wench.
7 On the Ark Pandora review of last

JR's and GP's faces didn't
really seem to fit their particular
comments on the game, was this
another muck-up by those Tarts in
the Arts Department or is it due to
a lack of a good range of facial
expressions? Incidentally I think a
few new pictures of the reviewing
team would go down very nicely
with everyone.
8 Why doesn't Gazza Penn get his
hair cut'?

Thanks for reading this letter.
this is the first time I've written and
hopefully it won't  be the last, so
could you please print this or at
least some of it, as it would really
cheer me up as I revise for my A-
Levels,
Bazza Taylor, Ea risdon, Coven-
by

PS Why does everyone like Paul
Sumner so much?

Blimey. Baz, strike a light (and

other Amstradian epithets), you
don't  half ask a lot of questions!
do my cringingly pitiful best to ans-
wer them before flying off up the
hill on my bike, hermes strapped to
my back, for another session
weeding the cottage garden (the
lemon verbaena is coming along
nicely at the moment).

1 That isn't music, that's the
Novaload you're hearing. Paul
Noakes gets turned on by hearing
it. 2 Jeff Minter thought they were
12, but  in fact it's about 19, nuts
an' all. 3 Sounds like you have a
unique copy of Mercenary. 4
Sunglasses just became all the
rage fora month, you know what
it's like with a bunch of 12-year
olds, they were just going through
a phase 5  I've no idea, they
aren't Gucci, that's for sure, and
Riggers wouldn't  go near a rugby
ball even if you offered him a gold
plated jock strap. 6 It's a closely
guarded secret! 7 expec t  you're
right really. 8 He does, it just grows
quickly, literally flings itself up out
of  his head uncontrollably only to
run into a can of hair spray. And
PS, why does everybody love Paul
Sumner? Damned if I know, jLM mi o l e =
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Mikie — he enrages
the teaches and

enraptures the girls!
His knock-out frantic

fun loving plays
havoc in the

classroom, the locker
room and the

cafeteria. This high
school high-jinx

features "Hip-Zap",
'Door Attack' and

crazy pie fights but
can he hand his to
letter to h
is   
g i r l f
r i e n

11
a

Expect the
unexpected and

FIGHT for your LIFE
in this all-action

arcade chart-topper.
Master the ten moves

and you may just
survive the deadly
exponents of the

martial arts only to
meet them again in

the Temple. You must
beware of your

enemies and their
individual

weapons t h e y
not immortal but th

neither are you.
SPECTRUM
E7.95

COMMODORE 64

E t S . 9
1
5
AMS TRAD  a
l
.

S m .  w o o

SPECTRUM
£7954
0COMMODORE 64
£8.95
AMSTRAD

Fink

If you think youa
talk your way at

trouble, beware
you may be tall',

you way intoll
Interactive bu

speech add i
further dimensi

the superb
graphics of t

arcade style t I
adventure

Gangsters of 1(
underworld 9

sizing you up
'hit'. There is o
who can help

can find h
SPECTRU
E7.950
E 5
A M I R A D

—  ' "  •
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Play head to head or
against the computer
in this, Konami's first
and best table tennis
simulation. Just like
the arcade original

the 3D graphics and
laying features such
as the Back-Spin,
Forehand Smash,

op-Spin, Back-Hand
Return and many

more all help to test
your lightning

reflexes and skill
touch and timing
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Play Green Beret and
you'll get some idea

of what this crack
commando core is all

about. You are a
highly trained

combat machine, you
fear no man. You

must succeed
against

immeasurable odds
to infiltrate all four
enemy strategic

defence installations.
You are a marked
man w i l l  your 1
'
1
enemy feel your

marks,
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Screen shots taken from various computer formats



POPEYE
Macmillan, £7.95 cass, joystick or keys (redefinable)
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Popeye loves
, m o r e  
t h a
n

spinach, and  that's Olive
Oyi (though Heaven knows why
— probably because the two look
and taste very similar). Unfortu-
nately — for Popeye — Olive isn't
sure whether she fancies being
driven oft into the sunset by a
pipe s mo k in g  a d v e r t  f o r

Popeye i s
perhaps a  little
too simple in the
gameplay
department, but

otherwise it's very playable;
It's also very pretty —  the
backdrops are attractive and
so are the various characters,
who are equally well drawn
and animated. Unfortunately.
the sound isn't so hot. The title
screen tune is naff and the
sound effects are reasonable,
and both could have been bet-
ter However, these are only
minor flaws, as Popeye is bet-
ter than your average game.

machismo, or not. So, being the
blue veined ma le  tha t  h e  is ,
Popeye decides to try and win her
over by collecting the 25 flashing
hearts scattered around to wn
and delivering them to her door.
Some of the hearts are stuck on
walls and are within easy reach,
while others are behind locked

As a great fan of
Popeye, the car-
toon, I  w a s
pleasantly s ur -
prised t o  fi nd

that the binary version of the
spinach guzzl ing sa i lors '
antics, isn't tha t bad. As
games—of—the—cartoons
go Popeye has to rate quite
highly. Graphically the style is
a bit strange and doesn't look
even vaguely 641sh, probably
due to Its Spectrum origins.
II a l s o  quote strange, but
clever, a s  absolutely n o
sprites at all are used; but as a
result the game slows down
somewhat when virtually the
whole cast are on the screen
at the same time. As for game
itself — well, it's fairly good
fun and playable. The puzzles
are little too simple to class
Popeye a s  a  t ru e  arcade
adventure, but they are fun to
solve never the less. A  nice
game that deserves the atten-
tion o f  a n y ardent games
player.
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doors that can only be opened
with the corresponding keys.

However, it is a well known fact
that true love never runs smooth
— a hulking great brute by the
name of Bluto has also got the
hots for the lissom femme fatale
and doesn't take too kindly to the
sailorman's galavanting. To makematters worse there are several
other n a sty  creatures a b o u t

here that the hearts must  be
deposited. The locations flip from
one to the next and although they
are flat, characters can move in
and out of the screen. This means
that ft is possible for Popeye to
walk behind the scenery, and to
pass Blu to  and certain o ther
characters without getting bitted.
Whenever t h e y  me e t ,  B lu t o
knocks Popeye senseless and it
takes a tin of spinach to  revive
him. Only one tin is provided at
the start of the game, so others
must be picked up along the way.
Any objects in Popeye's posses-
sion are shown to the right of the
playing area, bu t  as strong as

This is a  really
jolly game con-
taining some of
the largest, fully
animated

characters I've ever seen on
the 64. The backgrounds are
colourful a nd Popeye and
' friends' are all very nicely ani-
mated and add great charac-
ter t o  th e  game, which
although having a  simple
scenario (a collect em up), is
fun to play with some quite
tricky problems t o  solve.
Popeye is a fun game and a
nicely priced one at that.

town, such as a fire breathing dra-
gon who roasts Popeye on sight,
a large blue bee that patrols the
top of the local lighthouse, and
the Hag and her evil bird.

Popeye's venture in love begins
outside Olive Oyl's house and it is

Popeye is. he can't carry more
than eight objects at once.

To the far right of the screen
there is a love meter, which slowly
ticks down as Olive's love fo r
Popeye d imin ishes.  I f  t h i s
reaches zero then the game is
over.

Presentation
immediately altrac
itional cartoon style. -

Graphics 93%
Pretty backdrops and big, col-
ourful characters which are
well drawn and animated.
Sound 41%
Poor version of the Popeye
theme tune. but the FX are OK.

Hookability 81%
Simple and enjoyable enough
to get into.

I-actability 75%
Not much variety, but pleas-
antly playable all the same.
Value For money 76%
.Sensibly priced.
Overall 78%
Nicely put together. unusual
and well above average game

'Ilmore relaxing than ardo-_,
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though Sevvy's taken out his
trusty pitching wedge..  "

"Er yes, Peter, I think you're right,
but I wonder if Savvy is. That's still
a fair distance and his lie isn't a

t'Iagy one,-the other hand, Arnold, that'
pitching wedge has travelled the
world and brought the Spanish
champion much l uck ,  ni ce
relaxed stance, good, easy swing

yes,I  think he's happy with that—"
"Indeed, Peter, and it's looking
aood
r
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you think about that?! Straight in —
an absolutely superb shot, hit the
stick and dropped straight into the
hole!"
"My goodness, when was the last
time we saw something like that?!
Well that has given Lloyd Mangrum
something to think about."

however. Lloyd Mangrum (no rela-
tion) needn't have worried —  on
another occasion altogether, he
scored one of the most amazing
holes in one ever recorded. None
of which has much to do with this
new golfing simulation other than
the shared excitement of achieving
a hole in one, for  Leader Board
actually lets up to lour armchair
golfers play a 3D game from the
golfer's point of view in a manner
realistic enough to have everyone
inventing typical Peter Miss style
commentaries to accompany play.

There can't be many people who
don't have some knowledge of
golf, but the wryly brief introduc-
tory paragraph in the accompany-
ing instruction booklet is as good a
description as any! Object of the
game, it says, is to sink the ball into
each hole by hitting the ball with a
club the least number of times pos-
sible. As far as it goes, that may be
an accur ate descr iption,  b u t
there's a lot more to golf than that,
and there's a lot more to Leader
Board.

A selection of  four  different
courses of varying difficulty (all of
18 holes) is on offer, based on the
'landscaped water course' notion
more popular in America than in
Britain. Thus there are no bunkers
to contend with, but you find your-
self coping with some very tricky
drives over lakes, sometimes hav-
ing t o  l and on small  mid-way
islands in order to reach the green.
Provision i s made for  difficulty
levels by introducing effects such
as wi nd and tightening up the
accuracy required on club control

LEADER BOARD
US Gold/Access, £9.95 cass, £14.95 disk, joystick with keys

TheublquitousZZAP photographer, Cameron, about to drive off the
teeon hole 1, course 1. it's apar 4, 230 yards. so he's using maximum
power on a number 5 wood club (1111LIC range 234 yards), and there
are few water hazards in the way. The wind is very light and blowing
across from loft to right and slightly t °wards him. shoul dn't eh eCt
the ball much.

during shots, When more than one
player takes part, each player can
select an individual skill level irres-
pective of what the other players
choose, thus introdliC ing the effect
of 'handicaps'

What do you see on screen? Well
for a  start off,  there's no 'map'
option t o show where you are,
because there's no need for one.
The booklet contains a  map of
each hole with its par and distance
in traditional yards. This informa-
tion i s repeated on the screen,
which is divided vertically into a full

IN THE CADDY BAG
Leader Board is an American
program, and no self-respecting
Stateside golfer would dream of
perambulating round the course
without a richly supportive bag
of clubs. None of your municipal
course six club selection here,
there are no less than 14 availa-
ble; woods 1, 3 and 5, irons 1
through 9,  a 'pitching wedge'
and the putter. Each club has its
own range,  a nd the  booklet
helpfully lists the minimum and
maximum length in yards that

each club can ideally achieve.
This is useful in conjunction with
the on-screen distance indi -
cator in judging which club to
select for a particular Stroke. It's
to be  noted,  too,  that higher
number irons tend to have a
higher trajectory available and a
ball landing from a more vertical
angle rol ls l ess o n  landing.
Leader Board reflects this gulls
accurately, allowing a  greater
flexibility in shot positioning.

ZZAP! M  July 1986 1 9
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450 yards, Par 5
4 3 0 L I R S E

Our two golfing heroes, 'Savvy' and ' b a t t l e  lt out Iover this awkward hole which places the mid-way
islands at Just the most awkward points. Let's see how
they fare on the fairway

20 ZZAP! 64 July 1986

1 1 1 1 1 1 1 1 1 1 ,
1 1 1 1 1 6 1 6 1 1
1 1 p .
1 1 6 1 1 1 1 1 1 6
1 1 1 1 6 1 1 1 1 1
1 1 6 1 1 1 1 1 1 . 1
1 1 1 1 1 1 1 1 1 1
1 1 1 1 1 0

height square on the left for theaction, and a quarter strip on the
right with the telltales. Here we find
the hole number being played, its
par and the course. Below is the
score indicator.  The pre-entered
name of the player whose turn it is
heads four lines, one for each of the
players. The  number of  st rokes
taken by each player on the hole so
far is  s hown together wit h h o w
much under or over par they are.
Beneath this is the wind indicator,
then comes the club selection line,
the distance to the flag (in yards)
and finally the power and 'snap'
indicator (see separate panel).

The angle of  play  isn't  exactly
from player's point of  view, more
from above his shoulder, showing
(from the tee) the entire hole disap-
pearing away in perspective to the
green. O n c e  a  c lub has  been
selected you use the joystick to
move a cursor left or right for aim
and press ing fi re animates  t he
golfer. Up  t o a crit ical point  the
longer you hold fire, the greater the
arm swing and therefore the grea-

ter the strength of  the shot. You
see t he  bal l  fl y  away ,  a ls o  i n
detailed perspective, its shadow
trailing along the ground,  unt il it
lands i n  t he distance, bounc ing
variously according t o height  of
trajectory, wind strength or lie of
the fairway or green. If you land in
mud, water or go out of  bounds.
the stroke has to be retaken, losing
you a point.
Once a stroke is  completed.  the
screen redraws the landscape to
present you with the v iew of  the
green from your new position, and
the distance indicator changes to
show how far from the flag (or ' pin')
you now are. On the green, the put-
ter is selected for you automatically
— no taking out huge 'divots ' on
these pristine putting surfaces with
anything as crude as a 3 iron! The
distance indicator switches to feet
so you can assess the strength
needed for the stroke, the flag is
removed and you judge the lie of
the land f rom the slope indicator

DISK OR CASSETTE MO INIEN
For once, here's a sports simu-
lation that both disk and cas-
sette ow ne rs  c a n  e n j oy
equally. We reviewed the disk
version and noted that no disk
access was required during
the game at all, at which point
US Gold confirmed that the
cassette version ha d been
completed and was a  single
load. So the only advantage for
disk owners is initial loading
time. The disk package comes
complete with a  protection
dongle which must be plugged
Into the cassette port before
loading can take place, the
cassette version does not.
Leader Board will be released
on the 4th July —  suitably,
American Independence Day.

(see separate panel). In keeping
with t he overall realism o f  t his
simulation, putting on a bad slope
causes t he bal l  t o  curve quit e
strongly as it heads hopefully for
the hole.  As  with drives, put t ing
direction is cursor controlled.

After each player has holed out, the
scene cuts  t o t he leader board
which shows the state of play to
date. There is no option to play any
hole you like, but  selecting more
than o n e  course a t  t he outset
allows you to play the courses in
any order, or even repeat one.
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A IM,  ' P C : M V O  Ft AND
S W I N G
Your shot is aimed via the direction cursor, but various influences must
be taken into account depending on the chosen skill level. There are
three: on the Nov ice level a shot is not affected by the wind and the
stroke will not 'hook ' or 's lice' (shoot off line through an inaccurate
connection between c lub and ball). On Amat eur level the ball may
hook or slice but is not affected by the wind. Professional level adds
wind effect to the slicing and hooking. The wind indicator works in a
similar fashion to the green slope indicator. A variable length vertical
'stake' shows the wind strength and a 'shadow' indicates the direc-
tion. If the wind is blowing strongly towards you, then the power of
your shot should be substantially increased.

THE POWER / I N AP INDICATOR

Power Indicator — \
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Apart f rom wind and selected direction, two other vital gems affect
your shot, p o w e r  and snap_  Power is straightforward enough.
Holding down fire starts the backswing indicated on the bar graph. A
line runs upwards from min backswing to the top m a x  power — and
then runs down again (downswing). To select power required, yourelease the fire button.
Snap is  the term that describes the wrist action at the moment  of
contact with the ball and controls the ba rs  flight. Snapping early
'hooks' the ball to the left, at the moment  of contact gives a straight
flight and snapping late 'slices' the ball to the right. Snapping is done
by re-pressing the fire button at the desired moment as the power bar
descends from the upper swing section down into the lower snap part
of the bar graph Snapping has no effect on the Novice level however.
When putting, the power indicator is slightly different, a descending
line that runs through eight bars, each bar representing approximately
8 feet of putting power. Again, releasing the fire button sets the
strength of  the shot. Factors affecting how the ball travels are green
slope and slope direction. These are indicated by a vertical stake on
the green (stake height indicating amount of slope) with a 'shadow'
showing the slope's direction.

ZZAP! 64 July 1986 2 1



Let's face it, golf  simulations have
mostly been more worthy in their
aims than in their execution, Nick

Faldo's being the best to date.
Leader Board changes that

dramatically and for the first time
you can play a golf simulation that
approaches thereat thing. I'm only
surprised It has taken so long for
someone to look at golf through

22 ZZAP! 64 July 1986

the golfer's eyes, so to speak,
rather than offer plan views. The
feel you get from a shot, judging

the degree of arm swing needed to
send the ball on its way, and then
watching its flight through the air
and its shadow on the fairway,

makes this not only a game of skill
but  also of excitement. There's a
real sense of triumph when you

watch the ball land just where you
intended it to. The perspective

views and real spatial geowaphy
of the courses are splendid. The

sound, too, is tremendous
because it isso spot on. lean only
hope that Access and US Gold will
tum their attention soon toe 'links'
style British course with bunkers!

Its qualities and its single and
mult i-player options make Leader
Board a great game for everyone.

Taking a put on the green of hole two. Poor Cameron, with 26 feet
to go, he's overpowered the shot, giving it the umph to travel about 40 feet p r o b a b l y i u m p
The green slopeindicator can be seen on the left, showing a fairly strong slope away from the
golfer and breaking towards the right

TOURNAMENT ADD-ONS 1

If you find that you entoy Leader Board then you'll also be pleased to
know that US Gold intend releasing additional Tournament Disks
each containing 4 further courses of varytng difficulty for use w l l r i
L o a d e rBoard. Here is a good opportunity for ACcess to consider a lull
Implementation of a British 'Links' style COWS& This sort of golf is also
very popular with Amencans, especially professionals, who enpy the
different challenge that links off er, gusty and changeable wind, irregular
fairways and, of course, bunkers or sand traps as the Americans callthem

normally associate golf with total
boredom, bad American Express

adverts and highly coloured,
twenty-hvo inch bell ends, and golf
games with horror. So the last thing

expected when somebody men-
t ioned the feared words 'golf simu-

lat ion' was a highly and instantly ) .
playable arcade golf game which

constantly returned to 'just for
another go'. Leader Board is

incredibly easy to get into and no
knowledge of golf is needed, and
even if you do get stuck the infor-
mative manual helps you choose
the right sort of clubs etc. Graphi-
cally the game is superb—the ani-
mation on the golfer is stunning

with incredible realism. The sound
is great too, no music but amaz-
ingly accurate spot FX Even if you
don't  like golf look at this sports
simulation of the year, you'll be

amazed.

After suffering at the hands of
Ariolasofrs Goff Construction Set
I wasn't looking forward to playing
another golf simulation. But  I was
more than pleasantly surprised by

Leader Board, in fact I was
amazed. ft 's not just a golf simula-
tion on a computer — it IS golf on
a computer. Unlike GCS, Leader
Board is extremely easy to get into
and use, and ultimately it's far more
enjoyable to play. The way that the
golfers move is very lifelike indeed,
and the sound effects — such as
the swish of a stroke, and the rattle
of  a ball on the hole—are perfect
and make the game incredibly
realistic to play. Quite honestly,

Leader Board makes all other golf
simulations look clumsy and

antiquated in comparison. It is
without doubt the sports simula-
tion of  the year, if not the decade!

Presentation M S
Good, sensible and comprehen-
sereck)cumentation, plenty of use-
ful options and it looks great onscreen.

Graphics 89%
Although the backdropsaregener-
ally simple, tremendously realistic
animation and perspective set the
game apart visually.
Sound 88%
Despite the scarcity of sound, the
rating reflects the superb accuracyof  the spot FX.

Hookability 97%
Couldn't  be easier to get into arid
everything about the game grabs
you from the word go.

Lastablilly 96%
72 holes to play and varying diffi-
cultylevels shouldkeep you tiedto
the screen fora long while. 3Leader
Boardl makescomputergoff  really
addict ive for the first time.

Value For Money 96%
As cheap as two rounds at your
local municipal course
Overall 97%
A finelypolished sports game likely
to appeal even to those who don't
consider themselves golfing fans.
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The amazing, combined text and graphics adventure generator enables
u to produce fast, compact adventure games with the minimum of effort and

the maximum of creativity Stunning graphics can be created quickly and easily
with the powerful picture generator that has many features including:— dot,
cirde, elastic line, ellipse, fast fill, shading, step by step review, easy editing and

. the ability to merge pictures.

• T h e  comprehensive, intelligent command interpreter can handle complex
, sentences and multiple input commands. There is also an extensive text corn-
pression facility that allows you to produce far more detailed and numerous
location descriptions. Plus a full function editor, automatic word formatting, a
logical command interpreter and an abbreviated input acceptance facility.

So unleash the power of your imagination now with The Graphic
Adventure Creatoc for your Commodore 64 computer. Available from all leading
retailers or direct from Incentive on 0734 591678,
INCENTIVE SOFTWARE LTD. 54 London Street, Reading RG1 45Q.

Please rush me, for my Commodore 64 I
Computer THE GRAPHIC ADVENTURE
CREATOR
0 Cassette £22.95 1 : 2

0
3
M O MEl Disc £ 2 7 . 9 5

I endose Cheque/PO for E
or please debit my Credit Card
No.
Name
Address

41%.
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Rocky Rockford, is back in
yet another chapter of the

ever popular Boulderdash series.
This time, however, our rock-
pushing hero has donned a space
suit and his adventures are set in
the infinite voids of space rather
than underground. There are a
new set of nestles to confound and
confuse the poor fellow and the
graphics are different, but the ob-
ject of the game remains the same:
collect a set amount of diamonds
from one of sixteen different caves
and escape within a  given time
limit.

The playing area is roughly three
screens long by two screens high
and scrolls with Rockford as he
moves. Each cave usually com-
prises four basic elements —
metal plates, rocks, walls and
diamonds — along with various
combinations of adversaries (see
separate panel). Rocky can tunnel

EYES

Have the same properties as
Butterflies and they also kill
Rocidrxd on contact. Dropping
a rock on one turns it into nine
sparkling diamonds.

THE MONOLITH
This menace mulitplies through
ground and empty spaces. It can
be touched. but it has a strange•  ,• • • •  .0 4 %.effect on Eyes and

24 ZZA P !  64 Ju l y 1986

, joystick only

he can't pass through walla or
boulders and certain nasties kill
him on contact.

Although the game is  set in
space, boulders and diamonds
obey Earth's laws of gravity, le
they fall unless they are resting on
something. However, boulders
and diamonds don't like sitting on
other boulders and diamonds, and
they fall off.

If a falling boulder or diamond
hits Rocky, or he runs into some-
thing nasty, he blows up and loses
one of his three lives. Fortunately,
a new life is awarded every 500
points. When the allotted number
of diamonds have been collected
the screen flashes and its time to
make tracks for the exit, a distinc-
tive flashing square. Any remain-
ing time is converted into a bonus
and Rocky is transported to the
next cave. If the time limit is ex-
ceeded, though, it costs him a life.
When all of the sixteen caves have
been solved the game starts againon the next of the five levels.

through plates and diamonds, but
M, min  •  w i l e

_—
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When either comes Into contact
with the Monolith it explodes, but
the Eyes change into nine
diamonds. if the Monoilth gets
trapped it turns into diamonds
,but should it expand to 200
squares then it changes into
boulders.

MAGIC WALLS

It looks just like an ordinary piece
of wall, but when a boulder or
diamond is dropped onto it, it
glows and makes twinkly no'
for a limited period, if any
ders pass through it during t
time they are turned into
diamonds; however, precious'
jewels turn into worthless bo
dors if they fall through.
the magic wall stops sparkii
anything that falls into it disap-
pears for good.

11011THS
lave the same properties as the
rallies in Boulderdash arid

Rockford's Riot. They kill
Rockford on contact, but drop-
ping a boulder on them disposes
71 them and creates a square
hole in the process.

O M  SIXTEEN CA
CAVE k. INTRO

A relatively straightforward cave where the object is to simply col-
lect the set amount of diamonds and escape. There are a couple .

I

of tricky places where a boulder could possibly flatten Rocky, but
If he's careful there shouldn't be any hassle.

CAVE B: FORT KNOX

The first of many difficult screens. Over fifty diamonds are en-
closed within four sets of brick 'prisons' — how is Rockford going
to 9et them? Well, there are six Mouths at the top of the screen
which need lobe guided to the correct place on the screen before
dropping boulders on them and

CAVE C: TRANSFORM

This screen heralds the appearance of magic walls. There aren't
enough diamonds lying around the cave to allow Rocky to finish.
but dropping a boulder through one of the walls generates a
diamond. Ahl There is one small problem, though — the magic
walls are in abundance and if a diamond a c c I d e n t i u g ha second magic wail...
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CAVE D: REUNION I - -
1 1 rGreetings to the Monolith! There are several Eyes in this cave and
since they turn into diamonds on contact with the Monolith, all you
have to do is lead them to it o r  is there more to it?

CAVE E: MAZE I

Just collect the diamonds and get out. The many Mouths scat-
tered about this cave mean that Rockford has to be very at
on his travels, but otherwise this is straightforward.

CAVE F: MAZE II

Similar to the Maze I, but there are a lot more diamonds to collect
and even more Mouths to avoid

CAVE G: OBSTACLE

The Monolith returns! It is swiftly cutting off Rocky's exit, so he
must quickly whizz past it, grab the diamonds and get out beforeit grows too large to allow him to do so.

CAVE H: EASY

There are three levels of magic wall and no diamonds. Just re-
member the old adage 'magic wells turn rocks into diamonds and
diamonds into rocks', and get to work b u t ,  be careful with this
cave — don't set off the wall until all the rocks have been set upsufficiently.
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Yet another Bouiderdash
game and as with the other two
the only real change is its suffix.

Admfftedly the graphics am
different as the packaging

goes out of its way to tell you
(putting Metalgrafik (tm) on the
inlay's a little bit strong consid-
ering it's only that old favourite
bas—relief Om)). The new sc-
reens are reasonably well de-

and provide more Than
a fair amount of enjoyment for
Boulderdash junkies, maybe
even £995 worth of enjoy-

ment. If First Star were to play
really fair they should release a
Boulderdash editor but I doubt
if they will as it would cut their
throats financially with regards
to Boulderdash. Never mind
must admit to thoroughly en-
joying Boulderdash III and

would probablyeven cough upthe tanner asked for it.

CAVE I: CAVE-IN

#THAT's mE?"

No nasties, but lots of linked ver-
tical tubes filled with rocks and
diamonds. If Rocky's careful and
doesn't do anything silly — like
waiting beneath a falling rock —
he won't have too many prob-
lems in completing this cave,

CAVE J: THE GUARDS

There are only ten jewels to col-
lect, but each is sitting at the end
of a sealed tube patrolled by a
Mouth. Fortunately, there is a
line of boulders which can be
dropped on the Mouths once
they have been released.

CAVE K: GOOD LUCK

This is just about impossible! No
diamonds, just a Monolith en-
closed within a small brick
'pnson',  and a few Mouths. Blow
a hole in the wall to free the
Monolith, and then quickly trap it
again to turn it into diamonds.

CAVE L THE TRAP

Another tricky cave, The
Monolith must be trapped before
it grows too large: not easy,
since the Monolith spreads at an
horrendous rate.

CAVE M: REUNION II

Lots of Eyes and the Monolith.
Simply get the former to meet the
latter, and a multitude of
diamonds are yours for the tak-
ing.

- -
Although the graphics of the

original Boulderdash am sim-
ple, they are very effective and

I'm surprised (and annoyed)
that First Star have changed

thorn. Bas-relief graphics may
well be the 'in' thing, but they

just don't work with this sort of
game. I would have welcomed
a new title screen tune, but at
least they have left the sound

effects intact.

Most of the caves are tough to
complete — although I'm sure
cave A is impossible— and
enjoyed playing Boulderdash
Ill. Aut it's really Boulderdash
with redesigned screens, and?

consider this a rip off at the
once. Still, this is sufficient fod-

der for hungry Boulderdash
players, but it really should be

cheaper.

CAVE N: LIBERATOR

The Monolith is completely en-
closed by Mouths on the left
hand side of the cave, and on the
right hand side there are loads of
trapped Eyes. Now, you'd think
that you have to somehow get
the Eyes to the Monolith to pro-
duce diamonds, but you don't.
Well, not necessarily . . .

I must admit that I thought
another Boulderdash game

would be a real bore, but First
Star have really come up
trumps with this one. The
graphics have been com-

pletely revamped giving some
initial confusion to even the
most ardent of Bouiderdash

players and the screens them-
selves are fiendishly difficult.

The appearance of a couple of
new mutate would have been
welcome — the ones in this
game am really the old deni-
zens with new graphics, but
even so the game is horribly
difficult. amazingly addictive
and in my opinion the best in

the Boulderdash series.

CAVE 0: PERFECT

Deceptive screen this one. A
magic wall and the Monolith are
the only things present. Trap the
Monolith and use the magic wall
to get the rest of the required
diamonds? Not really because
you must get 95 diamonds be-
fore you can escape. A little due
though t h i s  Monolith isn't like
most of its genre.

CAVE P: THE FRONTIER

The final screen is a tricky one_
The playlield is split horizontally
by a magic wall and underneath
that is a whole pile of Mouths.
Plenty of diamonds to collect but
how is Rocky going to get past all
those horrible Mouths?
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active adventure puts you right in
the middle 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
111 sundown.

f you've ever wanted to pin a tin star to
your chest and match the exploits of

Bat Masterson or Wyatt Earn. then here's
Your chance.

S tanding in your way will be allmanner of hardcase gunslingers,
desperados. and dry gulchers looking to
rob the town hank, run roughshod over
innocent townspeople and plant you in
Boot Ha Like Masterson in Dodge City

and Earp in Tombstone, you'll he forced
to face one challenge after another
threatening not only your authority.
but your life too.

U ltra-large graphics, lifelike action,and natural playability deliver
excitement so real you can almost smell
the gunpowder!

T 14A T P I E  r  - i t  L t d
,

Accolade
for Commodore 64 disk1 4  cassetteibManufactured and distributed in E l  . 9 5  E U . 9 5
the U.K. by U.S. Gold Limited. Unit - • • • • • .

The Parkway Industrial Centre, • •
Beneage Street, Birmingham
B7 41.Y. Telephone 021-359 8881.



MAX HEADROOM
Ouicksilya, £9.95 cass, joystick only
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Headroom, t h e  mak eup
coated, c o m p u t e r -

enhanced T V  presenter whos e
erratic voice stutters at every avail-
able opportunity.  However,  t his
arcade adventure is based around
the 'film', not the television series.

Contrary to popular belief, Max
isn't real but  a  fi gment  o f  t he
future's imaginat ion,  a  f u t u re
where television is the only growth
industry, globally  dominated b y
Network 23.

The people at  Network  23 are
selfish rot teTs a n d  wh e n  t hey
learned that viewers were switch-
ing f rom their channel t o watch
Bigtime Televis ion's Max  Head-
room Show, they were rather mif-
fed to say the least. After having an
emergency meet ing N23 execu-
tives decided to send two of their
most reliable 'heavies t o  k idnap
Max f or exclusive us e o n  their
channel. The abduct ion was suc-
cessful and Max was taken to the
N23 building. As you can imagine.
Bigtirne were a mite peeved at this
and wanted to get  Max  back —
immediately. So. they hired top IV
reporter Edison Cart er and  his
controller, Theora Jones, t o per-
form the rescue sob.

Naturally E d i s o n  c a n ' t  j u s t
stump into the N23 building and
casually stroll off with Max under
his arm, oh no, there are a series of
elaborate secunty  sys tems t hat
have to be negotiated before Max
can be reached. Fortunately, the
lush-lipped Theora has developed
a Maxhunter program to help Edi-
son break the codes_

Edison enters the building on
the ground floor and has to ascend
to the executive level, 200 floors
above him. How is he going to get
all the way up there? Not  by the
stairs, that's for sure — he's going
to be well the cool reporter and
whizz up in the lift. The only prob-
lem with this little plan is that firstly

he must gain control of the lift. This
is achieved by  short  circuit ing a
seven segment  LED digital dis -
play. A t ime limit is imposed. dur-
ing which a lit segment gradually
decreases in brightness. If, at the
end of  the t ime limit,  an E is  left
then you gain control of the lift sys-
tem and zoom straight up to floor
200. But if you fail the lift goes hay-
wire and Edison gets dumped on a
floor randomly.

Your priorit y  i s  t o  c rac k  t he
floor's security system, because if

wasn't  really sure
what t o  e x p e c t

- w h e n  Quic k s i t v a
announced t h a t
there were  going

to do an official Max Headroom
game, but  I 'm sure they could
have produced something more
exciting than this rather ordinary
arcade adventure. The graphics
are average with titchy, under-
nourished s p r i t e s  t r u n d l i n g
around a  rat her uninterest ing
and repetitive building. Sound is
the o n l y  redeeming  f eat ure
about  the game, but  who really
wants to pay a tanner for some
pretty mus ic  and  great  s ound
effects? like the Max Headroom
character a lot  but  I can't  really
see what this has to do with him.
If you're interested then have a
look, but  don't  expect much.

you don't .  Theora can't open any
doors or operate the camera sys-
tem. The code system consists of
four lights that flash randomly four
times, and Edison has to copy the
sequence o f  l ight s  backwards .
Success enables him to enter the
various offi ces and look  f or the
four special codes to the Presiden-
tial suite, which is  where Max  is
being held.

The building and floors are vie-
wed in  forced perspect ive, and
any code screens are automat i-
cally displayed. The game is com-
pletely joy s t ic k  c ont rol led a n d
uses icons to engage the various
code screens, lifts, doors and the
like. On entering a room the screen
goes y el low a n d  t he  message
'searching' appears.  A  f ew sec-
onds later you are told whether or
not there is a code to collect. When
the four codes have been found
it's time to go up to the Presidential
Suite at the top of the building and
rescue Max,

the terrible risk of
basing an idea on
a famous and well
known c u l t  —  i t

has t o be excellent t o be any
good at all, if  it Isn't then disap-
pointment is all the more fierce.
Quicksilva hasn't  failed on gen-
eral implementat ion,  f o r  t h e
game works  smoothly  enough
and looks not  unlike the fi lm's
computer s imulat ion bits .  B u t
Max Headroom fails miserably in
gameplay, p rov id ing  n o  r e a l
thrills and not much intellectual
st imulation f rom the code puz-
zles_ I  liked the building graphic
as the lift sails up and down, and
some sounds are good, but what
happened to the game?

Edison's movements  are con-
stantly monitored by  robot  sec-
urity guards that give chase and
try t o  shoot  t he hapless fellow.
Should one  o f  their bullets  h i t
home, a point is knocked off Edi-
son's stamina, which starts at  a
confident 99% and s lowly  t icks
down t o a fatal ex-Edison zero.
When stamina is low, Edison has
to rest to regain energy. But  t ime
ticks by  even faster, and if  Max
hasn't been rescued before s ix
o'clock in the morning when the
workers return, Edison is in t rou-
ble.

Oh, by the way, the terrible two
who s tole Max  are now on t he

'  kitS KOT Met –
l i t Ni3aY .. N

Ir

This of fering runs

ENTER
THE
L IGHT
SEGUE! E
I N
REVERSEoRDER
TO
OBTAIN
Cot4TROL
OF
THE
FLOOR.

look-out f or Edison. They  prowl
about the building and try to track
him down. If our hero meets either
of these t hen his  ques t  swif t ly
comes to an end . .
.

The M a x  He a d -
room t e l e v i s i o n
show is great, as is
the fi lm, whic h is
more than can be

said for the game. It's essentially
a s imple arcade adventure with
several neat touches and very/it-
tie t o  d o  o t her  t han t rudge
around ' s a m e y '  s c e n e r y
attempting to collect four pieces
of  code. Ho  hum. Admittedly, I
haven't got too far into the game
and have only managed to col-
lect two pieces of code at most,
but this is mainly due to my reluc-
tance to play  such a repetit ive
game. Y o u  c ou ld  buy  wors e
games f or  a  tanner,  bu t  t hen
again you could most  certainly
buy something a lot better

Presentat ion 68%
The icons work well, but the
Instructions are sadly lacking.
Graphics 69%
Pleasant and effective, but
nothing special.
Sound 86%
Racey tune adds freneticism to
your search and the sound
effects are good too.

Hookab il i t y 61%
Awkward control method and
indifferent instructions make in'
tial play frustrating and difficult
Lastability 52%
The floors are all identical, and
the problems are few and verysimilar.

Valu e For Money 64%
Max Headroom fans could be
disappointed.
O veral l  60%
An ordinary arcade adventure,
offering nothing new.
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BOMBO
Rino, £7.95 cass, £9.95 disk, joystick only
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has dec ided t o  d u mp  a
whole array bombs  across

the world i n  p l a c e s  o f  histor-
ical i mp o r t a n c e .  A s  c hief
goody two shoes you have defuse
all the bombs that are endangering
the invaluable places and avoid
the advanc ing nast iness o f  t he
alien hordes that have been left in
charge o f  guarding t he bombs
against s uc h sanct imonious  d o

First the nice bit.
The music's very
good, especially
the Egyptian tune,
Now the bad bits,

basically that seems to encom-
pass everything else. Ye s ,
Bornbo is a hunk of rubbish and
it's not even an original hunk of
rubbish. Wdting a pish game is
very easy indeed so there's no
need to go stealing ideas from
other releases. The only excuse
that them really can be is that,
programmer Mar* Greenshields',
has h a d  h i s  imeginatiosf
removed. Looking at the way
Bombo has been programmed
he's probably  h a d  h i s  lobes
removed as well. If Bombo was
£199 I  would say 'don't buy
this', Bombo is f  7.95 so I'm
shouting 'DON'T 1301
1 T H I S ' .  
G e t
the message'

Last month we had
Elite's offi c ia l ly
licenced but pre
feeble Bomb;
attempt. N o w

along comes Rino's and it's no
better. Why can't anyoneram a  decent version o f
game??? The backdrops on this
one are awful and the perspec-
tive on the drawn buildings com-
pletely screwed up. The sprites
aren't anything to write home
about either and the whole game
plays pretty badly. The only thing
really worth mentioning is the
WEMUSIC which accompanies
each sc reen —  eac h dit t y  i s
great. I f you're a Bombjack fan
and want a conversion for your
computer then take a  look at
both versions currently available
— they're both as bad as each
other.

gooders as you. Yes, you're right,
Bombo is  a  vers ion o f  t he old
favourite B o r n  bjack, t h e  g a me
which Elite at tempted to convert
to the Commodore.

As in Bombjack  each locat ion
has a  n u mb e r  o f  p la t f orms
superimposed upon t he  sc reen
where the main action takes place.
Playing a  lit t le s proing pac k ed
character y ou hav e t o  kaboing
around the screen onto the plat-
forms holding the twenty bombs
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on every screen. Once all bombs
are safely disposed of  t he nex t
screen comes into v iew and you
have to do exactly the same again.
Aliens are on screen to apprehend
you and their stupidity is incalcula-
bly large.  I f  y ou  a r e  c unning
enough t o  sneakily  mov e y our
chap to the right of the screen then
all of  the aliens will run off to the
left o f  t he screen.  That ' s  h o w
stupid they are. Using this ingeni-
ous gameplay technique it is pos-
sible to avoid the deadly touch of
the alien killers. If, however,  this
complex manoeuv re i s  bey ond
your gameplaying techniques then
holding t he run/s top k ey  down
freezes the naughty guys in their
tracks. Bot h of  these 'features '
have handily been included to help
even t he mos t  k lutz handed o f
stick wielders.

After a  screen is  c leared t he
bonus is given if the bombs have
been collected in order and none if

they haven't. The programmer of
Bombo must be a jolly japer since
sometimes he has the odd lit t le
joke with the player. Bonus is given
according to the number of bombs
that have been collected in order.
When our very own Julian Rig nail
managed to get all the bombs  in
order Bombo  insisted that  only
seventeen had been collected. Ha
Ha. wha t  a  c ard Mark  Green-
shields must be!

must say, Bombo
Is ba tte r  th a n
Elite's Bombjack ,
but only marginally
and only because

the music is better (especially the
Egyptian piece) — no cruddy
Jean Michel-Jarre rip off to
assault the ears, oh no. It's prob-
ably WEMUSIC's best to date.
However, th e  graphics a nd
game itself aren't very good, in
fact they're awful. Still, Bombe is
worth a look since the music is
so good,*

Presentation 70%
Poor title screen but some useful
options.

Graphics 36%
Abstract backdrops and feeble
sprites.
Sound 97%
Four excellent WEMUSIC ditties
colour a lacklustre game.

Hookability 46%
The powerful soundtrack drags
you into the action more than the
game itself
.Lastability 45%
More interesting to listen to than
play.

Value for Money 46%
Cheaper than Bom black but lust
as crummy.
Overall 47%
A weak implementat ion of the
arcade classic which doesn't
play like the real thing. The
superb music doesn't quite
compensate, though.
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Knight Games brings medieval combat to life on Commodore and Amstrad computers,
featuring One/Two player action, superb animation, brilliant hi-resolution graphics,

eight specially composed medieval—rock tunes and selectable skill levels.

Available on Disk and Fast Load cassette for Commodore
641128 and Amstrad computers. Screenshots shown are from the Commodore 64 version of Knight Games.

COMMODORE
64/128:

Cassette £8.95
Disk S12.95

EIGHT DIFFERENT CHALLENGING EVENTS

ENGLISH
SOFTWARE.. = 6 — . 1imtkr. fi

AMSTRAD
464/664/6128:
Cassette £8.95
3" Disk £14.95

1 NORTH PARADE PARSONAGE GARDENS, MANCHESTER M60 113X.
TELEPHONE: 061-835 1358.

TELEX: 8950511 ONEONE G. Ref: 14797001 DISTRIBUTED by U.S. GOLD 021-359 8881
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The instructions tell me I'm Donovan, with
a mission..., wow, that guyS a real keep-fit

fmak, the next thing I knew I was running
down the corridors of the Mother Ship, yeh,

running!, just a quick flip on the joystick
and I was jumping head over heals, a

real rlalleys Comet job over some
Ozer Crazy robot. Then I got into the
communiputer — laying charges to

blow the ship to kingdom come,
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SOLO FLIGHT PLUS
Microprose/US Gold, £14.95 cass, joystick and keys

S
0
1
0  
R
i
g
h
t  
P
l
u
s  
i
s  
r
e
a
l
l
y  
a
n

expansion on its acclaimed
forerunner, Solo Flight. The

plane the program is trying to simu-
late is an old single engine 1934
Ryan ST-A monoplane,  a  c lose
relative of  the famous Spint  of  St
Louis fl own across the Atlantic by
Charles Lindbergh in 1927.  The
new version of  the popular fl ight
simulator boasts  a  new cockpit
design and fl ight instrumentation.
more ma p s  a n d  h i g h  qual i t y
digit ised speech. The program is
essentially a trainer but also allows
you (once you've mastered the art
of fl ight) t o  take of f  and bat t le
against the clock, adverse weather
condit ions and mechanical failures
in special scheduled mail runs over
several US states.

The s imulat ion i s  q u i t e  a n
unusual one due to its novel view-
point: t he cockpit  dials  and dis -
plays are shown at the bot tom of
the screen as per normal and out of
the window is the landscape, vie-
wed i n  3 D sty le.  Now,  t here's
nothing spec ial about  that ,  bu t
what is  novel is  that the plane is
also seen on the landscape, vie-
wed from above and behind. This
makes it a lot easier to fly because
you can see exactly what 's  going
on.

Just because the plane is driven
by a propellor doesn't  mean it 's
uncomplicated to fly when c om-
pared with modern day jets, and
one glance at the cockpit display
soon shows that. There are four big
dials showing t he airspeed indi-
cator, att itude indicator, alt imeter
and v ert ic al v eloc it y  indicator.
Below a r e  numeric al  dis play s
showing pitch, flaps, heading indi-
cator. v er t ic al  ascent /descent ,
radials f rom VOR 1 and 2, DME
from VOR 1 and 2, landing gear
Indicator, b rak e  l ight  indicator,
weather indicator,  I LS localiser.
ILS glide slope indicator and t ime
elapsed indicator. There Is also a
bar showing how much fuel is left.
All these must be used to fly the
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plane successfully.
When t h e  s imulat or i s  fi rs t

loaded an opt ion screen is  pre-
sented allowing you to choose bet-
ween flying practice and going for
a mail run. Choosing one of these
puts y ou ont o t he next  opt ions
screen whic h asks whether you
would l ik e t o  fl y  ov er Kansas.
Washington, Colorado.  Michigan,
Massachusetts o r  Texas. I f  you
choose the mail run option you're
asked to input  the level f rom the
four prov ided,  s tudent ,  private,
senior and command. Practice run
also has four levels which are clear,
landing, contest and IF R, After that
it's up to you to choose whether
you're flying by day or night.

The practice run offers a useful
training mission and allows you to
get the hang of flying the plane. The
object of the practice run is to take
off, fly a long loop around the run-
way and land again safely, and to
help you wit h this  s imple man-
oeuvre t he program of fers  both
audio and visual aid. On taking off
advice is  of fered in the f orm of
superb digitised speech saying 'In-
crease thrott le and c limb to 1500
feet'. You're told to 'retract landing
gear ' and ' turn left to 270 degrees'.
If you're not following the instruc-
tions, flying too high or low, you are
told o f  y o u r  mis t ak e ,  a n d
repeatedly told until the mistake is
rectified. Verbal help is on hand all
the way around the loop and if the
instructions are dutifully followed
then it's quite a simple task to land
the plane. If you still can't  get the
hang of  landing then you can try
the landing option which puts you
on the glide path down to the run-
way. Again speech is used to guide
you through. This option really gets
you used to landing the plane suc-
cessfully,

The contest mode allows mult i-
ple players to compete in complet-
ing a tncky cross-wind landing and
a score is given depending on how
gently the plane touches down.

As a  Mail Pilot  your job is  t o

deliver five mailbags to their desti-
nations in the least amount of time_
The program lets you decide how
much fuel and mail to take (don't
forget, the more mail and fuel on
board the more the plane weighs
giving a loss in performance and
speed). Once you've decided on
your supplies a map of  the state
you're overflying (as in 'US state')
is displayed on screen showing the
landscape features and t he five

The probiern wi t h
most fl i g h t
simulators i s  t ha t
they're difficult to fly.
Ifs easy to take off

but when the time comes to land
it's always disheartening to see
your plane pancake time after time.
However. Solo Right Plus offers a
truly superb trainer with loads of
reassuring speech and messages
which in a short period of time gets
you through any problems that
may be encountered while flying
Once you've mastered flying, the
program has a  mall run opt ion
which lets you fly over several US
States and deliver mail to the diffe-
rent aerodromes there. You can
also bring in emergencies, fl y at
night or in adverse weather condi-
tions i f  you want  to add a litt le
excitement t o  y our flying. The
graphics, a l t hough s l o w a n d
somewhat flicker)'. work quite well
and are well above the standards
usually a s s o c i a t e d  w i t h
simulators. If you feel that there is
a frustrated pilot within yourself
just dying to fly then take a good
look at this program. it's one of the
bast simulators around

aerodromes y ou have t o fl y  to,
Using this it's up to you to plan the
best possible route. As the 9ame
progresses the weather conditions
gradually deteriorate wit h winds
and clouds increasing, and there's
a possibility that turbulence could
develop. O n  the higher difficulty
levels the plane is  also prone to
mechanical and instrument failure,
for example the engine may over-
heat.

As y ou progress  through t he
game you are given a score for the
deliveries made and also for tech-
nically g o o d  landings,  diffi culty
level and the State map chosen.
There is an opt ion to bring in an
emergency at any t ime, done by
pressing the E key. This  starts a
random emergency situation and
it's advisable to swiftly find a place
to land. If the plane is faulty at any
time then landing at  any  aerod-
rome repairs the damage.

The program comes with com-
prehensive instructions, flying tips,
approach tips and also a series of
State maps showing VOR bearings
and landscape features, all essen-
tial if  you want  to become a Mail
Run Pilot.

Presentation 99%
Fabulous trainer option, excellent
packaging and on-screen presen-
tation.

Graphics 71%
Ric k el
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rather spartan but reasonablyeffective.

Sound 92%
Loads of high quaky speech, but
other effects are average.

Hookability 81%
Flying is made simple with the
trainermode and consequently the
simulator Is highly enfoyable,
Lastability 80%
Once you're good enough the var-
ied mail runs will keep you
occupied for months.

Value For Money 80%
Average asking price fora disk pro-
duct but there'sa whole lot of flying
potential
Overall 85%
An easy to use and highly enjoy -
ablesimulator. and one of the best
at this price



ACRO JET
Microprose/US Gold, E14.95 cass, joystick and keys
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most manoeuverable little
sports jets in existence,and

like most aeroplanes it takes years
of experience before it's possible
to fly one, let alone try horribly corn-
plex and dangerous stunts. Unti l
now that is. With the aid of Micipp-
rose's latest flight simulator you
can sit back in the comfort of your
favourite armchair and try to com-
plete all sorts of aerial acrobatics
without risking life and limb.

AcroJet i s  qu i t e  a n  unus ual
simulator and uses the Solo Flight
t y p
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dials shown at the bot tom of the
screen a n d  t he  ac tual Ac roJet
plane viewed out of the window in
3D style f rom behind and above.
This mak es  fl y ing a  lo t  eas ier
because you can see exactly what
the plane is doing. The point of view
can also be changed so the plane
can be seen from the rear, port  or
starboard.

The plane can perform all t he
basic ma n o e u v r e s  n o r m a l l y
associated with flying — nose up
and down, bank left and right, but
because of its design can also per-
form spec ial movements  called
slips and  rolls .  Normally  t hes e
moves need careful use of rudder
and ailerons but Microprose have
made the whole process easier —
all you have to do is press the fire
button when you're performing a
manoeuvre a n d  t h e  p r o g r a m
automatically balances t he rud-
ders and ailerons for you_

The plane is  controlled in the
traditional joystick style but other
controls l ik e t he throt t le,  fl aps .
landing gear and speed brakes are

accessed via various keys.
The cockpit  dials  show all the

information needed for flying_ The
display is  made up of  four main
dials, a large readout area, a smal-
ler display area and a radar type
screen. The four big dials comprise
an aitimeter, attitude indicator and
artificial horizon,  airspeed ind i -
cator and vertical velocity indicator
(VVI). The other main display area
shows numerically the exhaust gas
temperature, engine power, speed
brakes, fuel remaining, clock and
CRT change clock (pressing Fl at
any t ime changes this display to
show the current weather condi-
tions). The smaller display shows
the flaps indicator, compass head-
ing, ba l l  c ompas s  a n d  airs t rip
direction Indicator. The radar dis-
play comes into action when you're
trying to complete a stunt or course
and by showing a map of the sur-
rounding area with any course or
landscape features and wit h the
Acroslet displayed as  a  fl ashing
pixel.

When first loaded the screen dis-
plays a  large number of  opt ions
allowing y ou t o  tack le a  s ingle
event, decathlon.  pentathlon o r
unlimited event schedule. A single
event is just that, the pilot tackling
a single event. A pentathlon allows
you to string together five different
moves and decathlon is ten diffe-
rent mov es  one af ter t he other.
Unlimited is the best opt ion of all
and allows you to create your own
aerobatics display or set course.

There are ten Ac rolet  competi-
tion e v e n t s ,  b u t  a l l  h a v e
checkpoints, a  ma r k  o v e r  o r
around which the plane has to fly.
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The first event is a Pylon race where
the pilot  has to take off f rom the
runway and fly outside four pylons
planted in the ground in the quic-
kest poss ible t ime.  The  Slalom
race follows a similar pattern, but
this t ime the py lons have t o be
negotiated in a different order mak-
ing t he event  tar more complex
than the previous ore.

The next set of events are ribbon
races, featuring a  series of  dual
poles with ribbons strung between
them. The first ribbon event is the
simplest one and the idea Is a take
off and fl y between t wo sets of
ropes, successfully cutting the rib-
bons hanging between them. The
Inverted Ribbon Cut is the same as
the previous one, only the ribbons
have to be cut whilst flying upside
down. Ribbon Roll takes ribbon
cutting a step further and to com-
plete the event you must  cut  the
ribbons while doing a 360 degree
roll, a  very  diffi cult  and prec ise
manoeuvre. The next  event is  a
highly dangerous one — the pilot
has to take off and perform a loop,
and at  the bot tom of  the loop fly
underneath a ribbon t h e r e ' s  no
room for error. The Under Ribbon
race is one of the most  simple of
this type of event — just take off
and fly under the three sets of poles
but the most dangerous event of all
is the Cuban eight. Af ter leaving
the airs t rip t h e  p i lo t  mus t  fl y
through a gate then complete a half
loop, half roll on the descent and fly
through another gat e and  c on-
clude roll back  through the fi rst
loop again. it 's  a very tricky event

This i s  a  n i c e
simulator w h i c h
offers plenty of chal-
lenge a nd excite-
ment to any budding

armchair stunt pilot. The program
comes with some very impressive
documentation which explains all
the different stunts. flying terminol-
ogy and also gives hints and tips on
flying the plane. The graphics area
bit wobbly but quite effective for
this type of simulator. There are
two good flight simulators released
this month. Personally tpreferSolo
Right Plus with its excellent trainer
mode, but if you're after something
more exciting then this might be
the one for you.

to perform due to the complexity of
the manoeuvre and the fact that
the whole thing takes place at very
low altitude.

The other two events are Spot
Landing and fl ameout  Landing. A
Spot Landing is  where the pilot
takes off. c limbs to at least 2.000
feet, loops back over the runway
and lands again. Very precise flying
is needed to complete this event
and one slip of the joystick could
mean that you overshoot the run-
way. A Flameout Landing is similar
to the previous event but when the
plane reac hes  2 , 000 f eet  t h e
engine has to be switched off and
the plane glided In to land under no
power.

All the events have a judged diffi-
culty and a score is given for com-
pletion or part complet ion. When
the plane lands (or crashes) on the
runway a score is awarded and (if
good enough) automatically saved
to disk  t o appear in an 'all t ime
greatest' highscore table.

The difficulty of all these events
can be changed on the second
options screen_ Firstly wind condi-
tions can be changed from no wind
through breeze and low wind to
high wind. The pylons can also be
changed from non-lethal to lethal.
The performance of the jet has tour
settings f rom easy to real and a
stunt can also be started from the
air rather than from the runway.

Presentation 92%
Gassy and informative documen-
tation which explains techniques
and also gives hints and tops.

Graphics 72%
Flickery graphics but they work
reasonably well
Sound 29%
Very poor Jet noise and little else.

Hookability 79%
Easy to fly but dificult to land . . .

Lastability 81 %
Loads of stunts totackleand tour-
naments to enter and :here's also
a highscore table to keep you com-
ing back to better your records.

Value For Money 79%
Fifteen quid for a nicety packaged

flight simulator which proves
addictive and fun to fly.
Overall  83%
An exciting flight simulator which
has plenty to offer. •
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Jam packed pages of the latest games reviews,
sparkling and squeaky clean previews of tomor-
row, see your own reflection In them inten/lews with
top programmers, playing tips from the man who
can put a whole 4-bar KO Kat in his mouth sideways
Onclusive of wrapper), none other than Gary Penn,
The appealing literary qualities of Jaz Rignalt frog-
loctytic terpsichore from the whiter than blue White
Wizard, hexed-up mentation from entrenched
Masterson, penumbral palpitations from the shoul-
ders The Shadow (he insists his name goes in bold),
wisdom from the man who reaches where germs
dare not go when Lloyd Ma ngram reads your copi-
ous letters. In fact 2ZAPI 64 is a copy writers dream
(so why don't we get one to write this kinda stuff)?
Oh, and of course, there's Gary Liddon's bit in the
Middle, for what that's worth. Gosh, forgot all the
competitions to o  —  don 't forget them. An d
remember this, we got Jeff Minter, Tony Crowther,
Andrew Braybrook, Archer Maclean and Chris
Butler all in one room a t the some time without
anyone suffoccrting — only ZZAPI can do this. By
and large, being without ZZAPI is a bit like being up
the North Pole without a flag, chilly
. So all in all you know it makes sense to subscribe,
because you get It ahead of the crowd (our printers
send it out now and they're much more efficient
than we were), you get a free game, a mug and
money off deals on ZZAPI MAIL ORDER, Go for it!
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KUNG41.1 MASTER
• ltuutmacs ' • s a i d
Johan. Penn thouctagt
a close copy, and while
11-kklon consideted
challenge and Itirill ot a
good civilise d  p u n -
chup up we  e l there
Based on the famous
arcade origina l,  yo u
Play Thomas who must
rescue t h e  prince ss
from Pie  e vil Wiza rd
using yous martial ads
skills A number 1 best
seder

Okay, so stop moanin 'n ' groanin to poor old Lloyd. He's drm3n us all mad with your
complaints about no ZZAPI Subscription deal -  so here it is, courtesy of those wonderful
people at US Gold. Mugs they ain't but mugs they got aplenty, nice fat, chunky US Gold
mugs (we've been drinking Liddon tea from them for months and no one's expired yet,
which must say a lotforthe mugs, since Liddon tea is yukkle pooh), Anyway, from the sublime
to the ridiculous, not only is ZZAPI offering you the chance to subscribe to the best games
mag (that's called ZZAPI 64 and happens to be Britain's best selling Commodore mog)
around at a ludicrously reasonable price, not only Is ZZAPI offering you a US Gold mug for
free, but ZZAPI is also offering you a FREE US Gold game worth 5995, and all you have to
do is is send off the subs money. That adds up to over £26 worth of goodies for just E,15 and
gives you 12 months of 22API (post included) into the bargain! Can you resist? Of course
you can, but why should you? Spoil yourselft

JUST LOOK AT WHAT YOU GET1 IN ZZAP!

* *
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FOR EXISTING SUB- I
SCRIBERS
If you are already a subscriber
to ZZAP! then this elite status
allows you to buy any of the six

ames on these pages for 'lust
6 each (nclusive), and if you

are s u b s c r n g  with th is I
form we'll accept you as an
existing subscriber, and you
can buy an y o f  t h e fi ve I
remaining titles (after youl
tree choice) for EU as woU.
Can't say tairer than that. Make
sure you use the correct bits of
the coupon!
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Z Z A P I  S U B S C R I P T I O N
O F F E R
I would like to take out a 12 month subscript ion to ZZAPI
64 magazine for EIS (post included) and receive my free US
Gold game and mug.
Please note, Of you are saeady a suoscnora
, a n d  y o u r  s a l  
h a s  
p e a  
r u n  
o u t .  
o r  
I I I  
I S

withal 2 kasuasOirunnalg out, you may renew uslner thisform 4uote your subscriber
number please) OUT DON'T FORGET TO SAY WREN ISSUE YOU WtSH THE NEWS U 8 S C f
l P T l O N  
T O  
R U
N  
F R
O M
.

Name
Address

Postcode
Should you already haveasubscribernum her,
please quote it
Apart from my tree US Gold Mug. I would like to receive the fol-
lowing free game from the six listed here (cassette versions
only).
Tide
I would like my (new) subscription to run from issue
!enc lose E15 cheque/postal order made payabletoNewslieldLtd

FOR EXISTING SUBSCRIBERS
(and those subscribing on this coupon who would like to take
up the special subscribers offer)

! would likethefollowing games icassetteon10 trom those
listed here at E6 each:
Title
Title
Title
For the games ordered I encloseC
cheque/postal Order made payable to Newsfi eld Ltd

Name
Address

P o s t c o d e

•  ZZAPI SUBSCRIPTIONS, PO BOX 10,
•  LUDLOW, SHROPSHIRE SYS 1 DB

•
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TOGETHER ON ONE

GIANT
COMPILATION

SPECTRUM £9.95
AMSTRAD £9.95

COMMODORE 64 £9.95
DISC £14.95

[COMMODORE and AMSTRAD)
Stacked at Selected Branches
W H Smith Boots. John Menzies

Greens, Laskys and Rurniaelows
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BIGGLES
Mirrorsoft £9.95 cass, £12.95 disk joystick or keys
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seen him on celluloid and
heard him on the wireless.

Now play the role of  WE Johns '
famous WW1 hero, Buggies, on the
Commodore 64.  The game has
two sections, bot h of  which are
loaded independent ly  f rom one
another. The fi rst  sect ion called
Time warp has three separate sub
games and the second, the Sound
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jumping from roof to roof bit —
you just seem to drop off for no
reason at all. The other side isn't
much better and becomes very
dull once you've flown around a
couple o f  times, The graphics
are uninspiring and the sound.
although not one of WEMUSIC's
best, is about the best part of the
program. I'd prefer to be a heroelsewhere.

Weapon. is  a  sort  o f  helicopter
fight simulator with a purpose.

The first of the three sub games
in the Tirnewarp program plonks
you in the seat of  Biggles ' WW1
Sopwith Camel biplane. Flying low
over scrolling enemy  territory in
Scramble sty le y ou mus t  avoid
ack-ack fi re a n d  o t her  enemy
fighters who try to shoot you down
(although y ou  c an  s hoot  t hem
down too). To complete the sec-
tion you must find and photograph
the enemy's new horrible new sec-
ret weapon.

The second stage is  a sort  of
Green Beret clone where you must
delve deep behind enemy lines on-
foot. Loads of enemy soldiers try
to s t op  y ou  b u t  luck ily  y ou' re
armed w i t h  y o u r  t r us t y  o l e
machine gun and a couple of gre-
nades. A s  y ou mov e  r ight  t he
screen scrolls to show more land-
scape unt il you eventually reach
the secret weapon.

The fi nal sub game is  another
scrolling affair and takes place in
London, 1986. Biggles has got the
secret code (which will help him in
the Sound Weapon game) and he
and his chum have to escape from
the police, but the only way to do
so is for them to leap from rooftop
to rooftop. You control them both
and press ing fi re swit ches  t he
control f rom one to the other. The
big problem encountered is  that
the screen can't be scrolled If one
of the chaps is lagging behind. The
other big problem is  the guards
who troll atop the various roofs —
if one of them touches either hero
you lose a life.

There's not a lot
like about Big9les.The music isn t too
hot (WE MUS I C
have c e r t a i n l y

done better), the graphics are
small, p o o r ly  d e fi n e d  a n d
chunky, and the game itself is
rather repetitive and boring. The
first three games have very simi-
lar objectives, and although they
adopt different approaches, they
are a l l  v e ry  ' sa me y '  a n d
monotonous to play. The fourth
game (on the flip-side) isn't too
bad, but all in all Biggles doesn't
ment the19.95 price tag.

sho,,,w
tEFOR?i 80110 filEnfiREBREi 84810

Throughout t h is  s ide  o f  t he
program B igg les  i s  randomly
thrown from situation to situation,
which can be quite unnerving at
times. When he  dies,  by  either
being s hot  down.  s hot  b y  a n
enemy bullet  or being a touched
by a guard Biggles is automatically
thrown into the next sub game.

The other program in the Big-
gles package is a 3D point of view
helicopter fl ight  s imulat or wi t h
added bits. The object ive of  the
game is  t o fi nd and destroy the
enemy's sec ret  s ound weapon
which is achieved by flying around
enemy and  All ied territory  and
picking u p  various  objec ts  and
people. The helicopter can carry
up to four people and four objects
simultaneously, it 's  up to you to
suss out which objects should be
carried to where and when.

Controlling t h e  helic opt er i s
done in the usual fl ight s imulator
fashion and there are a load of
cockpit displays to help you keep
aloft. To help you locate the ven-
ous personages and objects two
maps are made available to you

I.

radar and detailed. The radar map
shows the whole battlefield area,
and you are depicted as a flashing
group o f  pixels. The other map
shows i n  d e t a i l  t h e  a r e a
immediately surrounding you and
displays t he locat ion o f  enemy
troops, people and objects.

If you manage t o destroy the
sound weapon then you'll save the
day and keep the evil Hun f rom
winning the first World War!

Oh dear, another
film tie in; another
hero that looks like
a b lo b ;  another
game that takes

something decent and turns it
into something less than decent.
Somewhere along the line the
game itself has been lost. Aver-
age is being merciful. For 19.95
you don't really expect to get
something th a t  ju st  scrapes
average. I wouldn't buy it, and if
Biggles is on your shopping list,
recommend that you look at it
first.

Presentation 70%
Pleasant enough title screen,
complete with WEMUSIC ditty,
and good instructions.

Graphics 41%
On the whole, chunky, bland,
and lacking in variety.
Sound 79%
A couple of WEMLISIC ditties
play throughout.

Hookatonity 56%
The four separate programs are
easy enough to get into

Lastability SO%
• but they're quite difficult and

generally lacking in variety.

Value For Money 43%
Although there are four separate
games in this package. none of
them are that good
Overall 48%
Nothing special.
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filled wit h beaut iful bounc-
ing females with lovely long

legs, firrn br . . .  (shut up and get
on with the review —  ED) who
lounge on  t he sands.  Everyone
notices t hem.  Wha t  t hey  don ' t
notice are the old crones who crip-
ple about the place with the aid of
Zimma frames, walking sticks or, if
they're lucky, their own two corny
feet. Mermaid Madness is a tale of
woe about  o n e  o f  t hos e o l d
crones.

Myrtle is 112 years old and fed
up. OK, so she wouldn't  admit that
she was pretty but in her long, long
years she had never, not ever had
a man. That's why she was fed up.
Anyway, one af ternoon she was
sitting on the prom sucking seduc-
tively on a long stick of pink rock
when she glimpsed the man of her
dreams, a certain Gormless Gor-
don, the Deep Sea Diver, and her
heart began t o  pound.  He  was
dressed i n  a  wetsuit ,  a n d  s he
being a  rubber fetishist had her
lust heightened t o  an unk nown

Nthough having a
very a m u s i n g
scenario Mermaid
Madness i s  a
rather a v e r a g e

arcade adventure and basically
boils down to being a 'trudge
around the place collecting the
right objects and dropping them
in the nght place' sa l  of thing.
The graphics and sound are both
very nice though and add colour
to an otherwise duff game. If you
like arcade adventures then have
a look at it and decide for your-
self whether it's worth buying or
not.

degree. 'Come to me oh babe of
my d r e a ms '  s h e  wa i l e d  a n d
instantly gave chase.

Now, Gordon was a man of little
brain with an IQ about  that  of  a
member of  the Nat ional Front (ie
less than his  shoe size) but  one
glance of this elephantine mass of
warty flesh wobbling towards him
along t he p rom caused h im t o
panic and he took to his heels and
flapped wetly off at speed. The sea
was the nearest place to hide so in
he went — sploosh — nght to the
bottom (not before turning his oxy-
gen tank on) and sat there quiver-
ing.

Fatty hag watched him do this
and a  gummy  grin spread itself
over her road accident like fizzog.
Little did Gordon know that the vile
and ugly femme fatale was in fact
a mermaid. So there was Gordon,
sitting on the sea bed, wait ing for
the crone to toddle off when there

7
MERMAID MADNESS
Electric Dreams, C9-99 cass, E14.99 disk, joystick only

was a sudden mass of air bubbles
above him.  I t  was ugly fatty, her
oak-like tallies t ransformed t o  a
rotting k ipper-like fi sh tail,  The
chase began afresh and Gordon
dived deeper to the ocean's inhos-
pitable depths. Suddenly he spied
the hulk  of  a wrecked ship and
swam to a small cave underneath
it. Fatty. being of  obese propor-
tions, couldn' t  reach t he f ellow
and cursed to herself. 'I know, ' she
said in her underwater burbly lan-
guage, 'I ' ll find a way of getting to
the man of  my dreams, ' and she
immediately set  about  scouring
the sea bot tom to find the means
to achieve said task.

Mermaid Madness puts you in
control of the old sea hag and it 's
you who  has t o help her in her
quest t o  reach her  rubber-c lad
heart throb.  The playing area is
made up of  many screens which
flick as Myrt le moves from one to

I'M pPARC
,.11

What appeals t o
me most about this
rather run-of-the-
mill arcade adven-
ture is the superb

scenario around which the game
is based. It really does make the
game more enjoyable to play,
although i t does become tire-
some after  many hours on/off
play. Otherwise, it's a fairly sim-
ple affair with pretty graphics
and a very nice soundtrack to
match, but  i t really should be
cheaper.

The other. The sea bed isn't just a
sandy bot t omed af fair bu t  has
caves and all sorts for Myrt le to
explore_ There are also lots Of dif-
ferent objec ts  lit tered about  t he
place which can be picked up one
at a t ime by the world's  most vile
mermaid and be used to help her
Complete her  quest.  Pick ing an
object up is done by pressing the
fire but t on and  i t s  cons idered
'used' if dropped in the right place.

Throughout the quest Gordon's
air is being used up, his air dial is
shown on  screen and i f  Myrt le
doesn't free the hapless lad quick
enough and it  reaches zero then
he d ies  o f  ox y gen starvat ion.
which he considers to be a better
fate than being clasped to Myrtle's
boily bos om.  A l s o  t he  energy
which fires Myrt le's own disgust-
ing personage is in mortal danger.
The sea is fi lled with various fish
and other underwater animals and
if t he f oul f emme touches one
some of her energy is lost, Unluck-
ily this energy can be replaced by
picking up one of the many bottles
of stout littered about the place. If
Myrtle manages to free Gormless
then true love can, and we're sure
that the female fatty will make it,
prevail.  . .

Presentation 80%
Title screen with music and the
inlay comes with a hurmiurous
scenario,

Graphics 83%
Lots of fishy characters along
with the gruesome twosome.
and they re all nicely drawn and
animated

Sound 86%
Three nice tunes which jolly you
along.

Hookabillty 81%
The nature of the game gives
instant appeal

Lastability 74%
but not the urge to play for

ages and ages.

Value For Money 76%
A bit over the odds considering
there's nothing exceptional on
offer.

Overall 78%
It's a case of (seal) horses for
(fish?) courses — if you like
arcade adventures then this is
worthy of your attention, other-
wise look elsewhere,
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TIMETRAX
Just after the Holocaust you wouldn't think onything else could go wrong now would you? There you were sitting peacefully in
your cellar, trying to ha y .  the nervous breakdown you've earned and the next thing you know you're setting out through the

Portals to stop tke Evil One rending asunder the fabric of Creation. Some days nothing goes right
An amazing, ail-action, animated adventure across the ages of Man to save civilisation. You'll be able to start playing it in minutes

but you mightn't finish it for years!
WARNING: This game could domag•  your social life. TIMETRAX is on addictive habit.
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GOLF CONSTRUCTION SET
Ariolasoft, £12.95 twin cass, £14.95 disk, joystick

MIPS

EL]
I nterest ing that  this  month we

should have t wo golf  s imula-
tions to look at, both boasting a

30 representat ion o f  each hole
being play ed.  Ariolasof t 's  G o l f
Construction Set is more complex
than U S  G o l d s  Leader  Board
because, as  its name implies,  i t
allows you to design a golf course
on whic h t o play. However,  you
can dive straight in with the golf by
playing any  o f  t he f our famous
courses already  supplied,  T h e
Belfry, Wentwor th Old Course,
Sunningdale o r  R o y a l  S t
Georges, Sandwi ch (home o f
Nick Paid° Plays the Open).

Let's look at playing a game first.
First you mus t  select one of  the
supplied courses or one you have
designed and saved. Between 1
and 4  players may  take part  in
either Match or Tournament  Play
and the individual's handicaps (if
already saved) may  b e  entered
after typing in the name. The con-
dit ions to be encountered (wind,
air temperature and ground condi-
tion) may  be defined or allocated
by the computer.  The screen dis-
play shows a plan v iew of the hole
(tee at the bottom, pin at the top)
with g r o u n d  s l o p e  indicat ions
along the fairway on the right and
across the fairway on the left of the
plan. Top left of the screen is a 3D
view f rom t he player's  pos it ion
(updated f o r  eac h stroke),  and
below that lies the select ion box.
From here  t h e  c lubs  ma y  b e
selected — woods 1 t o 5, irons 1
to 9, a sand and pitching wedge,
and a  putter.  Wind and ground
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condit ions a r e  a l s o  dis play ed
alongside t he hole number,  par
and distance in yards.

Pressing fi re takes you t o the
aim box and you can move a cur-
sor over the plan v iew t o select
shot direction. Fire then takes you
to the lof t  box,  a graphic of  ball
and club. The club may be raised
or lowered t o after t he angle of
attack on the ball and therefore its
flight trajectory. Nex t  comes  the
fade box  —  a  pair of  feet  are
swivelled left or right of the centre

I'm mus t admit
that I'm not overly
enthused by this
golf simulation.
The packaging is

good, as is the documentation
which is  plentiful and com-
prehensive. N t h o u g h  t h e
graphics a re  reasonable the
sound is weak and virtually non-
existent. But what realty puts me
off  Golf Construct ion Set is  the
number of selections that have
to be made just to play a singleshot it may well be true to life,
but i t does make Ariolasoft's
Computer golf laborious a nd
unexciting to play. Just like the
real thing? Well, that depends on
whether you like golf or not, but I
can't see Golf Construction Set
appealing to anyone other than
hardened golfers with comput-
ers, and I  doubt there are that
many about

line which causes the ball to fade
left or right in flight. After this there
is an option to go back and revise
any decision.

When taking the shot, a small
graphic of the golfer appears and
pressing fire makes him start the
backswing. Co n t r o l l i n g  t h e
strength of  the shot  is  done by
pressing fi r e  aga in  wh e n  t h e
desired amount  of  backswing is
reached. In the top view, the bail
can be seen flying away, while its
path is mapped simultaneously on
the plan view, Once on the green,
the 3D view is replaced by a larger
scale plan of  the green, but  the
control system remains the same
as for a tee or fairway shot.

With t h e  handic ap s y s t em,

player diffi culty  levels are int ro-
duced from a handicap level of 28
(beginner) t o zero (professional),
the category affecting the proba-
bility of making a successful shot
by int roduc ing c ommon play ing
faults. As  in real life, t he longer
clubs (1 a n d  2  wood/ irons) are
more difficult to use, and it's har-
der to play out of rough than from
the fairway.

Constructing a course
The construct ion set  displays a
box on the right  for building the
holes with some listed information
across its top, another box to the
left wi t h  t he essent ial b i t s  and
pieces, and a message box below
it. Everything is cursor driven. First
the hole length mus t  be chosen
and i t s  par.  Th e  t ee  and  p i n
automatically c ome under y our
control after this is done and may
be placed where desired, as long
as t he  dis tance bet ween t hem
matches t h e  p a r  a n d  leng t h
selected. Next the out  of bounds'
area is drawn in by 'dott ing* your
way round t he perimeter of  t he
hole with not more than 14 points,
These are then ioined up by  the
computer and the outer area filled,
Now the various elements may be
added, different sized shapes for
greens, bunkers ,  wat er hazards
and trees, and a colour editor to
ensure they look right.

Having designed its shape, the
last act to is to add gradients from
flat t o a steep s lope left or right
both across and along the fairway
and green. Each hole designed is
then al loc at ed a  number  a n d
saved out  t o build up  an ent ire
course which may be loaded with
the main program for play.Golf Construction Set comes
complete with a manual contain-
ing six pages of  instructions and
hints, and  a  full colour booklet
detailing one  o f  t he Wentworth
courses a s  a n  a i d  t o  c ours e
design. The cassette version con-
tains two tapes — side 1 the main
game, side 2 the courses supplied,
side 3 the construct ion set, and
side 4 is  available to save hand-
icap andT h i s  review was
prepared r o
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r
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Someone h a s
worked h a rd  t o
make this program
flexible and vari-
able, but it hasn't

quite been pulled off Using GCS
on disk is a  slow and labour-
intensive process, so goodness
knows what it will be like on cas-
sette. A serious handicap is that
no one thought of a sensible quit
function from games o r main
selections, so  you're forced to
reset and reload if you make a
m4stake. Following th e  t ime-
honoured reviewers' t e st  o f
friendliness (se, play it  without
referring t o  t h e  instructions)
proved a bit confusing generally,
but downright infuriating when
using the construction set. Hav-
ing placed tee and pin marked
the out of bounds area but failed
to close the encircling line. result
— an entire out of bounds hole.
Now I  am locked, the cursor
can't be moved off the plan view
to 'oops ' the mistake and there
is no way of quitting. Reset and
start loading again time

The graphics work reasonably
well, but it is hard to avoid com-
paring them with those in Leader
Board and GCS falls down a bit
in its sense of realism. I  don't
want to sound too hard on it,
because I think there is a lot of
fun here for the more senbus
minded golfer, and certainly for
one who has wanted to design a
course and never been given the
£4 million odd they seem to cost
these days. I t 's just that the
polish is missing to make GCS a
really fine program.

Presentation 82%
Good instructions, plenty ofoptions but it all seems like hard
work at first and not having a
'quit' really hits the rating.
Graphics 84%
Generally neat and tidy but
because of their blocky charac-
ter. the 30 fails to be convincing.
Sound 10%
Hardly any worth mentioning.
Hookabillty 62%
If you enjoy gollyou'll probably
persevere, otherwise it takes a
bit of getting into with all the
menus and selections.

lastability 89%
And if you do persevere then
there's as many courses as you
care to design

Value For Money 83%
Good for serious golfers, a bit
pricey for the person who just
wants as exciting a game of golf
as possible.
Overall 79%
An interesting attempt that
doesn't quite hit the mark
because of some silly little faults,
but probably worth forking out
for if you're a golfing type.

WORLD CUP CARNIVAL
US Gold E9.95 cass, C14-95 disk, one or two joysticks
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at this very moment ,  and if
that isn't enough here'S US

Gold's World Cup Carnival so you
can play your own footy matches
in between watching the real ones.
What t he program does  is  allow
you to set up your own little world
cup tournament starting from the
quarter finals. When the program

loads you' re asked t o  input  the
number of players and their choice
of teams. Once that's been sorted
Out the computer takes control of
any other teams remaining and the
footy matches can begin proper.

WCC plays similarly to Interna-
tional Soccer, b e in g  viewed
panoramically in 3D with the game
played over a three screen long
pitch which scrolls with the ball. At
the beginning of the match the two
teams beet le out  of  the dressing
room and make their way to their
various pos it ions  o n  t he  pitch.
When they're all ready the match
begins. You're given control over
the man nearest the ball and you
can mov e him anywhere on the
pitch. If the ball falls to his feet he
automatically dribbles it unt il you
press the fire button, which makes
him kick it. The opponents  player
can steal the ball when it's in your
possession by simply running into
you, forc ing you to have to steal
the ball back. If the ball isn't in your
possession and the fire button is
pressed control is handed to the
player nearest t he ball (useful i f
your man currently under control
is far away from the ball).

When your opponent  gets the
ball anywhere near the goal your
goalkeeper is automatically under
your control, allowing you to make
him dive left or right. Set  pieces
such as  comers ,  t hrow-ins  and
gaol kicks are automatically taken
for you by  a helpful t eam mate,
although penalt ies are taken by

the player.  The  game is  played
over a simulated 90 minutes with a
short break at half time. When the
match fi nis hes  y o u r  s c o re  i s
shown along with the others and
you're put  t hrough t o  t he nex t
round i f  you qualify.  The  game
continues in the same way through
the semi finals to the finals, the
winner of  which is  shown a rep-

World Cup Carni-
val is here at last,
and what a load of
complete and utter
crud it is. Ithought

that US  Gold had something
really special for us football fans,
but no. Just a recycled copy of
Artic's pathetic World Cup II. The
game plays so incredibly badly
it's not true — when you have a
'player under your control the rest
of your team mates don't move a
muscle — they just stand there
like dummies. The set pieces
taken b y other players are a
complete joke — they just bung
or kick the ball completely at ran-
dom giving you no chance to
play properly. Speaking ofplaya-
bility the whole game is incredi-
bly simple and! whizzed through
the rounds and won the world
cup with ease a n  ardent Inter-
national Soccer fan would have
even less trouble. The graphics
are awful with totally pathetic
animation arid wobbly scrolling
and the ball moves like it was
filled with water. The sound is
pathetic too and the tune which
plays throughout the game is
annoying, repetitive, unimagina-
tive and abysmal, Even if you're
a football fan don't go out and
buy this hyped drivel, get Inter-
national Soc c er  ins t ead,  i t ' s
infinitely better.

Commodore's
International Soc-
cer is great, which
is more than can
be said for the real

thing. I don't like football. And!
don't like World Cup Carnival
either. Crap is a word that sprang
to mind many a time while I was
playing it. The graphics are, on
the whole, crap. Twenty two
chunky hunchbacks h o b b le
around a football pitch with seis-
mic problems, whilst a random
selection of pixels pretends to be
a crowd — and rather badly at
that Ugh. The music played
throughout the game is  a lso
crap, and would make Rob Hub-
bard turn in his proverbial grave.
But the cra,opiest thing about
World Cup Carnival is the game
itself, which is basically Mac's
World Cup II with a few minor
changes. Beneath the  glossy
walichart and cloth badge rooh
look, mummy, please can you
sew it on?') packaging there is,
quite simply, a pile of crap which
you could smell a mile off Avoid
this game at all costs.

resentation of the Jules Rimet cup
and proclaimed the winner.

Along with WCC comes some
impressive and very glossy pac-
kaging. Fi r s t  t here's  a  pos t er
informing you of lots of World Cup
trivia, There's also a free competi-
tion for you can enter with a CD
player as fi rst prize, a World Cup
walichart and stickers, poster size
instructions and a World Cup sew-
on badge.

Presentation 92%
Very glossy packaging with
posters etc but it's a bit like a
rosy red apple full of maggots.
Graphics 24%
Fat wobbling sprites and tellyoid
scrolling.
Sound 29%
A revolting tune which makes
turning the volume switch to its
minimum a joy.

Hookabillty 34%
Initial interest may be generated
by World Cup fever
.Lastability 21%
But the simplicity and poor qual-
ity of the game soon quashes
that.

Value For Money 13%
Ten quid is very steep for a few
glossy posters and a feeble looty
game.
Overall 11%
Hyped drivel which should be
thrown into a deep dark hole and
left to die.
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SOUTHERN BELLE
Hewson, £7.95 bass, keyboard only
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game wa s  t hrown a t  m e
because nobody else knew

exactly what  to do with it. I t  isn't
every day we get steam train simu-
lations t o  look  at .  This  one has
been around f or  s ome t ime on
other machines but only now have
Hewson given it  a belated debut
on the Commodore.

The package consists of  a fold
out instruct ion booklet,  historical
notes, an explanation of how a real
steam engine works and the game
itself, all packed into a medium
sized cassette case. The game is a
simulation of  the famous engine
that used to make the London to
Brighton r u n  dur ing  t h e  ear ly1930s.

The manual clearly explains the
controls and contains a map of the
route the train must take, listing all
the s t at ions  a l o n g  t h e  wa y .
Coupled wit h the explanat ion of
the inner workings of the locomo-
tive, the player can soon gain a firm
grasp of the purpose of each con-
trol. To  make things easy, how-
ever, various options are available
once the game has loaded, which
allow limited control of  the train.
This way,  the computer can look
after certain areas  o f  operat ion
while the player gains familiarity in
other areas.

Various t ypes  of  run are also
available. The  player can select
t imetable runs, s topping at  each
of the stations in turn, non-s top

runs or attempt to break the speed
record f rom Victoria to Brighton in
the record breaking run. Different
runs assume diffi cult  loads  and
variable schedules to complicate
matters for the player. There is also
a 'problem run'  whic h tests the
player's abilit ies to deal with the
various difficulties that may beset
a driver.  During any  run,  safety
speed limits  are imposed along
various areas of the track. Thus a
player's perfomance is judged at
the end of  the run in three areas;
economy, safety and timekeeping.
Finally, there is  a demonstrat ion
run.

The main screen layout is domi-
nated by  the centre v iew which
displays the controls of the engine
and the v iew of  the track ahead
along with certain landmarks (such
as Bat tersea power station), al l
shown as  black  and whit e l ine
drawings. The graphics are not
astounding b u t  t hey  d o  g i v e
enough information for the player
to assess his or her surroundings.
They are,  unfortunately,  a  lit t le
jerky.

To the right of this area are two
displays. O n e  i s  f o r  gradients

-
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showing, in both linear and numer-
ical f orm,  t h e  gradient  o f  t he
ground currently beneath the rails.
The other displays the distance in
miles f r o m  Vic t or ia  a n d  t o
Brighton. Both displays are con-
stantly updat ed throughout  t he
run. On the left of the main display
are three areas. At  t he t op lef t
Speed, Coal. and Water levels are
shown. Below that  is  a realt ime
clock. In the lower left area, there's
a signal display. At the base of the
screen, s c r o l l i n g  me s s a g e s
appear to inform you of any prob-
lems.

The player can control the whis-
tle, fire, regulator, brakes, cut off,
blower, injec t or,  fi redoor  a n d
damper—all in all, pretty thorough
control. The game has been clev-
erly des igned in s o muc h as  i t
allows the player to gradually work
up to the most complicated style
of play whilst  having variety in the
intermediary period. There are all
kinds of skills to be acquired from
learning h o w  t o  c o p e  w i t h
emergency stops,  handling s ig-
nals and mak ing the supplies of
coal and water last to the relatively
simple task of pulling into a station
(especially at  Brighton where the
train will crash if you overrun).

There is no doubt that the author
cares a great deal about the sub-
ject mat t er and,  a t  t he cos t  o f
lavish aesthetics, has developed a
program that comes  as close to
demonstrating t he real t hing as
any game will ever come on the
54. Unfortunately  f o r  me ,  t hat
wasn't  enough. I  soon found the
simulation tedious. There isn't the
same sense of freedom you get in
a flight simulator. What you do get
was t oo limit ing for my  tastes. I
suspect that this will only appeal
to the afficionados of the era and
subject. Having said that, you have
to admire the attention to detail,
right down to the dif fering inten-
sities of  puffs of  steam and what
they mean. For £8, Howson can
hardly be accused of  asking toomuch.

Sean Masterson

Presentation 94%
Oodles of choice: all options as
clear as day.

Graphics 70%
Clear, but slightly jerky and
somewhat dull.

Instructions 88%
Well writ ten and precise. The
player should be able to get into
the intricacies of steam engines
without any difficulty.

Authenticity 91%
Excellent_

Playability 8 3 cio
Well, it 's playable but some may
find it monotonous.

Value for money 88%
Cheaper than a model train set

Overall 88%
A superb simulation of a dull sub
ject.
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France's award winning, role playing epic now available in English
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ENTER THE DRAGON
My pleasure circuits are still awash with pain as I begin
to lay preparations for another head to head contest.

I am in foul humour. The foolish Penn is now for-
warded by the =A P !  so-called writers as their new
champion — Ha! How can anyone take a man who
wears girty nighties into the office seriously? I still can-
not rationalise the idiosyncracies of these strange
Earth beings, no matter how many extra logic circuits
I call into play.

Dean Crane from Newbury in Berkshire is the reader
who, I am advised, stands the best chance at removing
Penn from his new found perch atop the castle of
championship. And Deants credentials are impressive,
I have to admit. He has clocked up 68,060 on Eidolon for
openers, and 135,000 on Who Dares Wins II. A talented
lad. A 45,000 high score on International Karate com-
bined with 11,277 on Gribbly's Day Out means that Dean
is some games machine! I  arrange for him to bring
himself to Ludlow on the appointed day, and warn him
that Eidolon is to be the game.
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a dank  and slight ly dismal
day on which Dean and his
erone arrive in Ludlow. Today

e appointed day for what I trust
be Penn's defeat  at  Eidolon.
sing only to note that Dean has

ught h i s  o w n  joys t ick  (y et
ther true professional) I down a

couple more tablets of Circuit Flux
to c ombat  t he pounding in  my
head that you Earth beings might
refer to as 'a hangover' and order
play to begin.

It has been decided, by tossing
a circular piece of  alloy of  great
value known as a coin, that Penn
shall play as far into the game as
he can first — with the aim of com-
pleting it  and collect ing as many
points on  t he way  as  possible.
Then Dean will have one attempt
at bettering Penn's score—should
he succeed,  n o  more Penn as
champion and maybe I will be able
to look forward to an end to the
ego ridden cacophony f rom t he
mouths of  ZZAP!  reviewers who
feel they cannot be beaten.

One game, and one game only.
No ma p s  al lowed a n d  wit hout
practice games first, each combat-
ant mus t  enter the arena of  the
challenge a n d  fi ght  o n .  P e n n
begins:

The first nasty in the game is a
Rotofty —  a n d  a s  mi g h t  b e
expected, Penn mercilessly dis -
poses of it and whizzes past to col-
lect the red crystal with consum-
mate ease. He treats the second
nasty with equal disdain and pi
up a green crystal in the proc
Ma !  A few problems with a
loom, but  no, he is free and
lads  a blue gem before movin
to the Dragon. Barn, bye bye
gon and the first level is compl
with 2,120 on the Penn score.

Ooll.  P e n n ' s  c onc ent ra t
seems to be lapsing a little her
he loses a large amount of ene
in c ombat  wi t h  a  Grep and
forced to search for more fireballs.
These found,  he despatches the

shot removes the airborne
He collects a blue crystal an
becomes s o me wh a t  d i s
tated, plodding round the I
thine playing area, quite obvi
lost. He stumbles upon theta
headed Dragon and k ills  it
ease t o  conc lude t he level
14,910 points. Hmm.

Another Rotofl y dies, foil
by a  puf fer which t he girly
makes short  shrift of: desp'
token resistance it has soon d
peered, dead, never again to
this mortal coil. A googly ey
gon being is next on the list
pitched batt le ensues with
emerging the victor to end th
level with 23,130. Things are
a lit t le t oo  wel l  f o r  t his  e
Champion-by-default .

Yet another Rototly is sent
oblivion before a sproirigin
comes up to do battle with
He finds it difficult to land his
on the form of  the mutoid b
but eventually succeeds in kill
and moves on to argue with a
loc. Ha! Penn is forced to

he comes across a Drago
Is forced to retreat again
the Malloc is there. HO! Pen
to restart the level. The first
sign of  incompetence on the
of the so called Champion warms
the ooze that  circulates through
my hydraulic systems. This bodes
well — could I soon have the plea-
sure of two consecutive defeats? I
make a mental note to sample the
delights of  Heroic  should victory
be mine — an altogether milder
conc.kinction than mainline bleach,

Retracing his tracks in the game
starting level six for the sec-
time, Penn does the usual with
Rotolly and moves on to the

Hoc — which this t imes yeilds.
aring t h e  f oot s t eps  o f  a n
roaching Troll, Penn begins to

battle with a three headed Dra-
t). One head rolls, then another

the level ends with 31,530 in
Penn scorebag. Ugh.

pering around,  t o  begin
h rather aimlessly it  appears.

the preposterous Penn collects a
few e n e r a v  fi reba l l s  b e f o r e

ins a  P e n
I dam t o
ounte t h

Not a s s
it seem a n

s ener a n
of mo fi r e

sted, t i me  i
n fights back

effort Pen
f t l e v e l  wit
g.

his
folly

ing for
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the a
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be a real slogging
all af ter fi reball is

last, r e p a t c h e snent d  breathing
he moves on to the
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few O f  'frantic s r t a t  p  r ed  c rys tal,  a n d
, 62,500 p s  the target m o v e s  0  k ill t he Biter
wort hy c t  t O  aim for b e f o r e  af f riropriat ing t h e

DEAN TAKES
THE CHAIR

'setting f e e b l y  a b o u t  h a v i n g
r
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s
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on, Penn retires to the kitchen
prepares himself  a foul brew

of dark brown liquid. Normally  he
Id c o mma n d  Liddon,  w h o
urs under the archaic t it le of
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ted wi t h  t h is  performance,
I feel confident that Dean will
No t o outc lass t he night ie-

thed 'nonce'.
n steps forward, plugs in his

kshot II and begins the game

should bring me a resounding
ry. I  espy a dif ferent overall

, i n  Dean' s  s t y le o f  p lay
st i n s t a n t a n e o u s l y .
etching the Biter Bird on level
he goes  f or  t he crystal i t

nds a n d  t hen  f reezes  t h e
.• fl y  in order to collect the red

tal. Hmm_ Now he avoids the
and gathers up the blue Crys-

Very interesting. A  fl urry  o f
bat follows, in which the Dra-
dies, then the level ends with
0 points on the clock — nearly

in front of Penn at this stage.
Good — my early elation

s a  fi rm hold and I  feel the
rocal action of the pleasure I

lies around the corner with

. i
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g
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:
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ing the Dragon that guards the exit
to the level and leaves with 8,910
points — he has lost the lead he
built up in the first section of  the
game. Penn had a  f ew hundred
more on the meter at  this stage,
but I  dis mis s  negat ive waves ,
reminding myself  that  this is  yet
early days

The third level commences, and
Minion, t o  prepare such aea o n c e  aga in  De a n  c hoos es  t o

freeze the R o t "  and collects a
red crystal. Killing the Bott leneck
he acquires the blue crystal but
gets hit  by  a  red fi reball —  not
good, not good. Shooting the Troll
for a green crystal, Dean goes for
the Dragon and exits with a total of

14,010 points: a clear 5.000 ahead
of Girly at this stage.

Level Four,  and Dean freezes
t ime almost  immediately  by  col-
lecting a  blue fireball, Sadly ,  he
takes a few hits f rom moving red
fireballs but  no major problem is
caused. I  remind myself ,  as  he
waits for the Puffer Bird to wake
up. Dean kills it skillfully and takes
a red crystal as reward — then he
is hit by a rebounding yellow fire-
ball: a  c lear indicat ion o f  over-
energetic use of  the fi re button.
Never mind, he soon kills the Mal-
ice and moves on to the Dragon,
attaining the end of the level with
19,390 point s .  A t  t h e  half way
stage Dean has held on to his lead

Super confident the ever smiling Penn struggles Ite keep abreast Dean Crane
simply isn't impressed,

more
My to tl i k
k
,

A typical Pannerlous lactic — seal the challenger in his 'Black Hole' — other-
wise known as the ZZAP! Assistant Editor's desk! The contusion of paperworkfalls to faze Dean.

P;
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Score keeper t hrall looks on impartially as Penn plays preposterously,

ball before he turns the comer to
freeze the Rotofly and seize the
green crystal. Then he has some
problems with the Rotofly as i t
wakes up C h a n g i n g  it to a Puf-
fer Bird, he manages to blast it
successfully. Ignoring the Polyps,
Dean goes for  the Dragon and
despatches it with ease, departing
from the level with a total score
26,440, st i l l  t hr e e  a n d  ha l f
thousand points ahead of Girty's
score at the sarne point in the
game, but still in the lead .  .

Liditon, Kean and Frey (ose.tring the dernally 'nice' Paul Sumner). discuss
sontrunking of Great import as the cliellauga progresses

Freezing t i m e  v e r y  qui ckl y
indeed, Dean goes straight for the
Malice, killing it and taking the blue
crystal. Several r ed fireballs hi t
home and inflict energy sapping
damage t o Dean's craft dur ing
combat with the Dragon on this,
the sixth level h i s  energy
reserve is dwindling but he hangs
on in there and leaves the level
without too much difficulty, taking
a total of 33,660 points with him.
His margin has slimmed a  little
further, but Dean is still out In front.

The seventh and penultimate
level begins. Combat with the Puf-
fer Bird results in death for  the
avian nas ty  b u t  De a n  takes
another hit from a  red fireball —

o m  ex iStence

o e n  ma
energy, but  l oses t he  e n
gained when he is hit again.
The Dragon proves a worth o
nent, and after much effort
been expended on both s
Dean final ly emerges i nto
eighth level as the victor. He
42,520 points to his credit —
than a thousand points ahea
Girly Penn a t  this stage,
62,500 to beat. Can Dean pull
one off? I tense my form as
bolt upright in the hovercha
shall know the outcome shortl

J I M
Level eight begins. Dean

lects crystals galore: he's
ously going for all of them. Ca
pull this one off? The big Dra
suddenly appears and the fi
begins. Dean is having probl
as energy runs low, but he's ha
ing on admirably. Can he do It?
continue, cont i nue  D e a n
humiliate that Girly creature w
foolish hairstyle for me. N
Dean expires. 55,950 is his
score. A mere 6.500 points
Penn, who is smirking visibly.

I cannot countenance furt
humiliation a nd have t o  r  ,
rapidly to my craft. The Reg
Unit, I am sure, can purify my
fluids and remove the last tra
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Oh no' The vile and odious Penn lives to fight another month! Next
month I will be scouring the highscore tables to call up a challenger
of the highest calibre to beat the smug faced ZZAP! champion. He
must not win again.

I often consider the fact that a majority of the participants in the
human race are devoid of  a brain_ My  observation was  further
enforced after I recieved a very abusive letter f rom an obviously
deranged Colin Redfern who lives in Heywood. Lancashire. In his
pitiful scribblings he whined that  I  hadn't  printed his  score for
Undium, Well, Cohn, your score just wasn't  good enough to be
included in the elite ranks of highscorers. You see, the lowest score
last month was 299,000 and your claimed score was 150,000. If you
had but  an ounce of intelligence you would have realise that your
score wasn' t  as  big as  that,  and therefore it  wasn't  inc luded.
Perhaps if you pursued a course at an establishment of education
you'd realise that. And perhaps complet ing such a course would
also improve your appalling spelling.

Until we meet again, farewell
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EXCLUSIVELY

Richard O'Brien's

TAU CETI
This all time classic is now available for the CBM 84/CBM 128.
"If you only buy one game a year then buy Tau Ceti".
COMPUTER & VIDEO GAMES
"A highly original and complex space drama".
THE DAILY MAIL.
AVAILABLE FOR: CBM 64/128 U K  RRP E9.95

AMSTRAD DISK 128K UK RRP E14_95
AMSTRAD TAPE 64K U K  RRP E9.95
SPECTRUM 48K U K  RRP E9_95

THE ROCKY HORROR SHOW
A totally  exclusive CBM 128 game available now. T h is
super enhanced version contains more locations and totally
new high definition graphic.
"Looks good, sounds good and is very addictive - just like
the show itself",
COMPUTER & VIDEO GAMES CBM 128 U.K. RPP f8.95

TUBULAR BELLS
Released on the Nu Wave label. Tubular  Bells is Mike Old-
field's entire hit  album set to an amazing light synthesiser.
"Alternative entertainment at its best".
ZZAP
"Prepare yourself fo r  an original computer experience.
You've never quite seen o r  heard anything quite lik e
Tubular Bells".
COMPUTER & VIDEO GAMES C B M  64 U.K. RRP 0 .95
All three titles available in your local software stockist.



1Although 'Sunday computer art' is not
quite in my line of criticism, I consented
to have a quick look at three 'works'
undertaken by the ZZAP! reviewers done
with the aid of MOUSE AND CHEESE 10
be entirely frank, the results undoubtedly
say more about the psyche of the indi-
viduals concerned than anything about
the art utility involved

Brigitte van Reuben

Countdown to Chernobyl by Gary L
i d-
don
 Mr Lidrion has chosen a subtle palette to
underwrite the strength of the contain-
ment dome (a feature sadly lacking it
seems from the real thing! and the sharp
delineament of the explosion. The added
comic strip device of the word BANG,
clearly shows that this is not from the
anises more mature period

Squiffy the Bear (Bare) by Cary Penn
What we have here is a variation on the
theme of  'Olympia' by Manet (com-
pleted 1863 and exhibited in 1865, it
caused a n  immediate scandal and
shocked the art world). Penn's elegant
line emphasises the sensuous pose of his
model. combining softness and strength
by setting the figure against an ettlismatic
background. One of the last and most
masterful of this artist's 'bear' period, the
canvas should feic h a fortune at Regent's
Park Zoo.

•
C A T

My Dream Mouse in the Country by

l

Julian Rignall
Taking his influence from the post-Impre•
ssionists, this view of an arboreal abode
by Rignall has clear links to the bravura
drawing of the French master, Cezanne.

i i l l

The artist has made good use of the strong
crayon effect possible and could well be

1 the founder of a new school — !lariat-
tism



GARYLIDDON h a s  l o n g  b e e n  c o n s i -
d e r e d  a n  a r t i s t  w h e n  i t  c o m e s
t o  m a k i n g  t e a ,  b u t  s o  f a r  h i s
fl u e n c y  w i t h  t h e  p a i n t  b r u s h
h a s  r e m a i n e d  a n  e n i g m a _  S t i l l
yh e  k n o w s  al l  a b o u t  c h e e s e
b u t t i e s  a n d  h a s  b e e n  a  k e e n
r o d e n t  c a t c h e r  in a n o t h e r
i n c a r n a t i o n ,  s o  it  s e e m e d  l o g i -
c a l  e n o u g h  t o  g e t  h i m  t o  t a k e  a
l o o k  a t  MOUSE AIM CHEESE, t h e  n e w
h a r d w a r e / s o f t w a r e  p a c k a g e
f r o m  M O M

Okay I might  as well get all the puerile mouse jokes out of my
system now. First  the s t raight  mouse joke:
CI: What squeaks and is attached to a computer?
A:  a mouse.
Next the technical mouse joke: Or What nybbles and is attached
to a Computer'
A t  a mouse — and finally the alternat ive mouse joke:
CI: What is really an upturned trackball and attached to a computer?
A:  Dwight  Eisenhower.

INES
1111Cb L i a m

Cheese is an implementation Of
about the most useful thing amouse can be used for — it s an art
package, working in the Commo-
dore's high res multi-colour mode.
From here it's possible to have up
to four colours in any particular

For all of you out there experienc-
ing severe techno envy as the new
16 bitters flood the hardware mar-
ket with their ever—so--trendy
icons and pretty pretty graphics,
Eurornax's Mouse and Cheese

could '  Mousebe just the bit o bit is. surprise sumrise f hardware

re looking for. The system
n two parts and the

.  a use. while the software. in a

rst

Well this really is a bit of quality T h e  quality of construction is
hardware. Unlike other models I h i g h  indeed — we took it apart to
have seen available for the 64 and fi n d  the main ball underneath the
other machines it is analogue,  m o u s e  to be of plastic coated
Some manufacturers cheat by m e t a l  pushed against two poten-
making their mice digital and as a t i o me t e r s ,  one for each axis.
result they handle very badly T h e r e ' s  also a stabilising wheel to
indeed. Analogue is cool and k e e p  the ball's position constant.
means that when you whizz the A s  well as the actual roily mouse
mouse across your desk at great b i t s  there's also a couple of fire
speed the pointer on the screen b u t t o n s  on top of the animal. The
mimics your speedy movements 6 4  has quite good analogue to
almost perfectly. An analogue d i g i t a l  converters in both joystick
mouse not only comprehends p o r t s  so to use your new rodentoid
direction but it can also sense a d d - o n  just slot it into port two.
speed of movement. A digital T h a t ' s  all that can be said about
mouse only senses directions and t h e  hardware really as. after all, it's
as a result even the most artistic o n l y  a mouse and unless you
flourish will produce not curves i n t e n d  to prog your own software
and twists but diagonals and t h e r e ' s  not a lot you can really do
straight lines. The Euromax w i t h  it. As with most hardware
analogue mouse is a very good a d d - o n s  it's the software that
One. r e a l l y  counts.

C H E
E S
E

colour square chosen from the
64's quite complete range of 16
hues. The whole package is icon
based and to see how 'user
friendly' it is I used the usual
reviewers' acme standard test and
decided to ignore the instructions,

plunging straight in instead. Even
though I've often regarded such
'easy peasy even a cat could use
it' claims for such packages as a
bit exaggerated I found myself
doodling away within a matter of
seconds after scrutinising the sen-
sibjy defined icons.

There are a row of seven icons
to the bottom left of the screen and
these are the Command icons giv-
ing access to Cheese's various
abilities. These seven can be
cycled through the four different
sets of commands allowing you to
use all twenty eight of the
software's functions. Next to this
set of icons is a command box
containing three different piccies
that coordinate the whole show.
The first is a mouse, and clicking
on it cycles the command icons
through their four sets of seven
commands. When a command is
selected a copy of the command
icon is placed over the mouse so
you know where you are. In the
middle is a pattern icon, click your
mouse over this little doobrie and
it cycles through the inbuilt pat-
terns that range from cross hatch
to diagonals_

When accessing a command

Mouse and Cheese is the best
package of this sort I've seen to
date, it's only real disadvantage is
the rather large price tag. If, how-
ever, a computer artist you are
then after playing around with it I'm
sure you'd easily find a justification
for the investment. The hardware
and software is of an excellent
quality and It's nice to See how
much effort has gone into the
design of both as it's often the

When the draw icon is selected, or
any option that needs to have a
colour selected, the complete set
of Cornmodorian hues pop into
view and one of them can be cho-
sen. Throughout operation of
Cheese the default colour is
shown in the border_ With ordinary
drawing there are three thickness
of pencil that can be chosen and if
you want to draw like a three year
old then there is a thickness for
you, the results bear more than a
passing resemblance to Berol
crayons.

Probably the next most fun to
use are the box and ellipse func-
tions that perform exactly what
their names imply. With box just
place the pointer at the start posi-
tion and hold down one of the
mouse's buttons. Moving the
pointer from there draws a box
with two opposite corners defined
by the pointer and the start posi-
tion. Wiggle the rodent around
until a desired box is achieved and
then let go of the button to indelibly
etch the image onto canvas.
Ellipse requires the bottom right
quadrant of the desired ellipse to
be defined. It may sound a little
complex but it's really quite easy.

1 a r i d  M I O U S E
such as fill Cheese uses the pat- j u s t  plonk peter pointer in an
tern selected as mask. Even a p p r o p r i a t e  place and then define
though there is a comprehensive a  box for the lower right hand side
selection of 30 different patterns o f  the ellipse. Letting go of select
it's a shame that no pattern edit t h e n  puts Cheese into ellipse
facility is supplied. The third icon d r a w i n g  mode_ There are two
in this little sub-section is a cat and w a y s  of using these most handy

Welt with those lit t le jollit ies out y o u '  w h e n  selected it 'scares away' the f a c i l i t i e s  —one is to have them just
of the way that other mags c o m e s  i m o u s e ' s  last operation. Really just p r o d u c e  a line outline of the
Insist on reprint ing any t ime a '  a  cute way of performing an undo, r e q u i r e d  shape while the other is tomo
company dares to bring out  any T h e  functions supplied by h a v e  a filled in shape, The box or

continuation of the silly insistencerodent based hardware,  I'll now C h e e s e  are quite comprehensive e l l i p s e  is filled with the pattern
be able to tell you all about  The t o  label inert Objects with cutey b u t  I'll start with easy ones. To s e l e c t e d  as well so some very
Mouse and Cheese f rom C u t e  names. is called 'Cheese', s e l e c t  a function just position the p r e t t y  effects can be created.R t h e  mouse:Euromaie p o i n t e r  over the required icon and O t h e r  goodies included are aclick the select key. All you have to v e r y  usable zoom mode for close

do then is drag the pointer onto the u p  pixel pounding, a symmetry
main screen and execute that s e l e c t o r  that allows operations to
function to your heart's desire. The b e  copied across various axes on
first command any end user is t h e  canvas, colour changing within
bound to try out is the straight for- a  block, block move and copy, fine
ward draw one as the first thing d r a w i n g  and many others that
anyone does when given such a s h o u l d  keep even the most har-
piece of technology is try and d e n e d  digital Degas amazed for a
scribble their signature on screen. f a i r  long time.

1-11 10 CO 1:)".
CP 1:11
5 1 1  1-11
111 
M

case that adequate hardware is let
down by inadequate software
backup. Overall I must admit on
this occasion to being surprised by
the value of a type of ultility and
hardware I've oft considered as
gimicky_ Though undoubtedly
pretty and cute, Mouse and
Cheese is also very workmanlike
and proves to be of infinite useful-
ness.

Mous e and Cheese hardware and sof tware,  is available now,
price C64.95_ If you can't  find it in your local computer shop,
Euromax  are at Pinfold Lane, Bridlington,  North Humbers ide
Y016 5XR, Tel: 0262 60100
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COMMODORE

23.00

COMMODORE

23.00

RAP O U R  PRICE

2100

RRP OUR PRICE
Music Systems Commodore 64 E199.95 £185 . 00
(Includes Commodore 64) E 3 2 9 . 9 9  £ 3 0 9 . 9 9 Commodore 128 E269.95 £250 . 00
Currah Speech E 2 1 . 9 5  £ 1 9 . 9 5 Commodore 1280 E499.00 £470 . 00
1570 Disc Drive E l  99.99 £ 1 7 9 . 9 9 Commodore 128 &  Monitor E631.00 £545 . 00

Music Expansion E15800 £140 . 00
SOFTWARE ON DISC 1541 Disc Drive El 59.95 £149 . 95

1571 Disc Drive E299,95 £ 2 7 9 9 5
Textpro - Word processor - £ 1 2 . 9 5 Modem E79.95 £69. 95
Datapr o- Database - ( 1 2 . 9 5 Mouse E69.95 £59. 95
Zotit I £ 1 1 . 9 5 Light Pen E29,95 £24. 95
Zork II £ 1 1 . 9 5 Sketch Pad COOS £44.95
Zorit III C 1 1 . 9 5 Speech Synthesiser E24.95 £21. 95
Hitch Hikers Guide £ 2 4 . 9 5 Blank Discs - Sony SS Boa ot 10 El 2,95 £10.95
Gemi ni -Home Accounts £ 2 4 . 9 5 DS Box (010 E18.95 £12. 95

Database C 2 4 • 9 5
Cashbook £ 6 4 9 5
VAT File C 2 4 • 9 5

GENERAL
Final Account £ 6 4 . 9 3 RRP OUR PRICE

Superbase -128 £ 9 9 . 9 5 Cheetah 125 Joystick E8.95 £7. 95
Superscript £ 7 9 . 9 5 Pro 50130 Joystick E113.95 £16. 50

lithe title you want is not listed all you have to do is send your cheque Comdrum Tape or Disc E29.95 £26. 95
or P.O. for the retail price less our 10% Discount and state whether
disc or cassette.

Sound Sampler -Commodore
Data Recorders for all

E49.95 £44. 95

Commodores E39,95 £33. 95

6526 23.00 901225-01 23.00
6510 2100 6569 23.00
6581 23.00 4164 RAMS 3.00
901227-03 23.00 Power Supply
901226-01 23.00 Units 29.00

53 FENNEL STREET
MANCHESTER M4 3DU
TEL 061 834  2808

ALL DISC AND CASSETTE TITLES

1 0 %  O F F .
JUST TELL US WHAT YOU WANT!

Post and Packing FRE E .  ALL Computers ADD £6 10r value UNDE R E250
AU payments &Inoue or P.O. to: MICAO MAIL.
SHOWROOM NOW OPEN
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Telephone: Glossop (STD 04574) 66555/67761
140 High St West, Glossop, Derbyshire, England

BEST sEgyicE

Copyright vicieovault Ltd No 1510135

VIDEO VAULT INTERNATIONAL
1 0 *  REPAIR SERVICE

TRADE SUPPLIED
FROM STOCK!
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COMMODORE M REPAIRED FOR ONLY E35.00 including POST & 11111PACKING • PARTS • INSURANCE - NO HIDDEN EXTRAS!
Are you fed up waiting weeks for
your computer to be repaired
well wait no longer We repair allCommodores same day, We also
tio tom 16, Vic 20. iSt1 Disk
Olives. plus 4. or you can orderMe Replacement Clips from Out
D I Y secrem

*  w h i te  you Walt repair sennce *  MOSE CornilloilDrei repaired
*  3 tnOntn wntten guarantee °nail * W a n  I rvf

repairs *  Ail Micros Insured for return Journey
*  International Repair Company We *  Over B years experience working ytttn

repair computers  trOM  all over the  c o f fi r a U t e l l
WPM  *  All computers Fully tested

*  Al l  Computers sent Mailoraertumeo *  Power supplies fully tested.
around in h r s  R G B  output fu lly tested

Ltd

BEST PRICES!
D.I.Y. SECTION-

If you know what chip has gone in your computer you
can order the replacement I.C. f rom our range.

MI prices Include V.A.T„ please ADO 0.50 to cover
P & P and handling costs, Insurance.



TIPS
It sure is good to be back in the comfort (p?) of the office after a
hectic three days at the Commodore show. It all went very well,
and it was great to actually meet some of the feces from CNET
(you know (and I don't mean this in a derogatory or detrimental
way), it really is amazing how different people look compared
to how you envisaged them).

Anyway, there was some del iberation as to whether  the
Uridiurn POKES printed last month,  worked or not  I certainly
haven't had any problems with them,  but  1 wonder  i f some
copies of the game differ slightly, thus affecting the effect of the
POKEs H m m .

Oh yea, before I forget -  Novagen are bringing out a Merce-
nary 1 . 5 -  called The Second Wr y - t o satisfy bored Mercenary
players! Aaaaamazing, but true( By loading In a special 'saved
game' you will find,  on playing, that there is a second city to
explore on the other side of the planet! Sounds good to me. it
will cost £5.96 on cassette and should be available very soon.

An well, on with the tips

CRAZY COMETS (Martechl
Dig deep into your software library
and take out a copy of Crazy Corn-
ets. Stick the cassette in the tape
deck, rewind it and type in this list-
ing from Andrew P Scouter of Tot-
ton, Southampton

10 PRINT CHRS(147)
20 FOR 1-4096 TO 4125:READ
&POKE IA:NEXT
30 PRINT "PRESS ANY KEY TO
LOAD CRAZY COMETS"
40 GET AS:IF Alt= T H E N  40
50 SYS 4096
60DATA 169, 1,170,168,32.186
70DATA 255,169,0,133.183, 32
80 DATA 213, 255, 169. 76, 141,
149
90 DATA 3,189. 226, 141,150, 3
1(X) DATA 169, 252, 141. 151, 3.
96

Type RUN (RETURN) and follow
the instructions on screen. When
the 64 resets, enter any of the fol-
lowing

SYS 24809 (RETURN)
POKE 760.0 (RETURN)

SYS 24743 (RETURN) to hear the
in-game music

SYS 24809 (RETURN)
POKE 24756,56 (RETURN)
POKE 780,0 (RETURN)
SYS 24743 (RETURN) to hear the
hi-score table music

POKE 40362,234 (RETURN)
POKE 40363.234 (RETURN)
POKE 40364,234 (RETURN) for
infinite lives

Andrew said that to start the game
SYS 26366 (RETURN), but it didn't
work. Fortunately, t he author of
Crazy Comets. Simon Nicol, was
on the phone recently and gave a
few POKEs of his own

POKE 40285,76 (RETURN)
POKE 40286,35 (RETURN)
POKE 40287.153 (RETURN)

along wit h how t o start the
game: SYS 24882 (RETURN)

gmit

POSTER PASTER (Task Set)
You, yes YOU, too can have up to
255 lives at  your disposal. *We-
ally?'. I hear you cry. Yes, really.
Type in this listing, as supplied by
Gary Saunders (good old Gazza)

mac
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1 1
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.
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10 F O R  A. ---0 T O  5 2 : RE AD
C:POKE 522244 A,C
20 T=T+C:NEXT
30 I F T<>5 8 3 1  THE N P
"ERROR IN D A T A
1
V , 1 4 0
40 SYS 52224
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DATA 133, 183, 32,213
65 DATA 255, 169, 27, 141

70 DATA 237, 3, 169, 204, 141
75 DATA 238, 3, 76, 81, 3
80 DATA 169, 40, 141, 74.4
85 DATA 169, 204, 141, 75, 4
90 DATA 76, 0, 4, 169,248
95 DATA 141,27, 7, 169, 252
100 DATA 141,28, 7, 76Aef

Now ty N )  to load
When the EA resets you

ne
nt
er 
t
h
i
s  
P
O
K
E

POKE 1782640-255) number  of
Ilves (RETURN)

SYS 37674 (RETURN) starts the
game,

PINE LAST V8 (Mastertronlc/MAD)
At last!  POKES for this  budget
wonder (I 've always  wondered
why they bothered to release it)
thanks to Gary Saunders of Lox-
den, Colchester,  Essex.  Plonk
your Las t  1/8 cassette into the
'player', rewind it and type In the
following:

POKE 43.200:LOAD (RETURN)

press play on tape and when
NTAX ERROR' appears, enter

ese POKES

P0KE43,1:POKE

2152,248:POKE 2153,252:RUN
(RETURN)

When the 64 resets you can type in
some cool POKEs

POKE 7149,173 (RETURN) for
Infinite time
POKE 7326.173 (RETURN) for
Infinite fuel
POKE 7858.173 (RETURN) for
infinite shields

SYS 3328 (RETURN) to start The
POKEs make t he going a  lit t le
easier, but they don't Improve
quality of the game.

PARADROID
(Hemmen)

Paul J  Johnson f rom Liverpool
wrote in to say that he: 'didn't think
much of the Paradrord POKEs
the April issue (no sprite collisions
-  green How do you transfer?).
so here is a superior set for your
delectation Th e y  al low y ou t o
become impervious to lasers and
bullets, and leap tall buildings in a
single bound etc, but you can still
KILL other droids  and g o  Into
transfer mode. There are also a

few amus ing s ide effects, f o r
example, some droids explode on
contact, o t hers  spontaneous ly
combust off-screen, and  s ome
attempt to blast you only to either
blow themselves t o  bits ,  b l ow
some-droid else to bits, or suc-
ceed in merely singeing the old
paintwork slightly with no loss of
energy on your part. But -  beware
the dreaded disruptorr

So, type in and save the follow-
ing listing to CASSETTE

10 P O K E  28640 , 76 :POKE
28641,0:POKE 28642,77
20 F O R  T  0  T O  20:READ

A:POKE 197124- T,A:NEXT
30 SYS 4096
40 DATA 173, 30. 208, 133, 79
50 DATA 16, 11, 173, 46, 208
60 DATA 201, 241, 208, 4, 169
70 DATA 127, 133, 79, 76,  229,
111

Get your Paradeoid cassette and
put it in the 'player'. Rewind the
cassette to the beginning and load
ii as usual, BUT -  and this is a
very important 'BUT' -  when the
'FOUND PARADROID' message
appears, hit RUN/STOP instead of
the CBM key to stop loading. Now
type in directly

POKE 9 6 4 , 7 6 : P O K E
965,102:POKE 966,254SYS 1149
(RETURN)

Peradrood will now load. When the
'READY' prompt appears, type in
the following:

POKE 4 9 1 5 2 , 0 : P O K E
44,192:POKE 5 6 . 2 0 8 : P O K E
52,208:NEW (RETURN)

Then LOAD the previously saved
program and type RUN (RETURN)
to start the game. You will now be
virtually invincible, so get cut there
and kick ass'

ZZAP! 64 July 1986 5 3



• UP 1 § 1 1 1 1 C

Title
-

Software House Corsk/Cats Ain Ctin t

,.

are a5 quoted under iesnew heating.'
reuil prices arid Oncit,Ce VAT a API
charge for post and padting inside the

piers in Continental Europe inoutri
quivalent of Top pel Otero ordered
tome  please white forst so that we

Please make cheques or

zystal orders t oL M e a se
do not send any coinagc

alb Total: E
Less Discount: E

Total  enclosed: I

Address

Mors den
I ght  word, but I t ' s  mot n

for  you.  then we will.  N e t  of t i r s t

he  s h a
r e

leered in thh OR ANY WOG of ZZAPI cars be
below

or der ed by &sing tire form .

chedt avai labi l i ty of unusual hems I
t o  avoid disappointment,  pleas e r ing firer to

I Mali  Order  Is backed by the resources of
Piewslield Ltd.  publishers of this magatirre,

H and A W O L which has boon supprying
Ina tffaeli I 50.000 along/AO" weirs w i th software
over  2 years. to you car i bous*  of the very bastIn service.

•i s  no rhall order catalogue Involved. Just trort
prices Waffled in the reviews in = A P I  or the• r e t a i l  price. Should you have any queries on

prices. lust r ingt h e  number  shown on Oviformand ow  staff will advise you.

DISCOUNTS GALORSI

Ar r ow °  may takea d v a n t w r  of the discount
ccoupom on the fOrto -  o f  orders worth MOES
tha n C20, and SOp off orders wor th store than 110.

Addi ti onal l y ,  ZZAP I Subscr lbws are
automatically eln_ttled to bother dlu aunts on

every itemordered.  We matte no charges tot potsand packing ivolthin d i
U K I

Postcode

SPECIAL DISCOUNTS

El
50P

OF r AN Y  OR D ER  WOR T H
M ORE T H AN  £ 2 0

OFF AN Y OR D ER  WOR T H
M ORE T H AN  t  10

Sorry - only ONE voucher per order,

Ma t

rom the
Largest Range
of Software
You
Could Ever
Wish Fort

Ail prices

m e  l no
UK CUst
add die
Outaide
may aleMse on postage rate

Name   Z Z A P  I MAIL ORDER FORMTelephone Ludlow (058415620
Subscriber No P l e a s e  send me the following items: BLOCK CAPITALS please!
Id applicable)

Please note: some 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 wben reviewed or previewed before their official release dates were
known.

ZZAPI MAIL ORDER, PO  BOX 10, LUDLOW, SHROPSHIRE SYS 1DB
Please do NOT enclose this for m/ payment  wi th any other  correspondence to ZZAPI  Magaz ine edi tor ial ,  as It will onl y

del ay processing your  order  and may result in loss.

1



FINDERS KEEPERS (Mastertronle)
Once again,  Colchestees v ery
own Gary Saunders comes to the
rescue, with yet more POKES to
please. Enter this POKE:

POKE 43,200:LOAD (RETURN)

When 'SYNTAX ERROR ' appears,
enter the following:

POKE 43,1 (RETURN)

20 P O K E  49332 , 248:  POKE
49333.252:SYS 49152 (RETURN)

Now type RUN (RETURN) to load
the game. When the 64 resets, you
can enter this handy POKE

POKE 29791,0 (RETURN)

• f o l lowed by SYS 40063 (RE-
TURN) to start the game

ARC OF YESOD
(Thor(
Look! Up there in the skyo is it —
yes it is, it's, ors •  Superman of
the Essex Cracking Service with
some more super duper,  really
excellent, excellent POKE& Sen-
ously, though, type in this short
listing

10 FOR X=679 TO 692
20 READ A:POKE X,A.:NEXT
30 DATA 169,251, 141.126, 206
40 DATA 169, 252, 141, 127, 206
50 DATA 32, O. 206, 96

Done that? Fine, Type RUN (RE-
TURN) followed by LOAD (RE-
TURN) to load the first owl of the
game When the *READY' prompt
appears, enter these POKE&

POKE 1007,167 (RETURN)
POKE 10082 (RETURN)

Now type RUN (RETURN) to load
the rest of the game. When the 64
resets, you can enter some more
POKEs •

POKE 34042,(0-255) number of
lives (RETURN)

Or these POKEs:

POKE 33969,234 (RETURN)
POKE 33970,234 (RETURN) for
infinite lives

SYS 2053 (RETURN) starts the
game.

MUGSY'S
REVENGE
(Mel bourne House(

A f ew short  hints  f rom Ric hard
Nokes of Enth, Kent

• Never  donate  mor e t han a
grand to the pol iceman's char-
ItY•
• Only send a grand to set up the
smuggling net
• Try to build up your  stock to
100 barrels and then sell them
off by the truckload.
• Hi r e  ' s pud'  Mur phy  f or  1 5
grand and put out a contract on
Capo Rockerfel ler  or  he'l l  sap
your money by a third time after
time.

• 1 , 1 2 8
, 255, 96

ow that you've done that, rewind
the Tapper tape and t ype RUN
(RETURN) fol lowed b y  LO AD
(RETURN) (at this stage, it  does
help if you depress the play button
on the cassette deck). Wh
'READY' prompt re. t:
cursor, enter •  -

• • K Y  JET (Mastertronki

t
r

Paul C of Sutton Coldheld,
ESE are YOUR POKE& Yes

they are. Rewind your copy of ,Sky
Jet (make sure it's in the tape deck
first) and type in.•  •

POKE 43255:LOAD (RETURN)

When 'SYNTAX ERROR* appears,
enter the following

POKE 43,1 (RETURN)
80 SYS 64738 (RETURN)

Type RUN (RETURN) and wait for
the rest of the game to load and
the computer to reset. Now you
can enter this POKE

POKE 27792,(0-255) number of
lives (RETURN)

Or these POKES:

POKE 27016,234 (RETURN)
POKE 27017,234 (RETURN)
POKE 27018234 (RETURN) for
infinite lives

Or even this POKE

POKE 27163,96 (RETURN)
remove the flashing screen
once which tells you that you re
dead

SYS 29350 (RETURN) starts the
game. Yes, I do realise that these
POKEs have been printed before,
but the above technique doesn't
Involve a reset, and I thought it
would be nice to reprint the POKEs
along with a safer method of enter-
ing them.

TAPPER
(US Gold/Sega)

Tap, t ap,  t a p p
been tappin
than

ong,
et ft

He sent in some
ageing arcade con-

and here they are
, get  Out your Tapper cas-

sette and shove it in the tape deck
(not too hard, you don't want to
split it, do you?). Now type in this
tickle listing

10 FOR A-3 0 0  TO 313*
B:POKE A.B:NEXT
20 DATA 1 1  1
30 DATA 1

011,44 (RETURN)
1012,1 (RETURN)

POKE 306,(1-15) screen number
(RETURN)

Right, now
The game
you will

n, and
e lives to play

also start on the level
of u r  choice!

ACTI ON BIKER (Mastertronlci
A POKE (or two) for infinite lives,
courtesy of Paul C again, Grab a
copy of Action Biker and bung it in
your tape deck. Rewind the cas-
sette and enter the following.

POKE 43.255:LOAD (RETURN)

When 'SYNTAX ERROR' appears,
type in

POKE 43,1 (RETURN)
135 POKE 19287,47 (RETURN)

followed by RUN (RETURN)
The g a me  wi l l  l oad  a n d  r u n
automatically, and all them luverly
lives are yours for the wasting.

KONG lAnIrogi
This game is really kicking it, but
here's a couple o' P0KEs for it all
the same. Actually, these POKEs
are for the turbo version arid were
supplied by Paul C. After you've
rewound your Kong tape, type on:

POKE 43255:LOAD (RETURN)

When 'SYNTAX ERROR' appears,
you know what you can do _

POKE 12176,(0-255) num
lives (RETURN)

• •  followed by SYS 12128 (RE-
TURN) to start the game.
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INTERNATIONAL KARATE (System 31
Now wot do I have here, ladies and
gents? It's yer actual InterneUonal
Karate cheat, inlet?! Not one. not
one-and-a-half, but TWO! I kid you
not, ladies  (and gents),  TWO
CHEATS! Wot we have here is two
very tasty little cheats, courtesy of
Mark 'awir i tedadinwannarider
Cale from System 3! No, please.
I'm 'onoured. but I 'm ere to give
you these cheats — yes miss's. I
Cfid say GIVE — I know, I'm sellin'

me own granny to white slave ear:l-
en  to bring you 'am. but yet' wed
it, 'cos you're me public, in'yer?
You most certainly are

Right, wot  you do is 'old dahn
these keys and sumfin• 'appens,
dunnit. If you 'old dahn A DM.  yer
actual backgrahnds change, and
if yer 'old dahn SE the two geezers
turn rahnd • n• face yer! Now that's
wot I call a cheat. masts. Yes I do,
and no mistake

STARGUAKE (Bubble Bus)

Umpteen z il l ion t r i l l ion people
have sent in codes and tips for this
whizz° arcade adventure. S o  I
must say thanks t o —  actually,
there are far too many names to
mention. so here are the codes,
which take up much less room and

intrinsically more interesting.
Thanks to those al you who did

d I n  any  t ips  a n d  codes ,
ugh,
ME CODES. . .

• SIGMA
ASTRA
HYLIS
KAPPA
FEMUR

HASM
MAUS
METRE
XENON
COSIN

LASM

,P
ESON

CHEAT .  .

s httIe cheat was sent in by an
1 year old called Super  Steve,

o's not so super 'cos he didn't

include h i s  address .  Unf ort u-
nately, I couldn't test the following
'cos s o m e  r o t t e n  b e g g a r s
knicked t he Starquake cassette
(either that, or it's got sucked up in
my Black Hole). Anyway, let  me
know

When you are on your last life,
hold down F3 to pause the game
and move the joystick a t  the
same time. You should now be
going very slowty. Get  killed,
BUT DON'T LET GO OF F3 and
keep moving the joystick. You
should now have 100 lives to
play with. Repeat as is neces-
sary.

AND A POKE

This POKE was supplied by Angus
Muir f rom Stockport.  Cheshire.
I'm afraid that you'll have to rest
your 64 if  you want  t o  enter it,
though. So load the game, reset
your 84 (should you be so brave)
and enter this POKE:

POKE 12348,254 (RETURN) for
100 lives

SYS 3088 (RETURN) to start.

PAC M AN (US GoldiDatasottl
Some more POKEs, courtesy of
Angus. Stuff your Pac Man tape
into the 'player', type LOAD (RE-
TURN) and press play on tape.
When t h e  ' RE ADY '  pr om pt
appears, enter the following

POKE 1 0 1 0 . 7 6 P O K E
1011,248:POKE 1012, 252:RUN
(RETURN)

meres t  of the game will now load.
When the 64 resets, type in this
POKE:

POKE 5737,(0-255) number of
lives (RETURN)

Enter SYS 2064 (RETURN) to staff
the game

Got
ieeeeeeeeere's Trol l y.  G a m e

er II from Bolton. Lancs! He
Is greetings and some more
s that don't require Et reset

grab the nearest available
of Bruce Lee and type in this

Short listing
0 FOR A=300  TO 308:READ
:POKE A,B:NEXT

DATA 169. 185, 141,38
DATA 29. 32, 132. 255, 96

type RUN (RETURN) and

'player'. Rewind it to the beginni
and type LOAD (RETURN) to
the first part of the game.
the 'READY'  prompt
enter

POKE 1011,44 (RETURN)
POKE 1012,1 (RETURN)

by RUN (RETUR
Will load and run,
one and player
lives to play
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(Firebird)
01! Just thought that I 'd let  you
know that  the following POKEs
require you to reset your 64, and
that they were provided by Simon
and S t e phe n Stockdal e  o f
Hucknall, Notts. Load the game.
reset the 64 and type in the POKEs

POKE 3121,32 (RETURN) to stop
the arms on the bridge killing you
POKE 2394(0-255) number  of
lives (RETURN)

Now SYS 2304 (RETURN) to start
the game.

SPINDIZZY (Electric Dreams)
Well, there we all were at the Com-
modore show. merrily quaffing ale
by the bar (ah, how we quaffed),
when who should we bump into
but P a u l  Shirley! So. we took
the opportunity to buy him a drink
and had a quick chat and he told
us about this neat little cheat for
Bpindizzy

Rewind your Spsnclizzy cassette
(make sure that it's in the tape
deck in the first place) and then
type in this listing, as supplied by,
our very own Gary (and that's not
a spelling mistake — he likes it
that way) Liddon

10 REM I LIED!
20 F- 679

30 READ A
40 POKE FA
50IF 1
60 IF A-f
-
• 
> 2 5
5  
T H
E N  
3
0

70 SYS 679
80 LOAD
100 DATA 120, 169. 52, 133. 1
110 DATA 182,6,189, 7, 8
120 DATA 157, 0, 223. 202, 16
130 DATA 247, 169, 55, 133. 1
140 DATA 88, 96, 255

Now type RUN (RETURN) and
press play on tape when promp-
ted. Spindizzy will load and run as
normal, but when you commence
play the t imer won' t  t ick down.
Good, eh?

WIZARDS LAIR (Bubble Bus)
Darren Taylor and Andrew Tor-
kington (no fixed abode it seems)
have sent in all seven passwords
for Bubble Bus' first ZZAP! Sizzler.
So. here they are'

CAIVE,

HAWLO
CRYPT
DUNON
VAULT
LIAYR
LYONS

ARK P ANDORA
(Moo)
Dominic  Hai ls t one o f  London
SVV13 sent in the following tips:

Get the CRUCIRX and the FINE
NET. Go to the BARN and use
the net to catch the FERRET.
Drop t h e  ne t ,  g o  t o  t h e
JAILHOUSE and use the ferret
to get the KEY. Drop the ferret,
find the HIGH PRIEST and throw
the crucilbi at him. Get his ROBE
and go to the 'tollhouse. Wear the
robe and the guard will I t  you
In. Go to the top of the jail and
use the key to free the prisoner.
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ZZAPI T-SHIRTS/SWEATSHIRTS/CAPS/BINDERS

All quoted prices include VAT, post and packing (UK only).
OFFER

Continental Europe and Overseas, please add E2 extra per

Please tick tile appropriate boxinsl S t a t e  S i z e  S O  M O  1
-
0

item ordered.

D Please send me . . . . .  ZZAP! T-shirt's) at E4.50 each_
Form in capitals please

0  Please send me . . . . .  ZZAPI Sweatshirt(s) at E8,95 each.
o  Please send me . . . . .  ZZAPI Cap(s) at E3.95 each.
0  Please send me . . . . .  WWI  Binder(s) at E4.50 each.
Name . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .
A d d
r e s
s  
. .
. .
. .
. .
. .
. .
. .
. .
. .
. .
. .
. .
. .
. .
. .
. .
. .

. . . . . . . . . . .  Postcode . . . . . . . . . . . . . . . . I '
. . . . . . . . . . . . . . . . . . .

I enclose E . . . . . .  made payable to '72AP
cheques or postal orders only please.
'COMPLETE ZZAP I OFFER', PO BOX 10, LUDLOW
,SHROPSHIRE SYS 1DB
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TIPS

'MERCENARY (hir
A few more Mercenary mini-tips

It is possible to pick up the Palyar
ther in-laws spaceship when

possession of the Kitchen Sink.
can then put it on a different

rse and let it flit back and forth

enter the transporter in the
_ a t or y  (a door merited with a

II and crossbones) it transports
, d o w n  t o  t he  •  tenet a nd
erses all the

n)
Ian Thomas of  Epsom, Surrey
found out  this interesting little
quirk,.

Walk out of the door marked
with a skull and crossbones on the
bottom level of the Colony Craft,
and press L to stop falling. You can
now walk about and use ships as if
you were on the ground! This
means that you can reposition
objects at will — remember the
screen shot?

Also, i f you have the Kitchen
Sink you can take the elevator
cage al 81-3

FOURTH PROTOCOL (Hutchinson)
Thanks t o  Jason Kennedy of
Kirkby, lovemool for these tips. .
.Part One
When asked to go to Stockholm
reply YES and view the file on Nil-
son. Then fly to Umea and then to
Storuman where you wit find Anna
Nilson. Examine the 'effects t o
find a  fingerprint; this doesn't
match Nilson's recorded print, it is
infect Stenberij's, read his file and
the Commander's. Return to lion-
don and find Plumb's telephone
number_ By now you should have
around 760 prestige and 85%

The answers to the questions
are:

1) FAULKNER
2) SWEDISH
3) NILSON
4) sTEN BEAU
5) FINGERPRINT
6) GAZA STRIP
7) FALSE FLAG

NB: you cannot complete The
game without having Stenberij's
fingerprint. On July 11 th you will

be given your password for the lift
in Part Two A S P E N

Part Two
Search the coat and unlock the
desk. Go north and search the
filing cabinet. Look for Preston to
get an ID card_ Search around until
you find a computer, take it and
then use the lift. Go to the 2nd floor
and talk to Harcourt-Smith. DO
NOT take the folder of documents
because you won't be  able to
leave. Always use the  under -
ground. Get off at Westminster
and cross the bridge. Keep going
until you find a run-down house.
Go in and you will see Penfold from
Admin. Talk to him and he will give
you a paper with a message. How
do you crack it? Elsewhere you will
find Boots in Oxford Street. You
can buy a camera for fifty pounds.
You might also find a University
and a  computer .  T y p e  i n
• SVETOFOR" a n d  i t  wi l l  s a y
'TRAFFIC LIGHT' — mysterious,
eh? Take a  physics book andexamine it.

SKOOLDAZE (Microsphere)
Here are a few quick tips from S
Clifford (no address supplied)
.
• Hi t the teachers when a big
pupil is near — his lines become
your points.
• Fol low Boy Wander  at play-
time to the exam room and while
he wr i tes on the blackboard,
knock hi m down and hi t the
shield.

• Go to lessons but wait outside
the r oom  unt i l  t he  teacher
arrives. As soon as he stands in
the doorway,  knock him down
and keep doing so until the next
lesson starts for lots of points.
• When you are told at play-time
to avoid Angelface, go to the
Reading Room as he never goes
there when he has mumps.
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OLLIE'S FOLLIES (US Gold/Americana)
Hey! Did you know, that if you start
the game and type in FRANK you
jump to level five?! Wow! How sim-
ply wacky! Well — and this is the
really zany bit —  that's not all.

because if you type in FANDA
you j u m p  t o  l e v e l  n i n e !
Aaaaaaw-wot! — you're jokin'l?
Nape.

TIME TUNNEL (US Gold)
Do you wanna know how to complete the last three time zones and
the game itself? Alright then, here we go

Thanks to Mark traine from Edinburgh who helped make the
following tips possible.

1892 Colonial Salem
Go into the Chemist. pick up the potion and walk to the far right
hand location — a shack beside a lake. Enter the shack and drop the
potion. Get the cauldron from the closet and put it in the fireplace.
Now drop both potions in the cauldron (remember the potion in the
closet). Leave the shack and go left. Enter the second entrance to
your left, get the broomstick and return to the shack.

Put the broomstick in the cauldron and shoot it. A puff of smoke
should appear. if so. leave the shack and wait for a bat to fly by.
Shoot it, pick it up, enter the shack and dump it in the cauldron. Now
shoot the cauldron to make the broomstick float around the room.
Get the broomstick, leave the shack and fly right onto the next
screen. There is a piece of map under the rock at the top of the
screen, and a secret tunnel — leading back to Gnome Mansion —
under the rock to the far right of the screen. Remove the rock
covering the tunnel before getting the piece of map, then use the
tunnel to get back to Gnome Mansion.

Take the piece of map to 9999 to complete 1692

86 BC Mythological Greece
Go to 893 BC — Magical Persia — walk up one screen and get the
shield to your right. Put it in the closet and keep walking down until
you are transported back to Gnome Mansion, Now go to 86 BC.,

Go straight ahead, through the door and through the pillars. Get
the shield from the closet, then go left until you meet Medusa. She
will fire at you but the shield will deflect her shot and kill her instead.
Drop the shield and get the glowing sword, thee go right, and right
again.

Walk up to the loose brick at the top of the screen — it will
disappear to reveal a candleabra. Leave it for the moment. Go down
and touch the loose brick to your  right to reveal a n o t h e r
candleabra_ Get it, walk up and then left into the location which
Medusa once inhabited. Drop the candleabra on top of the far right
pedestal. Now go and get the other candleabra, bring it back and
drop it on the left hand pedestal. Shoot both candleabra to light the
candles, and a piece of map will drop down. Get it and go back to
Gnome Mansion. then go to 9999 and drop it.

893 BC Magical Persia
Walk up two screens until you see a large boulder to your right. Get
the dynamite from the closet and put it on the boulder. Get the torch
from the closet and light the fuse of the dynamite with it. Walk down
into the screen below, then back up to see the boulder get blown to
pieces by the dynamite. Enter the caves (make sure that you have
the torch) — avoid the pit in the centre of the room, as it transports
you back to Gnome Mansion — and walk right, into the next room.
Get the magic lantern and put it in the closet. Leave the caves and
go down.

To your left there should be a yellow pot_ Get the magic lantern
from the closet, drop it and shoot it to turn it into a snake charmer's
flute_ Walk past the pot and take off the lid. Drop the lid and get the
flute — a snake will appear and drop a piece of map next to the pot.
Approach the pot carefully and get the piece of map. Now walk
down until you are transported back to Gnome Mansion. Take the
piece of map to 9999 and wait for the full map to assemble. When it
has done so, the message 'THE DAIMYO CARRIES THE STAFF'
will appear. Go back to 893 BC.

Walk up to the pot containing the snake and get the flute.
Approach the pot and the Snake will appear. Drop the flute by the
pot then shoot the snake. Go up to the pot and a staff will appear in
your hand. Walk up and enter the caves. Walk around the pit in the
centre of the room, go through the middle door and Y o u ' v e
completed the game!!!

Send all relevant bits of mail (and that doesn't include SAEs)
to: ZZAPI TIPS, ZZAPI MAGAZINE, PO BOX 10, LUDLOW,
SHROPSHIRE SYS 1DB



SPECTRUM/CBM 64
E9.95

THE DEADLY SKIRT OF THE
ONE OR TWO PLAYER

FURIOUS FIGHTING FANTASY

BOUNCES IS AVAILABLE NOW FRO ALL,ROODSOFTWAR
DEALERS. IN CASE OF DIFFICULTY PLEASE WRITE T
BEYOND SOFTWARE 6-9 UPPER ST. MARTINS LANE

, L O N D O N  WC2H SOL

1
;
1

J:1:1



1

7
c
.
,)

CN a ) , LO tr)
N

0
re),—I

IE. 00 I
f 
(
3
)

Ni—i

P

2:
-

r--

C:),-1

00
CN

,•.-,, LC

N

CD
CN

l ' ,
N

te)
C\I

0
tsr)

,_

ie
i-"--'

,--0 0
0

C\1 -ofC i
0
.
)
c\I

---,

_-
7 71•

.
1---1

CO
'

LIf)I f )
4. N

z=v-,

, ,
---

- v.) cr r-,,_, 71
-(NI

' ,-1
v),-1

crq tr) CN,—.1 a  )
1 1

LCD
N

2:
-

1%r) C:),-1
-0
.1
1
--

N 0) r—.1
te)
C\I

0
tsr)

ie
i-"--'

,--0 0
0

C\1 -ofC i
0
.
)
c\I

7 r--- OC
C\I

z=v-, 1
_

LO l ' r r C )
c \ I ( \ I!--1-1

I'

-
J

cf)

•••••

•••••1

I

r
-a•••

11,1



cr)

I t co it)
,

,--1
„1

CN

l i r A k
t
9
)

00 N O ' )
N N

,
'-' v-i

r---- 41k. 00
N

LO 1 i .
F
t
)

I
t
t
,
(
r
:

tr) 4 0') Lo
N

oo

C:)

4
1
)

71-

tr)
cr)

00

LC

It)

•



A R T  G A !  E R Y

TIGER, TIGER true, a n d  never so many hying room
(hacked by Claris) more 50 than in pic- walls around t he
Human eyes are said tures. This one is re- country, b u t the
to have the power of miniscent of  those compositional ele-

THE EYES
HAVE IT
In this month's Compunet Art Gal-
lery, it seems the eyes have it. There
has always been a fascination with
eyes, windows onto the soul, mir-
rors of reality and illusion; in most
cultures, eye contact is an intimate
and alarming event. Nearly all this
month's works are connected with
eyes,

EYEBALL
(backed by Chris)
Again, a closeup of
the eye draws us in,
but this time eye
contact is absolute
All the elements of
this picture conspire
to a calmness, mis-
sing from lackson's
work. See how the
shape of  the blue
area matches t he
weight and shape of
the pale skin tones
that delineate the
nose.

dominating a n d
frightening animals,
but the reverse is

64 ZZAP! 64 July 1986

well loved animal
prints that hang on

ments of the circling
black lines in the

tiger's fur, spiraling
in towards the crea-
ture's eyes, are not
accidental, and lift
this work above the
merely decorative.

1



RITE H Gruninger
Continuing with his
preoccupation with
strong and large pic-
ture e l e me n t s ,

Gruninger here opts
for the simplicity of
a s ilhouette s e t
against a stark and
angry sky. It's a clas-

sic pyramid com-
position, presenting
little problem to the
viewer, leaving us
free to contemplate

the awful fate await-
ing the victim — a
comic s t r ip fi nal
frame o f  s o me
power.

H UM M I  NG BI R D
Rob Jackson
With simple and deft
strokes of flat coour
and line,  Jackson
turns his picture into
an almmt laPartese
composition. T h e
blue o f  t he bird
seems to be colour-
ing the face as it
blurrs across t he
huge eye, Is there an
element of aprehen-
sion? Perhaps the
razor sharp bill, cut-
ting across  t h e
eyeball is intended
to ause a frisson of
danger.

ROCKFOR-
()ANGELO
Grunieger
Moving away from
eyes, this amusing
lampoon f r o m
Gruninger employs
the strong perspec-
tive of the ZAP!  64

BRING D O W N
Hugh Racy
Master of  the un-
usual, Hugh Riley's
latest is an animated

logo a s  a
background to the
activities o f  a
strange. insect-like
creature who  ap-
pears to be either
sculpting the artifact
(or is it actually de-
facing ill?

sequence that sadly
kises much of its sig-
nificance here. Four
people get in a lift,
we sense the doors
shut, t he lif t  de-
scends s e v e r a l
floors. The figures
retrain in ashamed,
frozen poses, silent,
uncomunicative,
But their eyes tell the
stony, furtively shift
-ing left, right, for-
ward, secretly eye-
ing eac h ot her,
glancing away when
contact i5 made, af-
raid y et  desiring,
poised above the
abyss o f  fife rep-
resented by the lift.

TORN
lob Stephenson
It's the isolated eve
in this latest picture
from Stephenson
that first catches the
attention, although
the surrealist de-
struction o f  t he
photograph is much
the stronger device.
Is the torn face a hid-
den desire to de-
stroy the person de-
picted, or merely an
accident of life? The
calmly disengaged.
almost d i s i n -
terested, eye tells us
nothing.

Z2AP! 64 July 1986 6 5
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Toe 18 Marc h—I n France

Settled in here now. Found an ace
black run today. you can go for a
whole side of Genesis down it
without stopping, but on the sec-
ond time down I hit a tree stump
protruding through the snow, and
did an un intentional flying-Yak bit,
and landed on a part of my
anatomy I'd rather not have landed
on. Fired up the 128, finished the
Mushroom planet and designed
one more, then did a nice fade bet-
ween planets routine.

Wed 19 Mar

Cloudy weather — makes ski-ing
hard coz you can't seethe bumps.
Wrote Sonix driver and started to
phase in some of the FX for walk-
ing, jumping etc.

Thur 20 Mar

Still cloudy. Some snow. Had to
buy crappy, French headphones
to replace my excellent Sony pair
that I knackered when I got them
tangled up in a chairlift, dammit!
Extended the sonix driver and did
a few more FX. Sonix take ages,
lots of messing around to do
before you get it just right.

Fri 21 Mar

Piste all day, back for more SFX,
had to rearrange the interrupt
sequence to get it all to fit in the
hametime.

Sat 22 Mar

Excellent day — bright sun, good
snow, didn't  start work till late coz
I went on skiing so long_ Wrote
module to link 8 sprites reserved
for 'enemy ships* to planetary
motion, and also give them each
independent velocities. Did a little
work on the Pause mode when I
got back from the bar.

Sun 23 Mar

Really bad weather, horrible snow
that's nearer ram and so sticky you
need to be standing on a near-ver-
tical incline before you even start
moving. Hit the bar eany, then
back for mega Guardian session,
then a little more work on the
pause mode.

Mon 24 Mar

REALLY crappy weather. Got
soaked skiing, thawed out in the
bar. Retired to room to think about
the alien control system while lis-
tening to ' The Wall'. Planned it out
on paper ready to code later. Got a
neat idea for Phase II of the game,
thinking along the lines of Batalyx
Subgame 1 crossed with a sort of
overhead view vertically-scrolling
Marbie Madness track, Finished
off the Pause mode after evening
bar. (This'll be the only Pause
mode that's been written
TOTALLY under the influence of
very expensive Guiness),

•

We had to miss out part two of the Daily
Llama (Jeff Minter's diary of his latest
game, MIDIS ALPHA), last month because
Jeff took an unscheduled holiday (at least,
it wasn't on our schedule)! So we pick up
the trials and tribulations of everyday
programming life not where we left off,
with the Hairy Yak off to the Clocktower,
but somewhere in France.

Tue 25 Mar

New snow, much better skiing all
round. Linked completed Pause
mode to rest of game. Started on
alien control system. Went down
bar and got absolutely smashed
and had amazing discussion on
Life, the Universe and Everything.
Listened to 'Wish You Were Here'
at half-3. in the morning . a c e ' !

Wed 26 Mar

Skiing OK, came back after full
day's pistebashing to do some AC
System hacking. Hit a terrible
awful bug, ran through the code a
million times but not got it yet, so
down bar to drown sorrows in
copious amounts of Guiness.

Thu 27 Mar

Skiing all day then back for the last
day's coding in France. I go home
tomorrow. Wrestled with the same
bug for three hours, was despair-
ing, then noticed a single missing
comma in a massive data table
that the assembler had neglected,
in its infinite wisdom, to flag as an
error during assembly, choosing
instead to trash the whole data
table. Inserted comma; end of
bug. Guinness

Fri 28/Sat  29 Mar

Trains, trains, trains and Fren-
chmen, ferry, more train, London,
underground, train, bus, Tadley.
tea, crash.

Sun 30/Mon 31 Mar

Lazy. Didn't  do anything, couldn't
because me 128 is in France and I
need to buy another one, and it's
Easter holidays.

Tue 1 Apr

Went into Reading to get a 1280,
got it, intended to return and dut i-
fully do some work, but instead
met some of the Incentive mob,
went to pub (fatal mistake for prog-
rammers), all ended back in Tadley
for mega-Colourspace session, so
fat chance of getting any work
done there

Wed 2 Apr

Set up new 1280, machine is fine
but has a noisy fan and sounds like
a small but enthusiastic Hoover.
Did a little more work on the ACM,
not much mind you.

Thu 3 Apr

Went up to London to see Ariola
mob and copped some Amiga

stuff off them — EA stuff but not
Marble Madness yet — they seem
quite keen on IA, especially my
ideas for phase 2

Fri 4 Apr

Decided for a break to do a little
work on Phase 2 and give Phase 1
a rest_ Started at 11 am, finished at
7 am next morning, with a LOT of
work done.

Sat 5 Apr

Lots more work done today, I now
have a tidy little demo of Phase 2,
Including complete control system
and scrolling background in four
different colourschemes, and all
inertia routines working. Not bad
for a couple days' hacking — got
to bed early tonite, 6 am!

Sun 6 Apr

Started to get a little sidetracked
now. coz I have to get my newslet-
ter done before I go to Lanzarote
on Thursday. HAD A MEGA COL-
OURSPACE SESSION that
finished about half-3 then up writ-
ing newsletter till 6. One day
maybe I get some sleep.

Mon 7 Apr

Did a little more tweaking to phase
2, removing the odd bug I'd found.
Then finished newsletter over-
night.

Tue 8 Apr

All day working on lightshow for
performance at Clocktower this
evening. Went good. Got big cheer
for 'Stairway to Heaven', and free
beer all night.

Wed 9 Apr

Preparing to go away tomorrow.
It's a hard life having to keep trek-
king around to the snow and the
beaches, you never seem to get a
decent stretch of work done
(hehehe)

Thu 1 OrThu 17 Apr

Sun, sea, sand and CAMELS.

Fri 18 Apr

Prepared demos to send off to
ZZAP! Couldn't  get much serious
done because I have to cart all my
gear up to London tomorrow for
CES Show at Olympia. goes on till
Thursday! Then, thank goodness,
I get a clear run till the Commodore
show, twill at last be able to settle
down to some decent coding.
Holidays and shows are fine but
tend to disrupt you something
chronic!!!

More thrills and data spills next
month as IRIDIS ALPHA hurtles
towards the Commodore Show
(retrospectively) and Jeff sam-
ples the delights of foreign lamb.

ZZAP! 64 July1986 6 7



Popeye's a  very  dif ferent  k inda
hero. None of this "wearing your
underpants on the outside of your
t rousers
.
'  
s t u f
f  
f o
r  
H I
M ,  
o
h  
d
e
a
r i
e

me, no. All he's interested in is pro-
tectin' Olive 0y1 and Bitt ing Bluto
the hairy bad guy_ A true crusader
for Truth and Beauty_
It's no t  t oo  surpris ing t hat  t he
heroic sailorman quaf fs  spinach
every t ime  h e  needs  a  b i t  o f
boosted mus c le p o we r  —  i t ' s
definitely very good for you. That's
why your Mum keeps going on at
you to eat up your greens, you see.
But over the years, just ripping the
top of f  can af ter can of  spinach
and gulping it down must get a bit
boring —  let 's  face it ,  mouthful
after mouthful o f  unadulterated
Greenchomp makes a monoton-
ous diet really — just like an end-
less diet  of  fizzy pop. crisps and
sweeties gets boring after a while
(unless y o u ' r e  G a r y  L i d d o n ,
Foodaholic of this Parish who eats
anything that comes within grab-
bing range, no matter what).
Popeye, t h e  g a m e  i s  h e r e !
Released by Macmillan,  the game
gets a  c los e examinat ion t h is
issue. And a very jolly game it is
too!
To mark the event of the launch of
the greenchomp guzzlin• game,
the nice Mr Neild (Market ing Big
Cheese a t  Mac M's )  i s  of fering
some very tasty prizes indeed to
the winners of this competition. To
enter, we'd like you to get into Chef
Celebre mode and dream u p  a
delicious n e w  d i s h  f eat ur ing
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spinach— a little more imaginative
than S pi na c h o n  Toa s t ,  o r
Spinach and Chips if you don't
mind.
Come u p  wi t h a  really  y ummy
recipe t o take the tedium out  of
spinach straight f rom the can for
old Popeye the Sailorrnan. Send
us your recipe, o r  a drawing or

Ug
Gug

Lig,
maybe even a photograph of your
culinary creation (but please, NO
SPINACH!)
The t w o  m o s t  s c rumpt ious
spinach rec ipes  o n  t he  day  o f
judging wil l  win  their creators a
Popeye alarm clock, a T shirt and a
copy of  the game. The next five
entries, in order of yumminess win
a Popeye wall clock, T Shirt and
copy of the game: three more run-
ners up are set to have a T Shirt
and copy of the game and then no
less than 40 runners up will have to
make do with the game on its own.

Get those culinary creations into
the ZZAPI  offi ce b y  10t h July .

• • • .

Send t hem by  Interveggie if  you
like, but  make sure they arrive at
SPINACH C O M P ,  Z Z A P I
TOWERS. PO BOX 10,  Ludlow,
Shropshire, SY8 1DB_ Remeber
NO FOOD —  recipiesidrawings/
photostrestaurants only. And if the
winning entry looks like it 'd be a
really good feast, we  might  just
rustle it up and feed it to Mr Liddon
to keep him quiet (and healthy) for
a while!
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Atmosphere 78'6
Interaction 68%
Lastability 67%
Value For Money 70%
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Time to take a break from polishing your wands, my
Friends. This issue sees some red-hot new releases to bate
the breath of even the most accomplished Ipsissimus.
Over the last few weeks the Bearded One has waved his
wand over the PRICE OF MAGIK, QUESTPROBE III, and
SEABASE DELTA. What's more, courtesy of CRL and St
Brides, we take an in-depth look at the very first adven-
ture of them all . . . THE  VERY BIG CAVE ADVENTURE.
Adjust your pointed hat, fasten your cloak-zip and readon

fi l l i e t  itinbro, 17.05 taste&

!PILTA,11.74WW10,4W, t Brides, a f te r
flirting w i t h
Audiogenic, now
seem to have set-
tled down with
CRL. C R L  i n
their tu rn ,  a re
demonstrating
serious intent in

the adventure market by taking on
a number of well-known fringe
adventures, including Robin o f

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

rather than wiggled joysticks.

tCbt Verp jgig Cabe cAbbenturt
Sherlock and Bored of the Rings. How
does th is latest crazy offering
shape up?

Well, let's face it, it  had to be
done sooner or later. The general
adulation lavished on Crowther
and Woods' original masterpiece,
Colossal Cave, positively cries out to
be satirised, and I'm surprised that
no-one has done it before. How-
ever St Brides have filled the gap.
and filled it very well indeed.

The Very Big Cave Adventure is
Quill-ustrated, and the graphics
are excellent. In fact, half the Fun

• r a m p a g a n g  ,
U  
g u a r .
s n g  
t h
e  
g
u  
y

One p e n n y  ( o l d  s t y l e )

l he  h u l l  r o a r s  o u t '
"ARE Y O U  S T I L L  T H E R E ? "

c f o r i e n t a i z e

of the game is playing a graphics
version of Colossal — I've always
wondered what the Hall o f the
Mountain King looked like. S t
Brides have really gone to town on
the pies and they make a great con-
tribution to the game.

The game itself is, let's face it,
absolutely farcical. It's chock full
of the most appalling jokes I have
ever encountered. Right from the
very beginning when you fi nd
yourself having to insert a penny
in the slot to enter the small brick
building, you are assaulted by aseries of comic situations, some of
which are genuinely amusing and
some so un-funny that you have
to laugh anyway.

The structure of the game itself
Is well thought out. The program
takes on the role of a guide to show
you through the caves. As such, it
continually belittles your efforts
(You can 't  ca rry tha t  much ,
wimp') and eggs you on. The
responses are humorous and light-
hearted, all combining to raise the
level of enjoyment.

Just to give you the flavour of
the game ,  y o u  a r e  a lmo st
immediately confronted b y  a n
angry bull that refuses to let you
wander down the infamous gully
towards t h e  equally infamous
locked grille. 'Are you still there?'
roars the bull, having refused to let
you pass I f  you reply 'No', he
goes away. because y o u  guessed
it — he's gully-bull.

OK, don't say I didn't warn you.
As it is, (
f o u n d  
t h e  
g a
m e  
v
e r
y

enjoyable to play. There are one or
Iwo moments where I felt that the
Quill-pauses were overdone and
one had to wait rather longer than
is desirable for an action to proceed
on-screen. Apart from this, how-
ever, I  feel that this game repre-
sents the Quill at it's best. Despite
the rather high cost of £7.95, I feel
that this is a must for all spelun-
kers.
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f r o n t .  E x i t s  a r e  w e s t  t o  a  w o o d s h e d .
u p w a r d s  t o  a  v i n e  a n d  i n  t h r o u g h  a
d o o r .  V e y  a n  s e e  a  v i n e .
W h a t  n o w ?  U
Y o u  a r e  o n  a  v i n e  w i t h  s t r o n g  b r a n c h e s .
E x i t s  a r e  u p w a r d s  t o  a  v i n e  a n d
d o w n w a r d s  e  a  w i n d i n g  d r i v e .g h a t  n o w /
Y o u  a r e  o n  a  v i n e ,  p u s h i n g  t h r o u g h  a
n a s s  o f  d e c a w i n g  t e n d r i l s .  L x i t s  a r e
u p w a r d s  t o  t h e  T o p  o f  t h e  v i n e  a n d
d o w n w a r d *  t o  a  v i n e .
W h a t  n o w ?  •

which on ly goes to  show that
either my copy was faulty (un-
likely) or else that you may _just get
away with it from time to time if
you're lucky.

The Price of Magik is the follow up
to Red Moon Predictable, really,
since Red Moon got the best reviews
of any Level 9 game since the old
days o f  Dungeon Adventure, The
reason. most likely, is that in fact it
represented nothing so much as a
return to the old days, with magik,
dragons, and a good deal of spell
casting. Adventurers seem to go in
for this sort of thing, so a follow-up
in the same mould seems like a
cast-iron bet.

For a cassette-based game, this
title really is pretty impressive. I
played i t  fo r several hours and
Found myself still weighing in at
the '100 locations explored' level
which leaves at least another 100
still to go, and every one with a
matchless Level 9 graphic. I  say
'matchless' because no-one else
seems to be able to beat their com-
bination o f  excellent drawing
routines (which you can interrupt
to pass on to  the next location
without waiting for them to finish)
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tIjePrice of Illagitt
L t d  9. €9.95 cassette

et's face it, Level
9 a r e  ge t t ing
ambitious i n
their o l d  age .
This is the second
game featuring
their new adven-
ture s y s t e m ,
which now offers

1000 word-plus vocabularies, bet-
ter parsing, and even (on this latest
version) R A M  SAVE,  R A M
RESTORE, and an •OOPS' com-
mand for taking back silly moves.Seems like a bit of infocom-bash-
ing is in progress up at the Weston-
Super-Mare fantasy factory.

The first thing to point out about
the Price of Magik is its use o f
Lenslok. Apparently the dreaded
Lenslok system flashes up at inter-
vals throughout the game, pre-
venting you from making further
progress unless you can enter the
correct input. I  say apparently,
because it didn't do it once during
the whole t ime 1 was playing,

with really rather abominable pic-tures.
That said, I reckon that the Price

of Magik pies are slightly better
than any o f  Level 9*s previous
efforts. However, they still cont-
rive to leave me, at best, puzzled.
The contents of the pictures often
seem to bear no relation to the
contents of the rooms except in a
few obvious cases. So, for exam-
ple, in one misty corridor we see
mist alright, but in  another cor-
ridor we see what appears to be an
enormous table (not mentioned in
the text) or, in another room, a set
of stairs definitely leading down-
ward (similarly out of context).

These are, however, niggles_
There are possibly some slightlymore serious criticisms o f  th is
game, but let's leave them for the
moment and get on with the plot_
The basic idea is not really terribly
original (serious criticism number
one). The Red Moon crystal is
being exploited by an unscrupul-
ous magician from whose control
you mu st  wrest  t h e  valuable

artefact for the benefit of human-
ity. To do this, you must enter a
vast mansion with  nothing but
your wit and repartee and acquire
magical expertise to overthrow the
baddy_

There are 18 spells to learn in
the game, but at the start there are
no instructions about what form
they might take o r how to  use
them_ However, as a  word  o f
advice, the Wiz reckons that you
should take careful note o f  a ll
inscriptions, most o f which pro-
vide either a spell word or a hint of
one. All spells require a focus or
talisman to operate, but you can
find this out easily by attempting
to cast a spell with an empty inven-
tory. The program wil l  te ll you
which talisman is required.

Finding out exactly what the
spells do isn't quite so easy. For the
most part  th is involves simply
wandering around and casting in
all directions, then waiting to see
what happens_ Unfortunately this
is a lengthy progress and develop-
ing your magikal skills is one of the
main challenges of the game.

Hints are given throughout by
the program whenever you are in

the presence of a magikal artefact.
The message 'Your sanity is sha-
ken' appears whenever such
forces are present. This message
refers to the title of the game and
the main idea behind the scoring
system. M r  Austin  apparently
thinks that a belief in magik and a
mastery o f  i t  ca n  o n l y  b e
developed as one's sanity declines.
The White Wizard is thoroughly
insulted by this attitude and as
soon as the men in white coats let
me out I shall be round to Weston
to make PA see reason.

In the meantime, while you play
the game, your sanity rating stead.
ily diminishes as your magikal
status increases. More seriously,
your stamina decreases as we ll
since this is the first Level 9 game
to feature wandering independent
monsters who you can not only
talk to, but also fight. There is
armour and weaponry to be found
in the house (though only obtain-
able after cracking a couple of eas-
ily solved puzzles), but much of
the time you will be tempted to
use magik in combat, if you can.

This question o f  independent
characters leads me to the second
criticism of POM, the role of the
'characters'. Characters have been
absent from Level 9 games until
now because the Austins did not
believe that they should be intro-
duced until either disc-based prog-
rams were the norm (therefore
giving more space) or until their
programming had reached such a

Rebljabik
jeklbounit tpust, £8.95 caostitt

elboume House
seem to  have a
thing about new
adventure f o r -
mats. No t  con-
tent with having
led the field with
the Hobbit, they
then d a b b le d

with such obscurities as Mussy
(more of a strategy game) and Zim
Sala Bim. The latter, you may
recall, was an attempt to take the
idea of the graphic adventure to
the absolute extreme by having
fully animated graphics plus text
entry —  a  sort o f  Interactivemovie.

Unfortunately, Z i m Sala Litm,
though a brave attempt, was really
pretty dull fare for most adventur-
ers. The parser was rather limited
and the vocabulary wasn't exactlyenormous. Now Melbourne have
once again attempted to  break
new ground with a program that
claims to be an 'original comic strip

state-of-the-art that the characters
really seemed to come alive.

It has to be said that the charac-
ter actions in POM are quite varied
and yer average werewolf indulges
in a good deal of grunting, sway-
ing, standing on hind-legs, and
even attempting t o  speak, but
there is a slight feeling of deja-vu.
since other games have been
including similar features fo r a
couple of years now. True, I think,
that t h e y  h a v e n ' t  b e e n
implemented quite so well, but
Level 9, by entering this field so
late, have given themselves an ini-
tial disadvantage I n  tha t the ir
achievement comes across a s
being slightly lacking in original-
ity.

This game is going to keep you
very busy for a long time_ Unlike
previous Level 9 games, you will
find yourself spending quite a bit
of t ime  attempting e ither t o
interact or avoid interacting with
the characters in the game. You
will also find that most objects are
easily found (perhaps too easily)
and their mystery lies in their use
and not in  their location. Some
Level 9 fans may find these differ-
ences irksome, b u t  t h e  W i z
believes that POM is an important
step fo r the Austins. The new
adventure system is quite simply
excellent, t h e  vocabulary i s
enormous, the features (such as
OOPS) comprehensive, and the
program as a whole a firm base on
which to build future, more startl-
ingly orig ina l,  character-based
games.

Atmosphere
Interaction
Lastability
Value For Money
Overall

78 To
88 %
88%
85%
85%

adventure',
Well, i t ' s  certainly different.

There are three picture windows
at the top of the screen, across
which comic strip style graphics
flash from right to  left_ A  new
development is  pictured in  the
right hand frame, and then when
something else happens the pic-
ture shunts along one frame to the
left and a new picture takes its
place.

What a c t u a l l y  h a p p e n s
depends, of course, on you, You
enter your commands at the bot-
tom of the screen and if  they're
acceptable the hero carries out
your instructions. The  p lo t  i s
pretty standard comic-strip fare.
Kevin (alias Redhawk) awakes in
hospital to find that by saying the
word • KWAHr he can instantly
change into his superhero alter-
ego, and then fly about the place
apprehending baddies.

There is a slight strategy element
to the program in that Kevin must
maintain his popularity rating by
doing good deeds, otherwise use-
ful people (like the police) won't
cooperate with him. You also have
to keep up your money supply and
your energy rating. The latter
diminishes rapidly while you are



Shout "KWAH" and become REDHAWK, superhero extraordinaire in this
original graphic comic strip.
Use all your superhuman skills to battle against the arch-villains, Keep a
careful check on your popularity rating, your energy level and your wallet.
Remember j e  ne say KWAH!
Available for C64, Spectrum and Amstrad at 18.95.

MELBOURNE HO

House (Publishers) Lt., Melbourne House. 60 High Street Hampton Wick, Kingston Upon Thames, Surrey tat 4DB. Telephone: (01) 943 3911 Telex: 935425 MELBSO .
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Atmosphere 50%
Interaction 60%
Lastability 68%
Value For Money 59 (
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eue5tprobe 3331 — Zgbe lantaotit four
I l e  taolb, £9.95 tatortte„ £14.95 Mgt

his is the latest in
the long line of
Scott A d a m s
games, and the
third i n  t h e
Questprobe
series featuring
the M a r v e l
heroes. Number

three introduces the Thing and the
Human Torch, either of whom you
can 'become' during the game.

The White Wizard has had occa-
sion t o be rather less than com-
plimentary about certain aspects
of Scott Adams' games in the past.
In th is  particular instance h e
ended u p  fe e lin g  posit ive ly
bloody-minded since US  Go ld
didn't supply h im with  a  h im
sheet. This is a favourite pastime
with adventure software houses,
who arrogantly assume t h a t
you're prepared to spend days on
end reviewing their games and
cracking their frequently illogical
puzzles in return for a reviewer's
pittance. I certainly don't rely on
hint sheets to review games. but
sometimes (and especially with
Scott Adams titles) they're essen-
tial to get far enough into a game
to really  get the feel of  it  in  t he
t ime available.

Scott Adams has a habit of  put-
ting you in at the deep-end in his
games. They aren't really 'explora-
tion' games at all, which is just as
well because most of them don't
have that many locations_ Instead,
they're what the Wiz thinks of as
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'puzzle' games — in other words,
their chief attraction is the number
of particularly tricky problems that
you have to solve, sometimes by
Inspired la te ra l th in kin g  a n d
sometimes, i t  must be said, by
sheer luck.

The Wiz  received the disc ver-
sion of  Questprobe 111 which offers
some excellent graphics and a voc-
abulary slightly larger than previ-
ous Ouestprobe tit les. However,
that is where the love affair ends.
The game is in fact grossly dated by

In super-hero mode,  ot herwis e
things would really be too easy.

Redhawk is a better game on the
Commodore than on most of the
other micros I've seen it  on. The
pictures draw quite quickly and
the colour selections are quite
attractive. However, the appear-
ance of the game doesn't really
compensate f o r  t h e  program'smain weaknesses. There are a
limited number of th ings
-
to d o  ( d e -
spite an apparently sophisticated
parser), a limited vocabulary, and
a limited number of locations.

The game is played in 'real-time'
with a  clock on-screen, and the
main objective is to stop an arch-
baddy from blowing up the city.
However, despite the attractions of
your super-hero opponents and
the occasional t hril l of arresting a
mugger i n  t h e  park ,  t h e  Wi z
couldn't  get worked up about the
game. The fact of the matter is that
comics are popular because they
have excellent pictures and a good
script —  Redit awk  h a s  o n l y
mediocre helpings of both_

today's adventure standards and
doesn't rise much higher than a
Quill release in terms of program-
ming.

First, the speed of the thing_ If
you select the graphics option you
have to wait for the disc to dump a
new picture on the screen every
time you change location. This
takes a long time. Even if you don't
select graphics you find that the
program takes an absurd amount
of time to process your inputs.

And it's not as if  it does much

1fir 117
' /
1
0

Vat ',THING'• ,a,

with t h e m  e i t her .  Ex amin ing
items that aren't  present results in
the message 'You see nothing spe-
cial', which gives rise to confusion
where you' re not  sure what  an
object depicted on screen is. For
example, there's a chimney stack
that looks promising, but the prog-
ram apparent ly  doesn' t  under -
stand ' c himney '  —  however,  i t
does understand 'shaft'. Entering
'Examine s haf t '  get s  y o u  t h e
aforementioned response,  a n d
simply leads  o n e  t o  wo n d e r
whether o n e  h a s  a c t u a l l y
examined something or not.

There i s  n o  R A M  SAVE o r
RESTORE option, so saving a game
involves the usual absurd palaver
of swapping discs, formatt ing spe-
dal SAVE discs, and so on_ This is
particularly a n n o y i n g  i n
Questprobe III since there's a puz-
zle at the beginning of  the game
that results in y our  rapid death
unless y ou solve i t  ASAP. That
means f r e q u e n t  RESTOREing
each t ime you die unt il you get it
right — all very t ime consuming.

The whole user interface on the
program is also pretty below aver-
age. Text is entered at the bottom
of the screen in a small window_
Once you've pressed RETURN, the
screen fl ashes wh i t e  and  y o u r
input  disappears. There's  then a
pause while the program processes
your i n p u t ,  f o l l o we d  b y  a
response. There's  t hen anot her
pause, and t he  window flashes
yellow. At  that point  you can hit
RETURN again and the window
clears to white and awaits another
input. If you can think of a more
time-consuming and absurd sys-tem then let me know — I can't.

As with all Scott's games, the
location d e sc r ip t io n s  a r e
extremely brief, though In  th is
case the graphics are of such a high
quality that the atmosphere of the
game isn' t  seriously affected by
this. Nevertheless this is definitely
not a game for text-only fanatics.

Nor is it a game for those who
like lots of places to explore with-
out having to crack endless, tricky
puzzles, o r  f or those who  like a
game t hat  can mov e along at  a
cracking pace, o r  for those who
want a game with a helpful parser.
I leave you, members of the Magic
Circle, to draw your own conclu•sions.

Atmosphere
Interaction
Lastability
Value For Money
Overall

75%
59 ri/o
75%
58%
62 %
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Atmosphere 72%
Interaction 68%
Lastability 6 5 %
Value For Money 9 5 %
Overall 8 5 %

fiftbilt C1.99 tatittette

T have al ready
dipped their feet
into the  budget
adventure m a r -
ket with Subsunk,
a pleasant l i ttle
Quilled ditty that
represented very
good v a l ue  a t

L1.99. Now they've come up with
a sequel. Seabase Delta, at the same
pocket-money price.

Well, you don't expect much for
E1.99, so the Wiz  is pleased to
report that he was quite taken with
this package. The game has some
above average graphics and the
scenario, though not  startlingly
original. contains some novel puz-
zles and is generally consistent and
logical in its construction.

Your mission is to penetrate an
underwater enemy base, find out
what's going on, and then escape.
The game drops you in at the deep.
end, having you standing over a
dead body in hostile territory, but
in fact things are made pretty easy
for you since a quick examination
of items close by  wi l l  tel l  you
almost all you need to know about

chronically overpriced.
Having said that, though, there

is just one point the Wiz would like
to make about budget adventure
software. The  fact is that once
you've cracked a  game there is
very l i ttle enjoyment left i n i t,
unlike a n  arcade-based ga m e
where you can continue to try and
improve y our  performance.  I f
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your objective.
The base is constructed around

a seriesof subways. through which
you travel on a small, card-oper-
ated transit vehicle. Given that the
game was Quilled, the whole pro-
cess has been quite well-program-
med, though moving from one
subway station to another  is a
rather repetitive process involving
much fastening and unfasteningoi
seat-belts w hi c h i r r i tated m e
slightly.

The graphics are really excellent
for a game in this price range, the
punks are many, and for the most
part very logical. I f  you enjoyed
Subsunk then I  think you'll agree
with me that Sea base Delta is even
better. When I think of companies
like itth Day Software who have
entered the budget market in the
last year or two, all I can say is that
at £1.99 Seabase Delta makes most
of the budget competition l ook

budget i n price means budget in
size (and I suppose it doesn't have
to) then I 'm not  sure just how
worthwhile budget  adventures
are. Personally I  would prefer to
save up my pennies and get some-
thing that was going to keep me
occupied for  longer. However, i f
you can accept the idea of a simpler
game that won't take you months
to solve, then this particular exam-
ple definitely belongs in your col-
lection i t ' s  neatly presented,
neatly pr ogr a m m e d,  a n d ,
although it doesn't offer a massive
number of  locations, i t's lots of
fun.

Wan) O W
Melbourne House are poised for a
huge Hobbi t relaunch,  w i t h a
cheaper version coming into the
shops at E9.95. The company claim
that the package represents *tre-
mendous value', but then go on to
point out  that i t wi l l  no longer
include the book. Hmmm I s n ' t
this game getting just a bit long in
the tooth for that sort of market-
ing?

At the same time as Melbourne
relaunch the Hobbit, CRL are set to
release The Boggit. Grandalf and
Bimbo go off together on a camp-
ing holiday, the secrets of which
will be yours for 0.95.  With over
100 locations to explore, the Wiz
can't help feeling that this repre-
sents better value than its more
serious predecessor l o o k  Out for
a review in the near future.

Infogrames, a  French company
renowned f o r  t he i r  excel lent
graphics and original games, are
here. Their first product, Mandra-
gore, offers 64 owners 260K of
program, 'a graphic adventure of
colossal proportions', plus a ten
chapter booklet.

The game can be played by up to
four players, each playing a single
role within the game (rather like
in Lord of the Rings). Players must
unravel the secrets of ten mysteri-
ous chateaux before defeating the
evil Yarod.Nur. The company are
offering the chance of a visit to
France to selected players, though
the method of selection has not yet
been determined. Full review next
month.

Et3arbt itlailbag
Chris Gunni ng kindly sent me a
short review of  Buckaroo Banzai
from Scott Adams. This game isn't
available over here yet, but Chris
rated it 82% overall, saying: ° IN.
Buckaroo, have discovered with the
aid olyour )rt car, a race of aliens called
the Lectroids who are out to destroy the
world. Just as you think you have dis-
posed of them, you discover that they
have planted a nuclear bomb in the
heart of a mountain ready to explode.
It is your job to set out and save
Arizona.' S o u n d s  pr omi si ng,
though apparently we'll  have to
wait for the film upon which the
game is based to be released over
here before we can play the adven-
ture.

News of a new adventure dub has
reached m e ,  A d v e n t u r e r s
Anonymous,  r un by  Ri char d
Gibson a nd G a v i n Day ,  The
membership fee i s  [5. 00,  a nd
further details can be found in the
Club section.

Alan Mockler  writes in to ask for
more reviews of Infocom games
and more maps. OK, Alan, c o n -
sider it — maps take up rather a lot
of space in the column land also
take time to prepare) but b e

delighted to print any I  receive,
space permitting. How about i t,
mappers?

Alan also writes: 'Please get on to
Roger ( Kean) and get the old skinflint
(only joking Roger) to organise an
interview or  feature on Infocont'
Shame on you, Alan! Roger a skin-
flint?! Haven't you read the last
two issue!?

Seriously, though,  Infocom got
themselves into a bit of a jam this
year, after spending ages working
on an 'intelligent' business prog-
ram that  woul d accept English
inputs. Unfortunately this excel-
lent idea for a spin-off from their
adventure games succeeded i n
sinking the company, since others
had already had the same idea and
done a  better  job.  Fortunately,
they are now in the capable hands
of Activision, who will shortly be
releasing two new Infocom adven-
tures — 'Dimity (for the Cl28 only
and Leather Goddesses of Phobos (for
the 641 — along with all of their
older titles. Mor e  details next
month.

Finally. Zeon the Wiz has applied
for the honorary position of demi-
wiz by announcing that he runs a
Closed User Group on Compunet
called Mudders Anonymous. Full
details from the magician himself
at 48 Thames Close, West End,
Southampton,  Hants, 503 4LE.

)Itiarb Tipt
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 Especi a l l y  if a large
ogre is heading straight for you
with murder in his eye and a
Ba [mg 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
Whirzard Remedies printed below

THE  VERY BIG CAVE ADVEN-
TURE
More trouble with the bull — he's
an abomination.

LORD OF THE RINGS
Go for a swim at the beach.
lb pass a skeleton, throw a gem.

SEABASE DELTA
Wear flippers to examine table.
Get ink from octopus.
Forget the torch.

THE  PI LGRI M
Eat fungus when sick.
Wear mask and turn valve to get
past yellow fog.

PLANETFALL
Floyd will get shiny fromitz.
Note colour on panel next to enu n-
ciator then press appropriate but-
ton in machine shop.

TRACER SANCTI ON
Go mining on Jubilex and sell pro-
ceeds on Solex.
Switch ace on Metropolis to get
1875 sols.
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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
games) 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 1DB. 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 every
letter 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.
Questline also appears on
Cor npunet  and Micronet,
though thc Wiz isn't sure of the
MBX 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 £12 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 16
hours a day, 7 days a week.'

Sounds like quite an
undertaking. Roger and! 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.

Help Offered
Heroes of Karn. Empire of Kam
Catacombs, Eureka. Hulk,
Spiderman, Munroe Manor,
Hobbit, Forest of Doom, Pyramid
of Doom, Quest for Merravid,
Holy Grail, Twin Kingdom Valley,
Dungeon Adventure, Castle of
Terror, Golden Baton, Perseus and
Andromeda, Witches Cauldron,
Classic Adventure, Arrow of
Death Part I, Pirate Adventure,
Ten Little Indians, Ring of Power,
Aztec Tomb Part I, Gremlins,
Jewels of Babylon
Si mon Gaunt,  Tel. 0302 726917
between 5pm and 9.30pm
only.

Valhalla, Waxworks, Golden
Baton, Hulk, Spiderman.
Snowball, Arrow of Death Parts I
and 2, Hobbit, Hitch-hikers Guide
to the Galaxy, Terrormolinos,
Hampstead, Eureka
Ni ck Wr ight,  I Eastleigh Drive,
Mickleover ,  Derby,  DE3 5HZ.

Zork 1,2,3, Enchanter, Sorcerer,
Starcross. Suspended, Planetfall,
Hitch-hikers Guide to the Galaxy
Nigel  Morse,  11 Green Leafe
Avenue, Wheatley Hills,
Doncaster ,  DN2 5RG Tel.
Doncaster  61672 between 6pm
and 8pm,  weekdays only.

Urban Upstart, The Helm,
Subsunk, Circus, Ten Little
Indians, Perseus and Andromeda,
Arrow of Death Part I, Hulk,
Spiderman, Adventureland,
Secret Mission, Sorcerer of
Claymorgue Castle, Gremlins,
Lords of Time, Colossal Adventure
Gavin Berry,  25 Beauvale
Road,  Hucknal l ,  Notti ngham,
NGI 5  6PF Tel (0602) 635117
between 2pm and 5pm only.

Hacker, Dragonsworld,
Hampstead, Empire of Karn,
Heroes of Karn
Ly nn Leech,  Tel 0942 606900
after  6pm and Sundays.

Heroes of Karn, Voodoo Castle,
Ten Little Indians, The Lost City,
Wizard of Akyrz, Quest for the
Holy Grail, The Hobbit
Paul  Flanagan,  6 Corry,
Bel leek,  County Fermanagh,  N
I reland.

Quest for the Holy Grail, Hobbit.
Grand Larceny, Castle o f  Terror
Terronnolinos, Rin g  o f  Power,
Gremlins, Danger Mouse in  the
Black Forest Chateau, Adventure-
land, Hulk, Red Moon, Ten Little
Indians, Heroes of Karn, Spider-
man, Mindshadow, A rro w o f
Death Part I ,  Mordons Quest,
Crystals of Carus, Never Ending
Story. Return to  Eden, Emerald
Isle, Wizard o f  Akyrz, Circus,
Escape from Pulsar 7
Graham Robson„  169 Boddi e
Road,  B e n  well, Ne w c a s t l e
upon Tyne. N M  8JW

Hobbit, Twin  Kingdom Valley,
Hulk. Gremlins, Eureka (Prehis-
toric), Sherlock, Valkyrie IZ Mac-
beth 2, Valhalla

Kevin Eason, 24 Buiwer Road,
Ki rkby i n  Ashfi el d,  Not t i n-
gham, NG17 8DR.  Tel : (0623)
753725 after 4:30pm weekdays
or after  2pm weekends.
Gremlins, Fourth Protocol.
Hobbit, Empire of Kam, Snowball.
Lords of Time, Red Moon, Twin
Kingdom Valley. Tower of
Despair, Mindshadow, Tracer
Sanction, Spidennan. Adventure
Quest, Lords of Midnight
Sanjay Keswani ,  76 Gird wood
Road,  London,  SW IS 5QT. Tel:
01 788 7511 before 10.00pm.

The Hobbit, The Hulk, Spiderman,
The Time Machine, Return to
Eden
Clyde Meli ,  Villa Yvonne,  36
Ta'Xbiex 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 Macvie, 22 Loanhead
Street,  Ki lmarnock,  Ayrshire,
K A I  3AU.  Tel: 0563 42816
between 6pm and 9pm only.

Hampstead, Snowball,
Terrormolinos, Gremlins, Never
Ending Story, Heroes of Kam
Davi d,  179 Gilbert Road,
Smethwi ck,  Warley, West
Mi dl ands,  B66 4PT Tel: 021 565
2492

Hobbit, Erik the Viking, Fourth
Protocol I &II, Hacker, Castle of
Terror, Zork Ill, Ring of Power

You can contact the White Wizard
by wilting to him do ZZAP! 64.1
love getting letters and will always
publish them on these pages if rve
got the space. Remember that
there may be some delay between

your sending the letter and seemit in print — we work to very odd
schedules in the publishing
industry.

If you have one of these new
tangled modem things, you can
get me on Prestel 919994854 or
BT Gold on 83:INL251.  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

riefjottings from the world of the
Modem-Owning Magicians

Chris Gunni ng (232618977) has
been much on the wires recently.

Steven Kel ly,  4 South View,
Whi ns Lane,  Simonstone,
Burnley,  Lancs, BBI2 7QU

Eureka
Andr e w  Froggatt,  195 Whi te
Swan Road,  Mt  Roskill ,
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, KY I
I PX Tel: (0592) 201384 after
4pm Mon to Fri; all day
Saturday,  but not Sunday.

Zork P l a n e t  fall, Witness,
Deadline, Suspect, Enchanter,
Sorceror, Infidel, Suspended,
Starcross, Sea stalker, 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! & R,
Golden Baton. Perseus and
Andromeda, Hobbit, Hampstead,
Terrormoli nos, Amazon,
Dragonworld. Perry Mason
Mandarin Murder, Erik the

Mindshadow, Tracer
Sanction, Dallas Quest, Aztec
Tomb Adventure I
Christian Martensen, 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, 'I can
get past the bit where we have got
the 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, Tis the reward of
disbelief, John — the curse of the
Bearded One!

Tam Carson (07:TQC001) sent
In a remote mail f rom Aussieland
with a big hello to all who cavort
on these pages. Ali! The bliss of BT
Gold long-distance comms!
Anyone else out there on a
Dialcom network?

Pleaw note that the  White  Wira rd
cannot answer individua l entwine%
from k , i  adventurers., ii you're mall
stuck. i hen try asking one of the Clever
co n u i I ,  tor a...A*1,1mq..

'wa r  ME WAIT -N i t la Ct *



THE EDITOR
Produces tokenised source
files which occupy about
half the normal space and
accelerate assembly to
three times the normal
speed.

Source Pres can be loaded saved
to and from tape and disc from
within the editor Source files from
other popular assemblers can be
loaded and tokenised
' A full screen editor which
replaces conventional text
handling with a block paragraph •
numbering scheme •

LASER GENIUS, the definitive system
for machine code programming, is
part of the OCEAN "Innovation and
Quality
- 
r a n
g e ,  
b r
o u
g h
t  
t
o  
y
o
u  
w
i
t
h

the combined skills end resources of
OCEAN and OASIS Iproducer of
"Who Liehtnong") °the!, easy to use •
products in this range will ancJude
extended BASICs, Compilers,
designers, music composers a
processors to make yourp
more rewording

THE ASSEMBLER
A full two-pass macro
assembler (co-resident with
the editor) which supports
input/output from tape and
disc, conditional assembly,
intelligent assembly of
subroutine libraries and
inclusion of named files
from tape or disc.
' Built in calculator with access to
symbol table after assembly
.' Symbol table may be saved and
loaded for cross reference and
selective assembly of subroutine
libraries

280 mnemonics cart„be freely
mowed with Phoenix, a high level
compiling language

AN EDITOR, ASSEMBLER, MONITOR AND
ANALYSER THAT REPRESENTS A NEW APPROACH

TO MACHINE CODE DEVELOPMENT.
THE MONI TOR
has all the usual features of
a relocatable front-panel
debugger plus:
• Disassembly to screen, printer,
tape or disc with CALL and JUMP
labels automatically generated
Disassembled files can be loaded
into the assembler, edited and
re-assembled

4 slow running modes with a
trace facility that allows the path
of a program to be stored so that
bugs cantle traced back to their
source
• 17 types of breakpoints ore
available -  up to 8 can be set at
any one time. Options include
"down-count" and .control of slaw
run modes.

THE ANALYSER
A cottipietely new concept in
program debugging This unique
utility alloWs you to execute up to,
ten analyser programs that
scrutinise your machine code
program while it is running When
a particular condition's found the
program will break with an option
to trace the path taken
For example, if a program crashes,
writing extraneous data to the
screen, the analyser can be set to
run the program up to the point
that a 'write' is made to a
particular area of jhe screen. The
path can then be listed to find
where the error originated.

SPECTRUM Z I A  a l t
48K/ +1128K &no I rep is t

AMSTRAD CPC 464/664/612814.95i E19.95;
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THE GENIUS OF
AMPLIFIED LIGHT
Launches of new games by software houses abound, a week doesn't go
by without yet another 'mega ' game being thrust in front of the press
herd. This sort of thing is great fun since the software house launching the
product usually decides the line best taken is to force as much drink as
possible down the attending journalistic throats. In the utility software
world, however, such things are very rare and when Ocean decided to
launch their new Laser Genius at a plush hotel in downtown
Knightsbridge I was more than surprised. And a very nice time I had there
too as did, I suspect, the representatives of other magazines. Many a
hack journalist was to be seen to be staggering from Basil House Hotel
towards Knightsbridge Tube station clutching their review copies of
Laser Genius. And what of the product? Well I'll describe it now:

First a bit of history, a long t ime
ago a there was a company called
Oasis Software who were
responsible for White Lightning, a
games design package for the
Spectrum. It was guile successful
so they decided to widen their
horizons to the 64 field and
released Machine Lightning. For
forty quid Oasis supplied punters
with an assembler plus a host of
graphics subroutines. The
response, needless to say, was
rather low. Even though the
assembler itself was excellent, the
price tag on the disk version was
more than enough to scare off
many end users. Nonetheless.
Machfne Lightning managed to
clock up quite a respectable repu-
tation with many 64 proggers.

The next phase of the story was
for Oasis to sign a sales and dis-
tribution deal with Ocean, Under
Ocean's wing, Oasis decided to
rethink and improve some of their
earlier stuff and one that came
under scrutiny was Machine/sight-
ning. Newly renamed Laser
Genius the package contains the
old Machine Lightning assembler
plus an interesting new goody
going by the name of 8502
Analyser.

First the assembler:
The range of assemblers to be
found for the 64 is not exactly huge
and in most cases the quality of the
product is really rather poor. Most
are modifications of the normal
Commodore BASIC environment
and as such are a bit of a pain to
use. If you're writ ing an assembler
this approach makes sense since
you don't have to be bothered by
writing a fully fledged editor as
well. The Laser Genius assembler,
however, takes a totally different
approach and includes an
extremely nice editor through
which to input your source code.
You type in mnemonics in the fairly
standard label, mnemonic, com-
ment format and although you may
type them in a slovenly manner,
when listed the text is shown for-
matted. For example typing:

10010OP LDX TIME

would list as:

103 LOOP LDX TIME

'
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You may think that having pretty
looking source code is a finicky
detail, but to me it's very important
Indeed. I find that with a fairly sen-
sibly laid out listing the debugging
process is far easier since mis-
takes tend to stand Out promi-
nently. As you enter your text the
editor scans each line for any obvi-
ous mistakes and points them out.
To make inputt ing text all the
easier there are AUTO and
RENUMBER commands to shuffle
your line numbers about along
with DELETE for wanging out
chunks of text.

Other handy features built into
the editor include block move and
block copy commands plus some
handy extensions on the list com-
mand. Using using an exclamation
mark before a label with the list
command allows the rapid finding
of a particular section of text. LIST
!LOOP will list the line where label
LOOP occurs, LIST 1100P, will
list from LOOP onwards and LIST
ILOOP,ILOOP2 will dump to
screen all the text between LOOP
and LOOP2.

The assembler itself is replete
with all the functions you would
expect to find in any good assem-

• / I  -  / –

bier. Data for operands can be
bunged in as expressions in either
hex. ascii, binary or octal and sim-
ple operations such as addition,
subtraction, multiplication, divi-
sion, modulus, EXCLUSIVE OR,
OR or AND can performed on the
data. A line stating:

LDA CSET -4-•A'•8

is quite valid because while
assembling Laser Genius figures
out what CSET i s  and
places that value into the object
code. All very clever Indeed.

To test the value of an expres-
sion beforehand just input EVAL
thee expression. EVAL can be
shortened to its abbreviated ques-
tion mark form, a handy addition all
in all since it saves awkward fiddly
messing around with calculators.

So now you've got your text into
the machine and you want to
assemble it. Logically enough the
ASM command is the one to use
and it comes with a whole host of
possible suffixes. Using ASM by

%

/

itself does a dry run and will not
actually generate any object code.
This option is not completely use-
less though as it reports any errors
that may crop up in your virgin list-
ing. To commit your work to mem-
ory ASM,M (ASseMble,Memory
— it's all very logical you see) is
needed. Another suffix is L, with
this tagged on the end of ASM a
full listing of the code is produced
after the assembly.

C produces a concordance
table (wot dal?) after assembly, a
concordance table being a full list
of all the labels used within the
prog. Two tables are produced:
one in alphabetical order and the
other in numerical.

0  assembles onto disk Or tape.
The nice thing about the ASM
command is that all its suffixes can
be strung together — so
ASM,M,L,C will assemble into
memory and produce both a con-
cordance table plus a listing.
Phew!

To test out your newly assem-
bled routine use the SYS com-
mand to get things going. The
most sensible course of action is
to define a label at the start of your
prog, for example one called
START. Instead of having to
remember mucky start addresses
it's possible just to type in SYS
START. All the operations in Laser
Genius label can be freely used as
expressions which Is really very
useful. If you need to save out
freshly assembled code you use
the MSAVE command for which
you need to specify the start and
end addresses of the memory to
be saved. With a label defined as
START and another at the end of
text as FIN then
MSAVE"obj",START,FIN will do
the job for you. Much neater than
having to poke locations 43.44,45
and 46 with the start and end
addresses as BASIC demands.

For those of you out there with
printers Laser Genius caters more
than adequately, preceeding any
of Laser Genius' commands with
an asterisk causes the results to be
sent to the printer. There are also a
large amount formatting com-
mands available that allow listings
to be paginated with both 'header*
and •footee (top and base) titles.
How handy.
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TECH
FI NAL POWER
After reviewing Evesham's Cartroidal offerings last month I've been Inun-
dated by a whole host of other such productsfor evaluation. Two equally
impressive looking ones both purport ing to perform near identical tasks
are the Final Cartridge and The Power Cartridge. The Final Cartridge
has been aroundtor quitea while but as it's being constantlyupdated the
version we weregiven (version 7) bears little resemblance to its first incar-
nation, Power Cartridge is a new thing packaged in a very natty as—
never s een—bef ore red boxlet (it matches my briefcase). For some
extremely strange reason both of the plug-ons were originated in Holland,
maybethe dullness of the Netherlandic software market pushes the little
clog wearers into designing new hardware for their 64s. Well it beats
stuffing yourself with Edam.

Both cartridges provide an alternative operating system for the 64 and
add many much needed facilities that should really and truly have been
included in thefirst place. Still what does a porky review person do when
told that a cartridge is a 16K operating system? He totally disbelieves them
that's what he does. With screwdriver in hand I managed to prise thetops
off both cartridges and found that what the literature said was true. Both
boxes hold sixteen K eproms and a whole bunch of switching circuitry
(TTL's and such like) for chugging out the old operating system and elec-
tronically plugging in the new.

The main features provided by both carts are very similar. First, for the
ardentfans of BASIC, there's the toolkit givingaccessto a large number
of extra editing commands plus the ability to handle Hex, a task notori-
ously nasty in BASIC. Of the two The Power Cartridge just winsout as all
the ext ensions provided by FC are provided plus a few other equally useful
functions including the very handy DOKE (a 2 byte poke).

Next in the fine of handy add -ons added on are the various turbo tools,
For the tape user both extensions provide very easily used tape turbos
that troll the data in and out of the cassette port at about ten times the
speed of the normal CBM silly blue screen loader. Both functioned per-
fectly reasonably and are quite an obvious boon to any cassette bound
person.

The disk turbos are also handy since, as any 1541 owner will now know,
Commodore's  disk drive is pathetically slow, With either of these handy
hunks of plastic installed certain disk operations are speeded up by five
times. The Final Cartridge turbos both loading and saving while Power
Cartridge only gives the loading process a helping hand.

The first Gary Liddon test of any disk turbo isto see if it works with my
assembler, Machine Lighting, It's more an exercise in hope than a true test
of the turbo since it would be so nice to have a disk turbo when heavily
accessing the disk as is often the case when I've got the assembler out.
To date all turbo cartridges have managed to corrupt some obscure zero
page location that Machine Lighting just happens to use. The result is a
cross Liddon and a thoroughly unrecoverable situation. FC did, to my
completeand utterunsurprise, foul up while The Power Cartridge worked
perfectly well cheering up the Liddon visage a great deal. Still Final Car-
tridge works well with a majority of programs at a respectable 5 times the
normal speed — so you really shouldn't be that put off because it won't
work with an obscure assembler. Also, as a handy add-on, both carts
make disk access a darn sight easier with the addition of the DLOAD and
DSAVE commands that take away all the hassle of having to type all that
8,1 rubbish.

Monitors

Included on both offerings are neat monitors that easily allow manipula-
tion of memory throughout the 64. All the usual, and very useful, block
move, memory edit, one line assemble and other such commands are
included fortheuser's delectation There's  not reallya lot to choose bet-
ween the two except for some rather silly reason (probably just a slip of
memory) The Power Cartridge denies the user any ability to look under-
neath BASIC or Kernel. The Final Cartridge, however, allows all of the
ROMS to be turned off and you can even knock out I/O (ED000,CDFFF)
and have a PEEK at what's lurking under there.

Printer Bits
Well thanks to the frugalness of ZZAP! financial director, Franco Frey, we
don't  actually have a printer for our 64 and as a result I was unable to test
out any of the corn prehensive printer functions supplied by either car-
tridge. Still the inlays haven't lied yet and so this is what they claim to do.
The most notable additions are the screen dump facilities that can be
accessed at any time, even when with a game up and running. So now
it's possi ble to dump out game screens. If the screen is character based,
however, you won't seethe redefined characters. If it's a high res screen
then it dumps using shades to depict the sixteen different colours. Power
Cartridge supports a wider range of printers. so it's more I ikely to be useful
than Final Cartridge.

Freezing
Both boxes have some manner of reset on the back. Hitting them takes
you to a menu and both allow the state of the mach ineto be saved out as
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it is. It's a very similar effect to using a freeze frame. With both add-ons,
to limit their pirating powers, you actually have to have the cartridges in
place when loading back what's been saved out. It's quite sensible really
sincegames saved out shouldn't really be loaded by anyoneelseexcept
the owner of the original. From these reset menus it's also possible to get
into a monitor. Very handy if you know the start address of a game and
want to bung in some pokes.

Extras
As a plus the Final Cartridge also comes complete with a game killer var-
iant though to be honest I couldn't get it to work. An 'extra' also included
on Final Cartridge is an increased finickiness over loading tape games.
With the FC in it was loath to load quite a few of our tapes. Still there's an
on/off switch at the back which should cure the problem. If you wish it's
also possibleto quit the Power Cartridge with thefairly obvious QUIT com-
mand. With eithercartridge installed thefunction keys are reprogrammed
to handy functions.

Summary
Both cartridges function fairly well though a few quirks came up with the
Final Cartridge, a nasty one was from the freeze menu:There's an option
to jump to the reset menu but it didn't work and just spilled garbled sprites
onto the screen. A couple of times Power Cartridge refused to acknow-
ledge key presses in the reset menu. This only happened twice and both
times it was possible to get out of the situation by pressing reset again.
There's very little to choose between the two but Out of them I like the
Power Cartridge best, mainly because it's slightly easier to use than FC.
In the documentation stakes the PC also comes out just on top as it does
on the packaging side of things. I know it may seem a bit petty to go on
about the packaging but after skinning out forty five quid (which both add-
ons cost) it's n ice to feel you've bought something .The PC packaging is
very neat and professional while the Final Cartridge came in a clear plastic
bag with a computer print Out instruction leaflet.

Anyway I can recommend either of the two to any 64 user/programmer,
especially those with disk drives, and though the price is a mite steep you'll
find yourself wondering how you ever managed withoutthehelp they pro-
vide.
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Monitoring the bugs
Laser Genius is not only an assem-
bler/editor, it also includes a full
monitor and debugger. The best
thing about this is its ability to work
with allot your program's labels. If
you suddenly need to look at the
contents of a variable then MUST
varname will do the job.

Included in this section are
handy single step routines for
debugging a faulty listing.

All in all I regard the assembler
as excellent, it provides the best
environment I've seen yet on a 64
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for the creation of code. Even if the
Laser Genius package only con-
sisted of the assembler/editor it
would still be top of my utilities list,
but it doesn't end there, yet before
us lies the Analyser.

In terpret ing  the code
At its most basic and fundamental
level the Analyser is a machine
code monitor for aiding the falter-
ing first few steps of a new prog-
ram. if this is all the analyser
offered then a truly unremarkable
thing it would be, however this is

not the case. What is very neat and
innovative about the Analyser is
that it contains a 6502 interpreter.
Instead of running the code as a
6502 program it's possible to have
the Analyser run it in a similar man-
ner as the Basic interpreter does
BASIC. The advantage is that with
your program under such control
it makes chocking for errors very
easy indeed. Understandably
enough the code runs at a much
slower speed while being inter-
preted but the depreciation is
worthwhile for the control you now
have over even the most unruly of
programs.

A usual problem with bugged
progs is that they corrupt certain
areas of memory they shouldn't.
Hunting down the misprogram-
med object code causing such
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errors is usually time consuming
and awkward. Using the
Analyser's facilities it is possible to
have your code interpreted in real
t ime until certain conditions are
met. Telling the Analyser which
condit ions have to be met to stop
execution is done via a FORTH like
language. Using this flexible sys-
tem it's possible to halt execution
when a certain memory location is
read or written to, when any regis-
ter is set to a certain value, even
when any of the 6502 status regis-
ters are set.

The disadvantage of such a flex-
ible system is that it does take a
while to learn the new language,
however the results are worthwhile
since, once mastered, Oasis' 6502
Analyser becomes an invaluable
tool.

The reckoning
Overall I wouldn't  hesitate in
recommending Laser Genius to
any potential or perennial prog-
rammers looking for a decent
assembler. Within its field Laser
Genius is most definitely tops and
offers excellent value for money
when compared to its rather
inadequate contemporaries. Even
if at the moment you are using
another make of assembler and
you're relatively happy with it, I
should still take a look al Ocean's
latest as I'm sure you'll be sur-
prised by the amount of work it will
save you.
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GONZO B O M B °
Well I certainly had a wee bit of a
chortle this month mosey due to
flino's latest release Bombom In
programming standards I'd say
Bombo is the machine code equi-
valent of the human appendix:
totally useless but it can cause an
awful lot of grief. If Mr Software
Retailer had managed to get £7.95
out of my wallet for it then he
wouldn't have a very happy Gary
Liddon on his hands. However
since the copy we had was a gratis
one for review it was possible to sit
back and have a good long laugh.

The first source of hilarity is the
title screen which uses raster splits
to create different colour bars in the
border. To say they gletch is a mer-
ciful understatement. To stop such
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glitching is very easy indeed since
the glitch always happens at the
same place; a small constant
pause before changing the border
colour will push the offending
glitch outside of the border where
it can't be seen. It s an old trick and
a well known one that's been
employed in commercial software
tor years.

Thereat side splitter is the scrol-
ling message which happily
informsthat 'if we wanted to know
about how to do raster interupts
and all that on the C64 then buy my
book Mastering Machine Code on
The Commodore 64', Hardy Her
Har, Needlessto say ZZAPlis cur-
rently seeking out a copy of the said
publication as it should provide a
good guffaw or ten.

IMM M E I  M i l  MEI  MEI

TIPS +plus ++++++
LCP PROBLEM CORNER

Make Way for Elsie Pee (MD)

It has come to my attention that there have recently been gross
amounts of  cruelty inflicted upon the  Little People' (and I 'm not
talking about Sean Masterson) who inhabit a  certain computer,
namely the Commodore 64. I am horrified and disgusted to learn that
those honoured enough to be entrusted with a Little Person (I shall
refrain from using the more common term 'Pet Person' since I do not
wholly believe that this is the case) have actually been trying to
CHANGE him for another one (the mere thought makes my flesh
crawl). Don't you realise that a Little Person is for life!? He lives,
breathes, eats and uses the toilet just as you do. You can't go around
POKEing him just because you find him boring!! How would you feel
is someone POKEd you in the CPU? You wouldn't like it, now would
you? No. Precisely.

It is therefore hardly surprising that your Uttle Person has now
evacuated the premises and moved on to pastures new, leaving
behind a hologram (I bet you didn't know about the holographer in the
'back room') of a 'ghost ' to tweak your conscience (Little People are
rather vindictive, you see, and I can't say that I blame them. because
I don't).

However, I am willing to believe that you deserve a second chance.
So, here is a Fisting which will tempt another Little Person to move in.
Type it in and check it very carefully for errors. If it looks kosher
enough, insert your house-on-a-disk, type RUN (RETURN) and fol-
low the on-screen instructions. The rest is up to you .  Look  after
your new found friend -  I don't want to hear of any more cases of
Little Computer Person Abuse. OK? OK.

You can thank my assistant, David Chiles -  who lives and works in
Saltbum-by-the-Sea, Cleveland -  for his dedicated research and
the helpful program. Go on ' T h a n k  you. David'. Good. Goodbye.

0 A= RND(-I I )
5 PRINT "SEARCHING FOR A LrrrLE PERSON .  . "
10 OPEN 15,8,15,"10"
20 OPEN 2,8,2'10"
30 PRINT*15,"B-P:"2;0;0
40 RESTORE:FOR I =0 TO 255:READ A:PRINT412,CHRUA);:NEXT
50 PR INTO 5," U2:"2;0:1;4
51 PRINT#15,"B-P:"2;0;0:PRINTA15,"U1:"2;0;18;17:
PRINT415,"B-P:"2;0-,0
52 FOR 1=1 TO 8:PRIWr-02,CHRS(48+INT(RND(1)•15));:NEXT
53 PRINT15,"U2:"2;0:18;17
60 CLOSE2:CLOSE15
70 PRINT:PRINT "FOUND A LITTLE COMPUTER PERSON!"
80 PRINT "PLEASE TURN OFF COMPUTER AND REBOOT LCP"
90 PRINT "HOUSE ON A DISK .  . "
100 DATA 255, 3, 3, 23, 3
101 DATA 2, 4, 3, 107,75 1 2 6  DATA 4, 5, 1, 1,2
102 DATA 11, 0, 0, 1, 109, 0 1 2 7  DATA 3, 4, 1, 3, 2, 0
103 DATA 0, 0, 0, 1, 6, 1 1 2 8  DATA 0, 254, 253, 251
104 DATA 2, 2, 2, 2, 0, 0 1 2 9  DATA 247, 239, 223, 191
105 DATA 2, 0, 0, 45 1 3 0  DATA 127,1, 2,4
106 DATA 34, 2, 12, 17,0 1 3 1  DATA 8, 16, 32, 64
107 DATA 15, 36, 0, 20, 40 1 3 2  DATA 128, 0, 66, 44
108 DATA 0, 7, 0, 6, 0, 15 1 3 3  DATA 22, 0, 0, 0, 0, 0
109 DATA 0, 122, 5, 0, 0 1 3 4  DATA 0, 0, 0, 0, 1,8
110 DATAO, 0, 12,12, 0 1 3 5  DATA 49, 133, 66, 105
111 DATA 0, 12, 13,9,1,  1 1 3 6  DATA108,  108,121, 32
112 DATA 7, 33, 4, 16, 21 1 3 7  DATA 66,111,98, 32
113 DATA 11, 4, 0, 0,0 1 3 8  DATA 66, 105,110,107
114 DATA 255, 255, 0, 0, 0, 0 1 3 9  DATA 108, 101, 0, 0, 0
115 DATA 8, 4, 0, 0, 8, 1 1 4 0  DATA 0, 0, 0, 0, 0, 90
116 DATA 1,0, 0,164,160 1 4 1  DATA 101, 107, 101, 0, 0
117 DATA 90, 0, 70, 64, 181 1 4 2  DATA 0, 0, 0, 0, 0, 0
118 DATA 128, 16,32. 0 1 4 3  DATA 0, 0, 0, 0, 143
119 DATA 0, 229, 229,165 1 4 4  DATAO, 0, 1, 18, 0,0
120DATA229,  16, 16, 11 1 4 5  DATA 4, 89, 9, 7, 0,0
121 DATA 9, 254, 0,2 1 4 6  DATA 191, 255, 0, 64
122 DATA 246, 0, 0, 0, 0, 0 1 4 7  DATA 255, 191, 0, 0, 191
123 DATA 54, 4, 0, 0, 131 1 4 8  DATA 191, 0, 0, 255, 191
124 DATA 131, 2, 2, 131, 0 1 4 9  DATA 0, 0, 191, 255, 0
125 DATA 6,4, 5, 0, 6 1 5 0 D A T A  0, 191, 191, 0,0, 191
E M I  I I = 1  • = 1
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The r e c e n t  7 t h
Commodore
Show a t  t h e
Novotel was  wel l
received by all who
attended and that
included p r a c t i -
cally the whole of
the ZZA P !  t e a m
who t r a v e l l e d
down t h e  n i g h t
before i n  t h e
Shadowmobile.  I t
gave your favour-
ite nights talker a
chance t o  me e t
many f a m i l i a r
faces both friendly
and not so friendly.
Ow'  o f  T h e

Shadow's  oldest (32 we are led to believe) and boldest 'old chums'
met was the ever debonaire Tony Takoushi.  Trendy Tony, sporting
his much worn Taskset sweatyshirt, is rumoured to be touting the
rights around for a german Turbo system going by  the name of
Speedos. This lit t le techno marvel allows any fi le writ ten out  on
specialty formatted disks to be reloaded within the minute t ime of
four seconds. Just a few minor adjustments are needed on the bog
standard 1541 to make it work, a replacemnet kernel is fitted to both
disk drive and computer and some connections are made between
the user port  and 1541 c ircuit  board.  The sum total of  such an
operation i s  a  mere 17  and hopefully  we  wil l  s ee Speedos '
emergence in the near future. So far Takoushi has shown Speedos
to Firebird and Activision in hope of stirring up some interest and
money for himself.
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TRENDY
AN Co

DellOmAiRE 1. SPYAtQSoWJGavva round Ladies and Gents because 'ave I got a bargain
for you today! Today we've got 'INCONTINENTAL KARATE', a
game of taste for y e r 4 - - - -
•
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o n e  
o f  
y e r  
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fi g h t i
n g

and fumpin games that's all the rage nowadays dahn the 'dilly
'cept there they'll charge yer ten to fifteen nicker, And ' ow
much am I asking today from you lucky punters. How much
missis. Fourteen quid? Thirteen? Naaaah, not twelve, not ele-
ven, not even ten!!!! Let me tell you a story first to show you I'm
a man of  'onour,  me  old granny, a sweeter old dear you
couldn't ask for, needs herself an hip replacement on account
of her slipping on all that ice last winter. Nowww let me tell you.
ladies an' gents, if I knocked out my game for a tenner I could
get her seen to on the private, none of that waiting about on the
NHS. But I told her that 'd be asking a tenner and she said to,
she said, ' Mark, don't  you fret none about me, you sell your
game cheap, give your punters a decent deal'. Well I don't
mind telling you, it breaks my heart down the straight and narra
but for you misters and missus I can sell you IK for not eight,
not seven but six, yes you heard me right, six fifty!!! Now who's
first •

(Microdealer instantly go wild and start jumping up and down
with large frothy smiles on their faces. Centresoft  could be
knocked down with a feather and Activision instantly signs a
sales and distribution deaL PC Weekly appears the next day
with headline 'ANOTHER BARROW BOY MAKES GOOD')

Whilst down in the depths of Hampstead The Shadow managed
to pop into Act iv is ion's new fake castle abode and what should
be going on but  a pleasant lit t le crenellated five story building
warming party. I was discreetly mingling with various affluent and
effluent members of the computer trade when who should come
up to me with an interesting story but Activision's very own radio
Flathead, Andy  Wright .  Apparent ly  Activision supremo Hugh
Rees Raman has suddenly developed a rather strange aversion
to all sorts of dairy product. From now on for the medallioned MD
it's black coffee, dry Special K and yoghurtless lunches. And why
should such a sudden paranoia manifest itself so? The Shadow
Knows! After the rather spectacular 'only tens may die' explosion
at downtown Chernobyl and resultant radioactive dust cloud, the
poor man fears he may wake up one morn looking somewhat
similar to the child in the Ready Brek ad. Rumour has it that 's
Hugh's fears of  glowing Chernobyl green have reached such a
height that he even refuses to wear his Action Man Glo-in-the-dark
watch.



PAWNfisicolimoDED
Picking up a copy of that pre-
stigious organ Commode User
recently someone has to do it),
supplied The Shadow with a
handy gl imps e a t  t he f ort h-
coming Pawn adventure f rom
Rainbird, T h e  S ha dow ,
intrigued to k now why review
person Kei t h Campbel l  h a d
awarded The Pawn 5 out of 5
for graphics  even though he
only s a w  t h e  S T  v ers ion,
decided to phone the shortest
staff writer in town, Mik e Pat-
tendon to sort this cock up out.
Poor old Mike must have been
hitting the Babycham prior to
our phone call since he insisted
the screen shots were from the
Amiga version even though it
plainly stated in the text that it
was ST shots Commode had
decided to print. 'Why  do you
want t o  k now anyway?'  h e
tetchily inquired_ De a r  o l d
Mike, Th e  Shadow really  is
beginning to fear for his sanity.
Day by day he becomes more
and more reclusive and hard to
get, just like the magazine he
works for.

copies of the near mythical BiggOes.

CORNER
Well af ter last month's
incredible j o y s t i c k
wielding per f ormanc e
from our own in-house
software c u t i e  G a r y
Penn, t h e  p o o r  ma n
was so pleased with his
previous perf ormanc e
that he decided to make
Ego Comer his domain
yet again_ This month's
stupid his c ore i s  f our
sections of Kit Kat eaten
sideways, at once, with-
out breaking — AND —
still wrapped!  Though
this may seem a little tri-
vial I  wouldn' t  adv ise
any aspiring reader t o
even t ry  and put  even
one section of Kit Kat in
their mout hs  s ideways
unless equipped with a
Penn s ized elast i-gob.
Pictured h e r e  i s  t h e
exact s e q u e n c e  i n
which t he  event  t ook
place upon a hill within
our o wn  f a i r  Ludlow.
Any other entries to Ego
Comer s h o u l d  b e
addressed t o  o •  •-•
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Flesh

ZZAPI took a stand (under the
Newsfield Publications heading)
and the crew found themselves
just around the comer from Com-
modore Computing International
and across the way from Commo-
dore User! It must have irked the
CC/people on their stand because
they were running a video adver-
tising current and forthcoming
programs, and all we could hear
were the words, 'ZZAPI said this

C'est la vie.
From our position at the bottom

of the stairs to the lower hall we
were able to see clearly the stag-
gering numbers of people who
attended the show. Database are
to be congratulated for organising
it so well, and like the public, they
must be thrilled with the atten-
dance, and annoyed with the
software industry most of whom
stayed away. If software houses
are to grumble about sales, they
should look to their own house and
put that in order first.

First Sean Masterson and then
Julian Rignall comment.

This year's Commodore User
Show was held in the middle of a
very difficult period for the Corn-
modore company and those
involved with it. Look at the situa-
tion. With the CBM 64, you have
one of the great successes in the
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home computer industry. How-
ever, the machine is old and many
people feel, overpriced. Its suc-
cessor, the 128, launched at last
year's PCW show is not what any-
body expected, or what many
observers wanted. Finally there is
the Amiga — Commodore's  last
chance to recover from months of
bad publicity (caused by such
happenings as the closure of the
Corby plant), missed oppor-
tunities and an appalling financial
situation.

An awful lot of people were look-
ing to this show for signs of reas-
surance from Commodore that
everything was now under control.
CBM themselves would have you
believe that the most important
event was the Launch of the Amiga
in the UK. This took place at a spe-
cial champagne breakfast on the
first day of the show. Okay, I was a
little sore at not having a ticket, but
from all accounts, I didn't  miss
much. One representative from a
dealer chain said afterwards,
'Everybody's worst fears were
realised —the the idiots put a E1475
ex VAT price tag on it.'

Argue if you will that the compu-
ter is worth that much (bearing in
mind that the main components of
that machine were originally to
form the basis of a E150 games
machine), but I reckon it's still

- A  crowded corner or the lower eat
Mi l l fi l l I NE BE E L US

THE 7th OFFICIAL COMMODOR
THE SHOW TO WHICH EVERYONE WENT EXCEPT THE GARS f.
(But well done Llamasoft, Level 9, Bubble Bus, Martech, Mirrott
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The Amiga falls into too much of a
void between the home and busi-
ness user market. There are all
kinds of niches for the small pro-
fessional outfits, but not enough to
sell the number of Amigas that
Commodore want to sell.

There were those at the show,
like the delightful Anita, author of
The Pawn, who were convinced
that Commodore had nothing to
worry about. She told me that in
the States, Amiga orders for her
game were higher than those for
the ST, but the truth is a great
number of other companies have
been saying just the opposite.

Then, of course, there was the
bar. Strike that — there were the
bars. Mark Cate of System 3
downed several pints with me
whilst pining for the now famous,
System 3 dancers — or even a
stand for that matter. He told me
he had been banned from future
shows after last year's provocative
PCW showing.

The next day was rather like the
fi rst— busy. And all the fun was at
the watering hole. This time it was
the turn of CRL's answer to Jimmy
Tarbuck, tan Ellery_ For the most
part, Ian's apparently fixed smile
could be justified by the excellent
progress of the Commodore ver-
sion of Tau Ceti, which is close to

complet ion and had everybody on
the Newsfield stand crushing the
solitary 64 just to get a closer look.
However, Ian's healthy consump-
tion of the old Eurolizz probably
did something to make the occa-
sion seem a whole lot sunnier.

Unfortunately, just as he was
discussing Tubular Bells, a per-
turbed Jeff Minter arrived and
bared his teeth much in the same
way as a gorilla preparing for com-
bat when it occurred to him that
this product might be labelled a
'light synth'. Such areas, as Jeff
quickly pointed out, were specifi-
cally his domain and flattery was
not foremost in his mind when
someone started trespassing. Mr
Ellery however, nominated himself
for the Nobel Peace prize when he
explained that this was not in fact
the case and Jeff's gripe should be
with those sensationalists in the
media who referred to it as such.

Jeff's ever popular Uarnasof t
was one of the few software com-
panies to actually have a stand at
the show and it seemed to be well
attended at all times. Apart from
pushing his new Vic compilation,
he ran demos of India Alpha intro"
ducing twelve year olds to the ple-
asures of 1971 Pink Floyd tracks,
If Jeff was playing mood music,
then one can only wonder at the
sudden (and typically loud)
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,MS SOFTWARE HOUSES
Int and CDS for Being There)

Mow ex-00) nowshound, FRANCS AGO ponders on the merits d a rival magazine-

emergence of that timeless acid
classic, 'One Of These Days I'm
Going To Cut You Into Little
Pieces,' but at least it educated

N the masses.
On the subject of dinosaur rock,

the one autograph hunt of the
show forme, was Rick Wakeman
who made his name in the music
world when it was fashionable to
spell your name properly, be able
to play the instrument and Yes was
more than an answer to a ques-
tion. The purpose of his visit was
to show that if you spent 049. 99
on a Commodore music expan-
sion. you could try something
other than zapping aliens. He neg-
lected to mention that it helped if
you happened to have a five figure
BOSE PA system of the kind Com-
modore had so kindly rigged up for
him. Nevertheless, his demos
were one of the highlights of the
show.

I visited the Austin entourage at
the Level 9 stand where Pete gave
me a guided tour of their latest
game The Price Of Magick. It takes
time to appreciate fully the sub-
tlety of many of the games best
features so reviewers' opinions
are likely to be mixed. This didn't
get in Pete's way as he happily
demonstrated the dubious advan-
tage of being able to hypnotise a
vampire bat and then command it
to try and hypnotise you!

On Sunday, I spent most of the
time at the bitr AP! stand. Whatever
the disappointments generally,
everybody at the ZZAP! stand,
ourselves and the public alike,
seemed very happy indeed.
Alright, it's easy to accuse me of
being biassed, but we did sell an
awful lot of our fluff covered lol-
lipops and all the rest of the regalia
that transt arms an intelligent com-
puter owner into a gibbering idiot
at a cost to CCP s circulation rates.

Looking back, it was obvious
that whatever Commodore's
problems, they still have a damn
loyal following. Attendance at the
show had been incredible (queues
outside half the day long and
'human traffic control' within the
exhibition to avoid accidents). If
software houses neglect to sup-
port an event like this, it can only
mean one thing t h e y ' r e  not

interested. And that's not just a
sad situation, it's a dangerous one.

Sean Masterson
What a busy time! Hordes and
hordes of people crammed into a
small area e n o u g h  to give a
claustrophobe nightmares.
Although Joe Public turned out en
masse only a few software houses
made an appearance which was a
bit of a disappointment. This rather
poor turnout could easily be inter-
preted pessimistically as a sign of
an industry on the decline but this
deficiency of new products was
made up by the appearance of
numerous programmers who had
bought down their games in the
hope that we could recommend
them to a publishing company.
Some of the games were very
good indeed and if this new wave
of programming talent is profes-
sionally guided then there'll cer-
tainly be new life injected into the

Commodore 64.
Also on display was the Amiga. I

hadn't seen one before, but a few
minutes display courtesy of CC/
hack journalist Franc is  Jago was
enough to convince me — the
graphics potential is huge and as
for the sound s w - o - o - n !  The
disk drive struck me as being a bit
slow but the things that the
machine has potential to do are
simply amazing. Now all I've got to
do is persuade my bank manager
to grant me a loan

Overall the show was a good
one and although the industry has
become rather slack over the last
few months it was proved that the
public are still very enthusiastic
about Commodore,  despite their
recent troubles.

Julian Rignall

Gaz, Gazza, Jaz follow Francis Jagol lead
— arid ponder.

GAMES C E N T R E
andVit01 names

Invite you to take advantage
of Exclusive Virgin Value:

FALCON PATROL 0
MIROMS1
STRANGELOOP
MOE
DOMATH

12

GATES OF DAWN
GHETTORLASTER
New release:
SHOGUN
(1:9.95 cassette
and E
4
1 2 .
9 5  
d i
s c
)

COMPETITION:
Buy any Virgin Gait at any Virgin Games Centre and alter
our competition to win one ot 10 goodie bags containing
a Virgin Lp Tape, T-shirt, Book and Game
or 1 of 10 games of ME  BIZ for 10 runners-up

E a only.99

Fresh games for tired minds at
t h e  n o . 1  c h o i c e
fo r  g a m e s
AMMON 172 Union Street •  BIRMINGIWA 98 Corporation Street
BRIGHTON 157161 litstern Road •  BRISTOL 18 Merchant Street
BROMLEY 14G144 High Steel (in Burton Menswear)
GLASGOW 28/32 Union Street •  ifEDS 94/96 Briggate
PLYMOUTH 105 Armada Aby •  LOMION 100 Oxford Street
TOP MAN Oxford Circus,
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One o f  y o u r  p l a y m a I e s  i s  t h eso n  o f  y o u r  m o t h e r  s  f r i e n d .
H i s  n a m e  i s  V i n c e n t .  O n e  d a y ,
W h i l e  y o u  a n d  V i n c e n t  a r e
a l o n e ,  y o u  b e c o m e  v e r yc u r i o u s  a b o u t  o n e  a n o t h e r .
V i n c e n t  s u g g e s t s  t h a t  y o u
c l a y  a  m a k e - b e l i e v e  g a m e  o fD o c t o r .

O i n c e n t  s e e m s  t o  b e  f u l l  o f
good i d e a s ,  s o  w h y  n o t  g o
W i t h  i t ?  H e  r e q u e s t s  t h a t  y o u
r e m o v e  y o u r  c l o t h e s  a n d  l i e
down o n  t h e  o p e r a t i n g  t a b l e .

J u s t  a s  y o u  h a v e  fi l p s h e du n d r e s s i n g ,  v i n c e n t  s  MON
com es L O I O  t h e  r o o t ,  a n d  g a s p sl o u d l y .  S h e  p u l l s  V i n c e n t  o u t
o f  t h e  r o o m  a n d  d e s c r i b e s  t h e
s c e n e  t o  y o u r  m o t h e r .

ALTER EGO — FOR GIRLIES!?
The female version of Alter Ego is
here! Yes it is, and it should be
available by the time you read this.

It follows exactly the same
approach as the male version, but
from the female point of view.
However, the problems are still
very similar, so if you've played the
male version quite extensively you
will recognise a majority of the dif-
ferent situations. Obviously there

WEALTHY
BUSINESSMAN
MURDERED
ON STEAMBOAT
HEADING FOR
NEW ORLEANS!
SHOCK HORROR
INCLUSIVE I

Relax, it's only a game — Murder
on the Mississippi to be precise, a
new variation on the arcade
adventure theme brought to you

1
VOA

ALMOST
MEDIEVAL (NO
GIRLIES, JUST
M E N!)
English Software are set to
release their Medieval thump em
up. Knight Games, which features
eight different varieties of Olde
Englishe sports, such as
swordfighting, crossbow shoot-
ing, archery and axe fighting to
name but four events. Here are a
couple of screen shots to whet
your appetite

86 ZZAP! 64 July 1986

are some new problems which
apply solely to the fairer sex, such
as (mumble) menstruation, but on
the whole the game is very much
the same as its forerunner_ See
what you think t r y  before you
buy — as you may be disap-
pointed. Female Alter Ego costs
E24.99 for a three disk package.
There will NOT be a cassette ver-
sion. Not never, ever, ever.

by Activision.
Someone has been murdered

on the Delta Princess, and its up
to you to find out who did it! In only
three days! Gasp! Sir Charles Fox-
worth and his relentless sidekick,
Regis Phelps, will not rest until the
killer is apprehended and dealt
with accordingly. But the going
won't be easy. There are eight sus-
picious suspects onboard, and all
of them must be questioned and
treated with caution. One of them
is a killer — the other seven are just
plain nasty. Who dunnit? You may
or may not find Out next month, but
at least you can read the full review
of the game _

Some frames from Knight Games.

THELEGENDIS
REALITY (MORE
GIRLIES1
After many months of promotion
(some people may well call it
hype). Legend ol the Amazon
Women has finally been released
on the 64 by US Gold.

The title, and indeed the advert,
are quite deceptive since the game
is actually a horizontal scrolling
fighting game that puts you in the
role of Lady Wilde — one of two
survivors in a recent plane crash in
the jungle. Her daughter also lived,
but was abducted by the legen-
dary Amazon Women!

So, armed only with a wooden
club, Lady Wilde sets out to rescue
her daughter, Only to meet strong
opposition from the Amazon
Women themselves. Gasp!

Unfortunately, the game arrived
a wee bit late to be reviewed, so
you'll have to wait until next issue

THE comPuNET PAGE?
A  NETFUL OF
HACKS AT THE
SHOW
GARY LIDDON, between cuppas, muses on recent
lack of music on the Net

What was really nice in a netting
way was to meet many of the faces
behind the uploads at the recent
Novotel Commodore Show. AU the
fave Ds  were there and a great
crowd they all turned out to be too,
even when some followed us to
Hammersmith's Macdonald's and
tried to take pictures while we stuf-
fed ourselves with quarter pound-
ers and large French fries_ Fortu-
nately, the famous growling Penn
fizzog frightened the camera lens
so much it cracked in embarrass-
ment. It really is surprising to meet
someone who's  previous sol e
existence as far as you are con-
cerned has  been a  stream of
ASCII. Even so most of the netters
looked a s  one  may well  have
envisaged them but some excep-
tions were quite amusing. I t was
amazing how many people com-
mented that Bob's (RS4) body
didn't match his uploads. Hello,
though, must be said in the best
Cnet tradition to TJ, JANE. YETI,
RS4, MACH81 , Psy, Mat,  Adder
SJ3, Stoat, Tim and LIZARD plus
all the other netters present at the
show.

Many o f  this month's most
noteworthy doobr ies picked up
from the net came from Metal Bar,
a fairly newish directory set up by
net veterans Mat and Psy. Living
inside Jungle II at 182010 it does
tend to attract quite a few UPLDs
most of them very neat indeed.
Bestest upload I've seen (or rather
heard) this month has to go to
Demon Demo in Metal bar. Gener-
ally. as far as original music on the
net goes the only personage of any
real note seems to be the ever fam-
ous Mighty Bogg. PAOVs Demon
Demo however is on a par, proba-
bly even a  mite bi t better, than
many of the soundtracks found on

professional software. Catchy it is
and unsurprisingly it was netting in
votes of nine left right and centre.
If you have a modem then log on
and get it now, a better 64 sound
you'd be hard put to find even from
the likes of Hubbard,  Galway or
Daglish.

Another pretty thing to be found
in Metal Bar is the Metal Bar demo
itself, a pretty pic of ACDC's Eddie
with a jolly nice sprite—in—the—
border scroller. By far the prettiest
demo, however, is Mule's Raspu-
tin hack, replete with the nicest use
of that old sprites in de border trick
as yet.

Alas, at the time of writing there
is a distinct lack of music hacks on
the net. Old meanies Ocean are
rather unkeen on music of their's
appearing upon the net as sepa-
rate files. Though it's not down to
me to question the morals of such
a decision it would seem that Cnet
has definitely lost what was for-
merly an interesting section. On
the other hand, we might hope that
this lack of hack will encourage a
bit more originality to appear on
the system.

Anyway must go now as the ket-
tle whistle calls once more for
another ZZAPI  office br ew up.
Happy netting.

Music perlormance CM the Net by Slost and Tim



TURBOSOFT
HERE IS YOUR CHANCE TO PURCHASE THE FANTASTIC

SUPERKLONE

NOW ONLY
E8.95 inc p&p

FOR TAPE BACKUP ON COMMODORE 64/128, VIC, PET
HOME COMPUTERS

FULL INSTRUCTIONS SUPPLIED
NO SOFTWARE REQUIRED

100% SAFE TO USE
100% SUCCESSFUL

ALL,YOU NEED TO USE SUPERKLONE IS YOUR COMPUTER
AND ACCESS TO 2 DATACASSETTES

SUPERKLONE WILL COPY ANY TAPE PROGRAM THAT WILL
LOAD INTO YOUR COMMODORE, IN MANY CASES THE

COPY MAY BE OF BETTER QUALITY THAN THE ORIGINAL

WARNING
IT IS AN OFFENCE TO COPY COPYRIGHT PROTECTED

SOFTWARE FOR GIFTS OR RESALE

TO RECEIVE YOUR SUPERKLONE
Please cross your cheque or postal order for C8.95 and make it

payable to •TURBOSOFT
and send it off now to:

TURBOSOFT, 74 SKIPTON ROAD, BARNOLDSWICK, COLNE,
LANCASHIRE BB8 5EG

DON'T FORGET TO ENCLOSE YOUR NAME AND ADDRESS,
in the unlikely event that your SUPERKLONE failing on any

program, just send it back within 28days of receipt and we will
refund your money,

FOR
COMMODORE

I ,  6 4

t l i k P o y E t i
•  Computect can save expensive M repairs •
•  Protects against power supply failure •
•  Simply plug between supply and 64 •
•  Fuse Fail indicating L.E.D. •
•  Transient suppressor also included •
•  COMMIT PACKAGE E l  7  IMA POST •I  EimAw FREE
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T e l e p h o n e (0942)323884

LICENSED TO THRILLAMERICANA
sofTwARE

ATTENTION
AMERICANA
SOFTWARE

OWNERS DID
YOU

If you did then you're the
lucky winner of a free
Americana product of your
choice. It you didn't or your
Americana game wasn't one of the many that included this
outstanding offer then go out now and buy one — there's a lot of them about
For those lucky winners simply indicate the Americana game of your choit
in the space below and send it to Americana Software and well
forward your free game by return.

kmnciia Sollts me
Um IS, Parkwav
lohninal (tout
HeetaRe Surat_
flmmtNgium 57 ILt
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I.

DESIGNER RUNNING
WEAR

From ZZAP! 64, CRASH and
GREMLIN GRAPHICS

Normally £19.95, ZZAP readers can buy this
marvellous tracksuit for

ONLY E16.95
(Ind VAT, P&P
.
)The Monty on the Run tracksuit is made from high

quality materials normally found in tracksuits far

more expensive and comes in pLeArey with thethGremlin logo on e  back and the a n d  CRASH
logos on the front in tasteful tandem!

Don't miss out on this amazing offer, send off the
coupon today to the address below.

Please send m e    S u p e r  ZZAPI/CRASH/
GREMLIN tracksuit(s)

Tick sizes sizes: SD MD LEI

Name
Address

P o s t c o d e
I enclose a cheque/postal order payable to
Newsfield Ltd for 06.95.

* UK prices only, Europe and Overseas, please add
E2 per item ordered.

ZZAPI MAMMY OMER, PO NI 1, LWOW, SHROPSHOIE
SUNS
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COMMODORE
COLLECTION

, viol( ha t
O NLY E  7  . 9 9  POST FREE

• TOP + TRIGGER FIRE BUTTON
• AUTO FIRE MODE • EXTRA LONG LEAD
• STABILIZING SUCTION PADS
• NOW FORME C16
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Become a famous composer and appear in ZZAP!

"Music doth soothe the savage
beast", quoth a  ver i table wi t
many moons  ago.  I t  doesn't
quite work out that way in the
ZZAPI offi ces though.  I f  t he
spiky ha i r ed o n e s  a r e  n o t
stretching t he i r  Com m odor e
Monitor speakers t o the  very
limit wi th the  latest pi ece de
resistance from wotsit or thingy,
the of fi c e  ghet tobl aster  i s
pounding out the works of The
Art O f  Noi se or  s om e  other
mega-trendy c o m b o  l i k e
Bauhaus.

Being a  Mi ni on of  sensitive
disposition ( a nd tender  ear s)
this daily cacophony has caused
me to open an account with the
local chemists — headache tab-
lets are cheaper when bought in
bulk. Maybe this daily dose of
row and racket, a veritable wall
of noise, does actually serve to
soothe the bestial  side of  the
ZZAPI reviewers' natures,  but
this Mi ni on i s  n o t  s o  sur e.
Assailed b y  pr acti cal  j okes ,
ftying rubber  bands and much
verbal abuse, I have to attempt
to conduct my dai ly business
with as much decorum as possi-
ble. Maybe one day soon Girly's
Pet Bl ack Hol e  wi l l  ge t  bi g
enough to suck in soundwaves

A CULTURED
COMP
FORA
CHANGE!

and peace will be restored once
more to the sleepy market town
of Ludl ow. . .

That c oul d t a k e  a  whi l e ,
though,  so over  the next Bank
Holiday I 'l l  shi p i n some r oof
insulation stuff and try to sound-
proof the br oom cupboar d —
then at least there'd be one tran-
quil spot in ZZAPI Towers for me
to t a k e  m y  t ea  breaks.  Who
knows, some soothing muz ak
might complete the picture and
the b r o o m  c upboa r d c oul d
become a veritable haven of cul-
ture

Maybe, just maybe, you could
help. You see, the Spiky Haired
Ones have joined for ces wi th
Rainbird and Compunet  i n an
attempt to reveal the wealth of
musical t a l e nt  t h e y  be l i eve
exists within the ZZAPI  reader-
ship. If you reckon you're up to
composing a tune on the Com-
modore, then some nifty prizes
are on offer. Read on, read on.

Top prize in this competi tion
is a Commodor e Music Expan-
der —  a  compl ete keyboar d
outfit that  goes wi th your  64.
Those of you who bothered to
trog on down to the Commodore
Show i n London,  mi ght  have
heard the  v  famous keyboard

wizard, R i c k  W a k e m a n ,
demonstrating sa i d package.
The Spiky Boggers will no doubt
sproing ar ound wi th gl ee and
insist on interviewing the winner
in these hal lowed pages.  Five
runners up will receive a copy of
Rainbird's ADVANCED MUSI C
SYSTEM.

So, w ha t  has t o  be  done?
Compose a tune on your Com-
modore, t ha t 's  w ha t .  I  h a d
hoped that  they'd al l ow thei r
humble Competi tion Minion to
specifya  nice soothing, melodic
tune, but  no,  t he  Spiky Ones
thought it'd be a wizard wheeze
to ge t  you l ot  t o wr i te some
music t o  go wi th a  game —
MINDSMEAR,  as previewed on
Page 6 4  o f  t he  Apr i l  i ssue.
MINDSMEAR doesn't exist, you
see —  i t was a  spoof,  but  so
much interest has been shown
In the  game that  the  animals
want you to write some music to
accompany it!

Your code must not be more
than 10K long and should be at
least 5K ish (keep it towards the
5K level rather than the 10K end
if you can). Your music remains
your copyright,  and your  entry
can b e  upl oaded ont o Com -
punet —  i nto t he  Musi c Hal l

Y M  I  . 1  T U Y M  C

P

y i n w p A      O MTUM,
T O O  DOE• • • •

(1600) — or sent into the = AP I
offices o n  di sk  o r  cassette.
Make sure your music software
is stand-alone, too (ie, it doesn't
have to be loaded into a utility —
we don't want to have to mess
around with bits of wire or ump-
teen different programs just to
hear your maestropiece).

Closing date is July 10th, and
this comp is not open to profes-
sional/full time computer  musi-
cians. A very noisy time will be
had by Rachel  Davis from Mel -
bourne Hous e  a n d  Ri char d
Joseph (Pa l ace 's  c om put e r
muso) 'cos  they'l l  be  judging
your entries with the Spiky Ones
In due course, and they should
know a good bit of music when
they hear it (well I'm not so sure
about the Spiky Ones).

Go on. Get composing. I sup-
pose this Minion will have to go
and see the record shop about a
copy of Klaus Wunderl ich and
His Mi ghty Or gan —  you l ot
aren't going to wri te any nice
soothing tunes for me, I can tell.

Entries t o  M I N D S M E A R
MUSIC, ZZAPI ,  P O  BO X  10 ,
LUDLOW, SHROPSHI RE,  S Y 8
1DB and best of luck!
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ter known as CR L — was
founded by ex-teenage
whizzkid, Clement Chambers,
now Managing Director. They
aren't exactly the most
renowned of software houses
and certainly haven't released
anything outstanding on the 64
as yet. Their list of releases is

quite lengthy, although most of
them are rather obscure. I mean, do
you remember Glug Glug (simple,
underwater arcade action), Derby
Day, Test Match Cricket, Tristam
and Isolde (a German arcade
adventure set in a castle in which a
fat Bavarian hero calledTristam has
to rescue his equally porky
beloved, lsolde), Whirlybird (a
helicopter shoot em up), Show-
jumping, Handicap Golf, Omega
Run (a simple 3D shoot em up
based very loosely on StarWars)or
Highway Code?

No? How about some of their
more recent offerings, such as
Glider Pilot (flight simulation in a
glider), Journey (an Australian
scrolling arcade adventure), The
Rocky Horror Show (arcade game
based on the musical film of the
same name), Blade Runner(arcade
game based on the music of the
film of the same name), Space
Doubt  (zany and wacky arcade
action in space, not based on the
music of a film of the same name),
Causes of Chaos (a m ultiolayer
adventure game), Bored of the
Rings (a text adventure lampoon of
Tolkien's classic novel), Pilgrim (a
quilled adventure) or The Very Big
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CaveAdventure (a spoof ot Colos-
sal Caves written by St Brides, mar-
keted by CR L and reviewed this
issue).

Ah, yes, that CRL. The CRL who
have just started their own budget
label, Alpha/Omega,  whose first
two releases are reviewed in this
issue. The CRL who recently
opened up The Zen Room_ The
Zen Room? Ian Ellery, CHIA resi-
dent artist and the Creative Direc-
tor of The Zen Room, describes it
as an expansion of CR L. a sort of
creative and programming think
tank. The programmers have their
own working area, but they all con-
tribute to each other's projects.'
So, as you can see, it's basically a
programmer's asylum. Lock up
your 'nova-load' of programmers
(well, what else do you call a group
of programmers?) for several
weeks, give them the occasional
'byte' (groan) to 'nibble' (groan
again), something to drink and
smoke, and some loud music to
keep them quiet, until finally they
deliver the goods.
Here's what the deranged inhabit-
ants of The Zen Room are up to at
the moment, ie a look at some of
CRIA up and coming releases

CYNIC
Ian Foster, who previously wrote
the 64 version of Blade Runner, is
currently work ing on Cyborg in
conjunction with Andy 'android'
Stoddart of Rocky Hon
-
o r S h o w
fame (no, he didn't star in the film,

he wrote the game) and Jon Law,
who's doing the graphics. It's a
scrolling arcade adventure cum
shoot em up — with the emphasis
on the shoot em up— in which you
play the part of a mercenary cyborg
— part man, part machine w i t h
the objective of recovering your
friends from the clutches of evil
aliens.
The action takes place inside an
uncharted planet, with plenty of
locations to explore and despica-
ble nestles to kill. This screen shot

shows one of the cornuors that
scroll left and right. Some doors are
locked and if this is the case then
the corridor beyond cannot be
seen. Neat, eh? Below this, in glori-
ous bas-relief, there is the control
panel of the player/cyborg inter-
face—a small computer mounted
on your right arm from which vari-
ous icon driven commands can be

executed. Expect
to see a review
around July.

lert DerY Pearthe Ditidor 01The Zen .10o Lase (graphics person), Mere Hodges
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Cops and Robbersis only the work-
ing title of this game, and it has
nothing to do with Atlantis' Tacky
Game of the Vear.The programmer
of Spectrum Rocky Horny Show,
Jeff Lee, is designing the graphics
and writing the game which casts
you in the role of a burglar and has
you robbing a multitude of different
houses, ranging from derelict and
dilapidated to semi-detached,
detached and eventuallythe Police
Commissioner's mansion — the
ultimate burglary!

A lengthy street scrolls left and

right and any of the buildings can
be entered at any time. The view
then changes to that of the room
you are about to burgle. Obviously
the more expensive residences
contain richer 'pickings', but they
are protected by advanced sec-
urity systems. So, in order to
bypass these successfully, you
need better equipment and this is



t ibtained by pawning your ill 9otten
gains. 'Cops and Robbers is  due
for an August release.

ROCKY HORROR SHOW 128
Andy Stoddart and Jon Law are
taking advantage of the 128's extra
memory and are tart ing up the orig-
inal game. The music is the same
as before, but them are more loca-
tions, better graphics (courtesy of
Jon) and a few extra problems to
overcome. For example

In the centre of the room there is
a retracting bridge of stone which
must be crossed, but the room
itself is in near total darkness _
Until lightning strikesenabling you
to see roughly where to cross.
Those of you with a 128 will be able
to see the enhanced Rocky Horror
Show this month.

MU CETI
This classic game is the brainchild
of Pete Cooke and only previously

111

appeared on the Spectrum arid
Amstrad_ But, thanks to freelance
programmer John Twiddy, and of
course CRL, it will soon be
released on the 64.

The small desert planet of Tau
Ceti Ill, the third in the nearby Tau
Ceti system, was colonised by man
in the mid 22nd century. All went
well for 90 years, in which time over
thirty huge cities were built. But
then a mysterious plague arrived
and wiped out a majority of the
population. The few survivors
evacuated the pox ridden planet
and vowed never to return.

It was only several years later
when a cure was found that the
Federation decided to recolonise
theTau Ceti system. But all was not
well; the automatic defence sys-
t em—which previously protected
Tau Ceti Ill from alien invasion —
malfunctioned due to lack of
maintenance over the years. The
robots could no longer distinguish
between friend or foe and sub-
sequently obliterated several
groups of colonists who dared to
set foot on the planet. Oh dear.

Things were looking pretty dire.
Until an unknown pilot volunteered
to rid Tau Ceti III of all hostile
!Reforms. Naturally the Federation
was somewhat  sceptical and
amused by such a ludicrous
suggestion; why should one man
succeed where so many had
failed?

However, purely out of despera-
tion, they gave the stranger the
necessary equipment and informa-
tion — an armed ground skimmer
and maps of the planet — to
attempt the mon umental task. The
robots can only be stopped by
shutting down the fusion reactor
that powers them, and this is done
by collecting the pieces of cooling
rod scattered about the planet,
reassembling them and inserting
them into the reactor core.

The ground skimmer is a highly
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manoeuvrable craft with many dif-
ferent weapons and functions to
hand, such as high powered lasers,
missiles, anti-missile missiles,
flares, short and long range scan-
ners and infra-red viewing facAlities
for when night falls.

One of the most impressive fea-
tures of Tau Cetiis the 30 effect, the
likes of which has never been seen
on the 64 before_ The window to the
left of the screen shows a view of
the planet; all structures and
objects move realistically in and
out of the screen, and the shading
is relative t o the position of the sun
and changes accordingly. Tau Ceti
should be released by the time you
read this.
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MACK ON CEIITRALIS
This is effectively the follow up to
Tau Ceti and work has only just
begun on it_ The action takes place
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Tau Ceti disaster, and man has
progressed quite significantly
since _  but unfortunately CRL
wouldn't  divulge any further. Actu-
ally, they did mention that they
would be using more advanced 3D
techniques than those in Thu Ceti,
and that Attack on Centralis is to be
released in September.

TUBULAR BELLS
From the author of Space Doubt—
Jay Derret — and Steve Ganly,
comes an alternative form of enter-
tainment: Tubular Bells. It consists
of a series of lines, or a single ' laser
beam', bouncing around the
screen to the sound of Mike Old-
field's Tubular Bells. The lines can
be left to 'do their own thing', ie per-
forma random light show, or a joys-
tick can be used to manipulate the
lines to give you a show of your
own; it all looks very pretty. Clever
Music, who did the music for The
Rocky Horror Show and Space
Doubt, are providing the sound
track — an interpretation of the
whole of the Tubular Bells album.
Tubular Bells Is actually being
released under CRL's newly
formed Nu-Wave label and should
be available now_
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A NEW TAPE TO DISK SYSTEM

tret FREEZES AND SAVES MOST PROGRAMS TO DISK
I t *  THE PROGRAM IS SAVED AS ONE FILE
It?* PROGRAMS ARE CO MP A CTE D TO REDUCE THE

AMOUNT OF DISK SPACE USED
t re YOU CAN SAVE 5 OR MORE PROGRAMS PER DISK
trt r PROGRAMS ARE LOADED BACK VERY FAST BY THE

BUILT-IN EAST LOADER
t ra MOST PROGAMS WILL LOAD BACK AND RUN IN LESS THAN

30 SECONDS
ez POWERFUL BUILT-IN MACHINE CODE MONITOR INCLUDES

* *  A RESTART COMMAND PLUS A l t  THE USUAL MONITOR
FUNCTIONS

IttlY NO  NEED TO USE THE CARTRIDGE FOR LOADING BACK
t r
-
O 
E
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S
Y  
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O 
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S
E  
— 
N
O 
P
R
O
G
R
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M
M
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K
N
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E
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R
E
D

t re  USES A RAM CARTRIDGE AND DISK BASED SOFTWARE FOR
INSTANT UPGRADING

f ro  AL SO DOES DISK TO TAPE AND TAPE TO TAPE

Although not the hrst. the expert cartridge tape to disk system
out-perlorms all other similar products regardless of cost Even foreign
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 lot
very little cost

FE0  U P WI TH WA/ T I N G O P  Yo u lli
ravotTRiTE enoc nA ms F TO tOADFROM  T APE OR  CHSK?

WELL. I N  1
-
E S S  
T N A
N  
2 N
D  
S E
C O
N D
*

AlitANDST ANY PFIcTorlAks %
s k i_  S E
LOAD ED  AN D  R U N N I N G WH EN
YOU USE THE EAEPITKIT DAIITRIDGE
TAPE To D/SK 4  DOSK TO DISK S1(531'1E44

••• • • • • • •
•••• •  •.  . ' . . .  •
. . . . . . • • • • • •  •  •
• • • • • • • • • • • • • • • • •

ORDERYI40: '  PROMPT DESPATOM
PAYMENT BY CASK. CNEOLIE
POSTAL ORDER OR ACCESS EXPOS/
add Etallt EXTRA PAYMENT IN
STERLING ONLY PLEASE PLEASE FORWARO

SAE FOR F
R E E  
-
CATALOGE OF
OTHER SACK-UP
DEVICES c u e

THE EXPERT CARTRIDGE A NEW TAPE TO DISK SYSTEM FOR THE CBM 64/c1281m
6
0
4
DEi

TRILOGIC MAIL ORDER 29 HOLME LANE BRADFORD BD4 00A
CALLERS 3 2 9  TONG STREET BRADFORD BD4 90Y

Tel 102741 684289

PROGRA E R S
- REQUIRED

Major software 1  o n  r e q u i r e s
additional Programmers and G k  Arti i  o n  all
machines for conversion and original I  e i ther
storyboard or own design,

A studio environment with development systems,
graphics, music and technical support is available if
required

All applications will naturally be treated in the strictest
confidence. Please apply with your Ciland samples of your
work to:

PO Box 323, London WC2E gRS
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ZZAPI A D E R S  TOP 30 o
f

For JULY 1986
Chart Voting Draw Winners:
Winner (C40 worth of software plus ZZAP! T-shirt): Jon Love, Sutton
Goldfield, Birmingham.
Runners Up !  T-shirt and cap): Robert Harding, Layton, London
El 0: Darren Lane, Kingston, Surrey; Simon Myring, Bromsgrove, Wor-
cester: Jonathan Rmnell, Hastings, East Sussex.

1 (2)LIRIDIUM (9%)
Howson. £8.95 cass E12_96 disk
17API Overall Rating: 94%

2 (/)PARADROID (9%)
H o n ,  £7.95 caes, £12.95 disk
ZZAPlOveree Rating! 97%

3
(
3
)  
M
E
R
C
E
N
A
R
Y 
(
7
%
)

Novagen, £9.95 case, E12.95 disk
11AP! Overall Rating: 96%

4 (12)COMMANDO (5%)
a f t E. t9 .95 cass, E12,95 disk
ZZAPI Overall Rating: 77%

5
(
4
)  
W
I
N
T
E
R 
G
A
M
E
S 
(
4
%
)

US 00t. 0/EPYX, E9.95 Gass, E14.95 disk
/ / AP! Overail Rating: 94%

8 (5)SUMMER GAMES II (4%)
US GOLDEPY/L E9 95 cos* . £14.95 disk
ZZAPI Overall Rating. 97%

7(22) HARDBALL (3c
1
/0)

US GOLD/ACCOLADE, £9.95 cries, E14,95 disk
ZZAP! Overall Rating
- 9 3 %
8 (9) THE EIDOLON ( 3
C
Y0)

ACTIVISION. £9.99 ca m  E14.99 disk
ZZAP! Overall Rating
. 9 7 %
9 (10)_ELITE (3To)
FWIEBIRD, £14.95 casa £17.95 disk
ZZAP
, 
C
m v
a l l  
R
a
t i
n
g :  
9
5
%

10(6) BOUNDER (2%)
GREMLIN GRAPHICS, E9.95 cams. C14.95 disk
/2-AP
! 
O v
e r
a l l  
R
a
t i
n
g
:  
9
7
%

H  YIE AR KUNG-FU
IMAaNE, £8.95 cass
ZZAP
,  
O v
e r t
a l  
R
a t
i n
g '  
6
8
%

1 2
( 8
)  
P
I
T
S
T
O
P  
I
I

US GOLD/EPYX, E9.95 cass, £14.95 disk
ZZAP! Overall Rating: 91%

13(18) KUNG-FU MASTER
US M LOC ATASOFT,  £9.95 cass £14.95 disk
ZZAP
,  
O v
e r
a l l  
R
a t
i n
g :  
7
9
%

14 (7) WAY OF THE EXPLODING FIST
MELBOURNE HOUSE E9  95 cass
ZZAP! Overall Rating: 93%

1 5
( 2
9 )  
K
O
R
O
N
I
S  
R
I
F
T

ACTIVISION, E9 99 cass, C14 99 disk
ZZAP! Overall Rating 9 6 %

1 6
( 1
1 )  
L
I
T
T
L
E  
C
O
M
P
U
T
E
R  
P
E
O
P
L
E

ACTIVISION, £9.99 cass, £14.99 disk
ZZAP! Overall Rating. 97%

17 (20) ROCK 'N'WRESTLE
MELBOURNE HOUSE. E8 95 colas
ZZAP
, 
O v
e a
l l  
R
a
t i
n
g  
5
3
%

1 8 ( 1 3 )  R A M B O
OCEAN, £8.95 case
ZZAPt Overall Rating: 65%

19(28) REVS
FIREBIRD, E14.95 Casa, El 7 95 disk
/ZAP! Overall Paling 9 6 %

20(17) MONTY ON THE RUN
GREMLIN GRAPHICS, £9.95 case. El 4.95 disk
/ / AP!  Overall Rating: 90%

21 H ROBIN OF THE WOOD
ODIN. E9_95 cass
ZZAPI Overall Rating
- 9 2 %
22(19) WHO DARES WINS II
ALUGATA, £7.96 cass
ZZAP
, 
O v
e r
a l l  
R
a
t i
n
g  
9
0
%

23(23) FIGHT NIGHT
US GOLD/SYDNEY. E9.95 case, E14.96 disk
ZZAP! Overall Rating
- 9 3 %
24(27) ZOIDS
MARTECH• E6 95 cass
ZZAP! Overall %long: 96%

25H SUPER BOWL
OCEAN, C9 95 cass
ZZAPI Overall Rating 9 0 %

,
2
4
,
6
g
)  
K
I
K 
S
T
A
R
T

RTRONIC, El 9 9  ca ts
Z AP!  Overall Rating: 91%

27(16)DROPZONE
US GOLDAJK o w ) .  £9.95 cast', e11_96 disk
ZZAP! Overall Rating: 96%

28HBOMBJACK
ELITE, C9 95 cass C12 95 disk
1 /API  Overall Rating 4 7 %

29HZ
FUN°, £9.95 case
72AP! Overall Rating. 86%

30H INTERNATIONAL KARATE
SYSTEM 3, Et. 50 ca m  £10.95 disk
ZZAP! Overall Rating: 91 %

YOU COULD WIN SOFTWARE BY VOTING FOR THE ZZAP!
READERS TOP 30 CHART!

Every month we give away an amazing E40 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 ZZAPI 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 £40) should you win, and your T-shirt size
(S,M,I). Then send your form in to the address shown.

ZZAPI 64 TOP 30 VOTING COUPON
(Please write in block capitals)
Name
Address

1
2
3

4
Postcode    5

If I win the £40 worth of software, the games I would like are:
Game (and software house)

My T-shirt size is S/M/L

I am voting for the following five games:

ZZAP! TOP 30, PO  BOX 10, LUDLOW,
SHROPSHIRE SY8 1DB

ZZAP! 64 July 1986 9 3



ZZAPI ROBOT REVIEWERS COMPETITION
The second ZZAP! loves you most
of all comp, asked you to design a
reviewer drold„ The outright win-
ner gets a new Commodore 64
computer complete with 1541
Disk Drive, while five runners up
get ZZAP! Sweatshirts and hats.
So the winner is Nicholas Bradley
from West  Yorkshire LS8 580.
And if you're lucky, Nick, Aunt
Aggie may throw in a disk or two_
The runners up are:

Martin O'Gorrnan Cheshire SK 10 2.10; Luis
Troyeno Cheshire SKI  3 Pf  ; InayM Sheriff
Birmingham 820 3AY, Martin Perry Devon
PLO 6TP; S Hareldine Surrey KT1 2 ARS
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Micro Power wanted to take
someone along to the TV studios
to watch an episode in the making
of the BBC's longest running sf
series, DR WHO, and for 20 slightly
less lucky persons, there were
copies of the game up for grabs.
The winner, the man to meet the
good Doctor himself, is: Nicholas
Derwall-Smith from Cheshire
CW5 6EA. Well done Nick and
keep an eye on the time. The con-
soled runners up are:

94 ZZA P!  64 Ju ly 1986

. bne •ba bba t  •

I_fl I t

J - 1
' 1 1
-
1
. 0 0

DR WHO COMPETI TION

'
L
b 
a
s 
a
L
.

a t I c
L e
• P
l a .

groAss•o
k
.

C
,
*
t
a  
r

44
4,
,
,
4
44

T b  I

TASW.S.

Afich dits
b
r
a

 e ite i

• S a
r e '
l
'

a r ab .'
lVS

a a rr

Peter Nickels,  Linos NG34 96E; Malcolm
Eve, Norfolk NR19 2D13-, Steven West.
Southampton S02 4PD; 0  Cook, 50 Arundel
Drive, Lance FY6 7TIF, Steven Wraxall, Man-
chester 0423 6HO, Craig Brydon, Melrose
TDB 9AL; K Bishop. Mid Glamergen CF42
SEP; Nigel Persons, Cleveland TS24 80J,
Andrew Scadden, Kent MES BRA Mark
Stevenson, Notts N05 SPX, Steven Wheat-
ley, Sussex BN25 3UE; Mrs Myra Brown,
Fite KY? 7HEI, Peter Medrow, West Sussex
R1120 4PX; S Bramiey, Berkshire  SL1 1ST;
Refique Kuleretmern, London SE23 1DW: E
Burnett, C is...le nd 186 96A, M c c i e l -
land, West Midlands 1193 9LO; Linea Smith,
Beds LU4 OXB; Chris Aeriton, West Mid-
lands CV3 D F ; Paul Campbell, Co. Down.
BT20 3EP

The results of the Rainbird Karting Komp are still being analysed as we
go to press, so the winners will be announced in next month's issue, simi-
larly (I hope) those for Novagen's Mercenary comp (at last?)!

Anyway, on to those I do have
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ZZAPI CYCLING COMPETITION
ust to prove how much we love you
all ZZAP! itself sponsored two
comps. Firstly the cycling one.
There was a Raleigh MILK RACE
SPECIAL bicycle for the outright
winner of the wordsquare, and the
person who must now get as fit as
possible is Brad Howarth from
Bristol BS18 3LA._ Tough luck
Brad. I know what getting fit is all
about and it has nothing to do with
cream buns, still you can console
yourself with the T-shirt and hat
that comes with it! T e n  Runners
up get T-shirts and five receive a
ZZAP! full subscription

' L a

O Rka,6 i

Un a

1-SHIRTS
Lubna Bhatti, Mkittlesex TWI 18S; °le e r
Hinton. SurreY OU4 8 -4 ; Seen Davies, We i.
sail wse  6,1P, George Harrill,  Angus, DOS
SOH; Michael Moors, Co. Down, B120 3HW;
Ian Stratford, Hants 01.04 SPX; Denny Corr,
Nr Chester C113 9,1114, Keith Leek*, London-
derry 8147 1XF; Paul Thacker, Wiest Mid -
lends W58 6H2; Darren Shernitt DerbyshireDEe 1ED

SUBSCRIPTIONS
Jonathan Grey, Norfolk PE3 3 0 0 : Gewaine
Dorris, Kent D M  3DN; Richert Paul, Kamp-
thins SO2 380; Stephen Linfitt, South Hum-
berside 0635 01.X. Adrian Mel nick M ere"-
yside WAl2  918





Prove it
and win a BIGGLES
Mega- Goodiebag

7 111 F O U T VH KYOLPREA BITI
OF /VERO, EH?

COMP

NAME

I  ADDRESS

Biggles has landed inside your
computer! The star of dozens of
books penned by Captain WE
Johns, Biggles is now the cent-
ral character in a computer
game —produced by Mirrorsoft,
Biggles The Computer Game fol-
lows the plot of the brand new
film very closely.

It's up to you to help the fam-
ous flying ace do battle with
World War I enemy types, and
you also have to guide him
through Timentietti Century
action sequences if you (and he)
are to save the world from the
deadly weapon under develop-
ment by the enemy forces.

Three linked games have to be
played through before the mis-
sion is complete, and a fair bit of
airborne action is involved —
there's a whole flight simulation
sequence contained in the game
to go with the arcade action.

A bijou prize extravaganza
surrounds the launch of Biggles.
MI RROnsoFr  are well chuffed
with their latest game and have
put together a Biggies
goodiebag for someone to win.
It contains a copy of the game, a
TShirt, a copy of the book of the
film published by Pan, the
soundtrack album produced by

S
.

= E l

POST CODE S H I R T  SIZE (SAM.)
•
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copies of the game complete
with BIGGLES T Shirts too!

MCA which contains six theme

John Anderson, Chakk, Deep

film together  with a handful of

themes
by Stanislas and tracks from

Purple, Motley Crue and The
Immortals, a Biggles scarf and
badge, a signed photograph of
Neil Dickson who stars in the

stickers. Not bad eh?lWenty five
runner up prizes of a copy of the
game together with a I  Shirt are
also on offer, so don't forget to
put your shirt size on the entry
form.

Our very own Oh Frey has pre-
pared a special Bigglesy sketch
for your amusement and enter-
tainment—two versions appear
here and, as you might guess,
what with this being a competi-
tion and all, they're the weeniest
bit different. Mark all the differ-
ences you find on Picture B.
complete the entry form and
send the whole lot in an
envelope to ZZAP! BIGGLES
COMP, PO BOX 10, LUDLOW,
SHROPSHIRE, SYS 10B to
arrive before lOth July. First all
correct solution out of the bag
wins the pr ize—and it would be
everso helpful if you could mark
the number of differences you
spotted on the back of the entry
envelope. Go on, do it now!i
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•  CBM 64 AND 128

ri

•  FAST DISK UTILITIES •

•  TRANSFER ALL MAJOR TURBOS

LOADERS •

•  AUTOMATIC •  N O USER KNOWLEDGE

COMPARE THE REST WITH THE BEST
NOW DOSOFT OFFERS YOU EVEN MORE!

MegaTransfer
R I  Disk V.4.0
Before you decide which upe-to-dhk utility
to buy, consider it it gives you,
•  Fu ll conversions of MultiStage
Pmgrams to load from Disk •  Fifteen top
it les including the latest sports. flight and

light simulations. No more rapt winding!
No other utility °lo rry dest rip riori can offer
this •  Genera l purpose transfer
routines for the major to rbokiad
systems Nova, Burner,  Visiloa d. Flash
and Pay (including the ve ry/a rra  Pas L. inle t
as used on current chart toppers and more
These mutines will transfer pri Warns which
won't norma lly load with the D isk Drive
present. •  A huge colle ction of specific
routines for indreraurniypmreard
programs a ll a cce s
,
Se n s
L i ,
2 fi
C t a S  
M e n
u

System. •  A program identifier,  and the
classic Disittis 11_2 to r ransier slim vintage
slowload collect ion

M ewiromsfer V.4 .0 . Is economical
ol D isk Space, transferring only the actual
program material Transferred programs a  ill
reload at ove r four times the norma l rate
with the incorporated D isk Turboloader,
which also allows your existing disk
programs to be fastioaded from dok

ildeipTransfer V.4 .0  is swirly extended
from previous ', I li lulls Despite claims tit
the contrary. it w ill tea/Wee programs
isitkh  no other ut ility w ill handle.
Beware of simila r sounding ut il it les,
which onsisi almost entirely of disguised
.erAons of our old materia l I f  you want to

up Iodate, you Deed MegAransfer. the
real "Turbo Smasher'.

At press time, all a d ve r t ise d & 1 7
littrbo•to-Dislit software

i n i n i

si• •1
MegaUtility
Disk V.4.0

WITH  TEN
FREE DISKS

•  N EW Alpha loa d disk Turbot...Kie r for
games SIC Add this five block program to
each disk and your programs ss ill load at
riser four times the normal rate N i)  menu is
required and you don't have to load
Alphaload separately M inh imposed Liver
p re i  n u ts V e rsi o n y S  P T O g r2 M I l l e t
.
3
TurboDisk t t iI ky. Fast load save, and
verify. Works with all device numbers
Displays program start and end addresses.
Includes easy DOS commands Compatible
with most expansion can •  Whole
D isk Copier hacks up an entire disk in
under three minutes. •  Turbo i l k  Copy.
selected files from lbskso-Disk. Reads and
writes at Ave  times normal speed.
•  Nibble  D isk Copy backs up most
protected disks in lust five  minutes. Reads
and writes all errors automatically,  I  Fast
Format. formal your disks in a fraction

the nionui time •  D i s k i o l t e  Plus.Transfer a wide variety of sing a n d
multipa rt disk programs tit tape a  ith
visible screenistript border turboli tad
Iilc ludt-s professional mastering scheduler
An interesting p r n  (mg for protected
disks). •  t h y  D isk is supplied
complete with  111) FREE 3M Bla nk D isks
!with plastic box. as
specified in this adfor lust Lr.00. How
-
,

that for value! S/17

MegaTape
Super Value

•  Our famous tape utility for One
Datassette tor equivalent) N o  add it lanai
hardware is required. Megarape
comprises,  •  Tve -to-la ge  transfe r
routines, A vast collect tiff) for the mator
t odic iload games •  Simple  to operate.
Mesuilape handles a vast range
of different list load systems, and even
increases loading speed in many cases

Features our Visi.Sereen. Stripe
TurboLoader •  The  most powe rful
Tape•tioalspe soft wale eve r devised •  PBS
Plus. Our clasisit turbo cooverskin ut ility
gives a new lease i f  tile to yours image
sknvkrad tape COUrel inn Converted
programs load independently at SEVEN
times the norma l rate.
with Visi•Screen stripe
Turboloa d. Also handles
o l d  HIV' . n d  F astb ack

9
5
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•  Buy M e ga lra nskr and lile ga Vtility
[ f u r t h e r  !p ri ce  6 3 4 • 0 0  misc n a
i
m
i
g  1 0  F R E E

Disks ta  Box) and receive M e ga
-
1 2 pr i o n
disk) and our praised sprite libraitykditor
(Pro-Sprite) ahsolutely FREE!
•  Purchasers will receive sleuth of future
updates and can buy new DoSoft Programs
at advantageous prices.

Existing customers) send any DoSoft
instruction Sheet I disk .ir tape) and Twelve
pounds only I, ir Mega/roister Disk V 0

S
.

3M Disks at
Low, Low Prices

Wily buy unlabelled, unbranded disks of
Un Ce rrai n  u n g i n  an d  sp e ci fi cat i o n
,•  We offer top ciass, 3M Disks bearing the
manufactunrr's label, at an unprecedentediv
low, low price  •  Specification SSiDD
7
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Complete with labels, write  proteci tabs
Tria c spun aces lit sleeves and a FREE
FliptFille High Impact Plastic SieragM
Boa worth L2 .75  Our ins lustre Price  is
lust 4 1 2 .3 0 pe r box e l ten.

This Is the price y ou pay
No earns N o  catches. S A
.

p o s-r FREE.

We take a
bite Out of
Disk Prices!

How to get your DoSoftwart
Please send cashichequelP0. si oh order
for fast despnch (SAE only for full demist.
Send off now to
DoSolt (Dept ZZ), 2 Oakmoor Ave,
Blackpool, FY2 OEE
UK Postage included. Europe add in  -
5  o r.42 if order includes Blank Disks. Overseas
add LI Si) for Airmail,  or ki. SO if order
includes Blank

O S O f t
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5
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You'll Do it Better
with DoSoft

3-MIN DISK COPY •  FAST DISK FE LE COPY •  FAST FORMAT •

Client MD — Vicky
Came — wants us to
include her dog_ I told
her there's no way you
stick client's bloody dog
in bloody ad, but she
kept going on about
Dulux. Disabuse her
nicely, would youT
.

THE SNOW OkIEEN
An unusually intriguing
illustrated text adventure
Program by St Bride's
Amiable tor Spectrum and Commodore
Releam• date: May 198E
Price: L9.95 (cassette pack)

SOMETIMES A CONCEPTUALISATION
CRISIS CAN SPOIL YOUR

WHOLE AFTERNOON

3
1
1
C

r106111C
PUBLISHInG

Don't wait for the ad. THE BOWMEN is available now.
by W.litz S i  )  K m . E.4  Stme Lavolgsfel LE: 5 1 2 , : 9 &  O lL iAL 4  wts.lowide !i-vm Acteo oi• can



BREAKDANCE
Americana, £2.99 cass, joystick only
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days when a  lot  of  people
thought it  was  fun t o self-

inflict injuries of all kinds — includ-
ing brain damage — to the sound
of t rendy,  apt ly  named 'break
music.

There are four games and in the
first the objective is to clock up a
high score by closely following the
steps of  Hot  Feet — the 'hottest
breaker in the neighbourhood' —
whose mov es  get  progressively
more complex as the score rises
— a bit  like 'Simon says'. A prac-
tice mode is available for you to
gain familiarity  wi t h t he various
moves (achieved by manipulat ion
of the joystick). Speed of reaction
is not important, but accuracy is. If
a player makes a wrong move, the
message 'Wack Out' appears and

This is  a  strange
game, to  say the
least. It isn't all that
difficult to play but,
despite an  awfu l

soundtrack, it can be quite good
fun — if you have a good sense
of humour. However, the multi-
load aspect is annoying and
can't imagine anybody wanting
to save routines. It's something
to watch rather than play. If you
like this sort of thing, then you
can hardly complain at the price.
found it funny fora few minutes

buteedium set in soon thereafter.
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On t h e  wh o le ,
Breakdance i s
boring Three o f
the four games are
essentially va ria -

tions of the 'Simon says' theme,
and all of them are rather dull.
However, t h e  choreographed
dancing is a great laugh and is
the only fun bit in the package.
Even so, Breakdarice isn't a very
good example of a budget game
and I  ca n ' t  wholeheartedly
recommend it

the score is reset to zero.
The second game takes the first

a stage further. The ferocious Roc-
ket Crew, are invading your 'turf'.
Various breakdance moves must
be copied in order to scare them
off before they throw you into the
river. The gang's dancers must be
taken on in successive breaking
battles, unt il fi nally  t hey  are al l
defeated.

'Perfections Danc e Puzzle' i s
the third exercise, like a more com-
plex version of the first game, but
with a t ime limit. The player com-
petes wi t h  Boogaloo Brewster,
King o f  breakdanc irq.  Basically,
it's a one to one battle where the
opponent performs a whole sequ-
ence o f  moves  that  have t o be
worked Out and followed against
the clock.

The fourth game is  non-c om-
petitive. Y o u  c horeograph a n
entire rout ine and perform it  on

" IillE t "

stage. There are two screens_ The
first is a menu screen from which
all t he moves for the dance are
chosen, allowing fourteen possi-
ble moves usable in any combina-
tion and repeated any number of
times up to a maximum sequence
of 251 moves. Each time a move is
chosen, a dancer appears on the
lower p a r t  o f  t h e  s c reen t o
demonstrate it.

When a routine is complete, the
'Go Dance'  opt ion changes the
screen to a stage. The joystick is
used t o  mo v e  t h e  c harac t er
around the stage while the moves
are be ing  perf ormed,  a n d  t h e
movements can be speeded up or
slowed down.  Danc es  c an  b e
saved out to tape and reloaded for
later use.

The fi fth part  of  the game, the
'Grand Loop' ,  i s  a  successive
combinat ion o f  t h e  fi rs t  f o u r
stages, giving the game a sense of

logical progression. All the break-
dances are accompanied by what
the instruction booklet calls break-
dancin 'music. Finally, the instruc-
tions give a guide to performing
some of the real moves mentioned
in the game.

Four s e p a r a t e
7games on one cas-
sette for only three
quid! We l l  g o lly
gosh! There's only

one big problem — three of the
games are awfully dull and very
much the same, The best bit is
the choreography, and  that's
only because the 'breakers' look
totally stupid as they do their
stuff. Dull graphics. dull sound,
dull game ' fl u f f  said.

Presentation 70%
Clear instructions and menu
screen. Cassette loading is
adequate.

Graphics 51%
Fat, Chunky sprites with good
animation, and colourful
backdrops.

Sound 49%
Lots of it, but not too impresswe
and very 'samey'.

Hookability 52%
Easy to get into and a bit of a
laugh at first.

Lastability 31%
The first three games prove
monotonous, but the choreog-
raphed dancing is fun.

Value tor money 40%
Not much on offer for three quid

Overall 35%
Will appeal mainly to breakers
wishing to reminisce about the
good old days..



The result of unique co-operation between three ace software developers
and the Biggles film production company, Biggles- The Untold Story will
knock you right out of the aid 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

Coming in June

Commodore 64
Spectrum 48K

Amstrad CPC

-
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Purnell Book Centre, Poulton. Bristol B M  5IQ

E9.95 tape, £1295 disk
i9,95 tape

£9.95 tape, £14.95 disk
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t ime t o  d o n  y our s k impy
shorts and go out and get fit

by doing lots of strenuous sporty
things. If that's not really your style
and you like to spend the sunny
season slumped on your posterior
toggling your joystick then you can
still c ompet e  i n  v arious  s por t
events courtesy of  HES Games
from Americana. There are six dif-
ferent events whic h have t o  be
loaded separately — three of them
test your joystick toggling muscles
and the other three require preci-
sion t iming and reflex skills

Before an event is  loaded you
must enter the number of players
(up to six) and enter their names
and affiliation fie Mad Dog Regan
USA. Mag the Hag UK etc), and
select the strip colour (red shorts,
red top for Derek Hatton etc). After
that any  o f  t he events may  b e
loaded and it's possible to view the
real world records for that event by
pushing t he  joyst ick  i n  certain
directions. Once you've seen what
you're up against you can start the
event proper.

Another nice feature about HES
Games is the replay/classic replay
options. Af ter y ou complete an
event you can watch it  again by
pressing Ft  on the keyboard! Or, if
you s o  desire,  wat c h a  c lass ic
replay —an emulation of when the
world record took  place. This  is
particularly useful with weight lif t -
ing to study technique. If you man-
age to get a world record or a good
score then this can be saved out
(on the disk version ONLY). Right,
here is  a  breakdown o f  al l  t he
events. . .

100M SPRINT
This nice s imple event is  played
over a scrolling track with your big
character seen in the centre of the
screen. When t he  s tart ing gun
sounds f rant ically  waggle y our
joystick lef t  and right.  The faster
you can waggle the faster your on-
screen persoona hacks. One or
two players can bash away at this
event. Two players is better since it
adds that competit ive edge.

110M HURDLES
This is viewed in similar style to the
100m sprint and the same sort of
joystick toggling applies, but if you
only waggle left and right  in this
event your man falls rear end over
chest because he won' t  jump a
hurdle when he encounters one.
So, to remedy the situation press
right o n  t he  joyst ick  wh e n  h e
comes up to a hurdle and he jumps
it. In between the hurdles waggle
the joystick to get up speed.
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I played this last year arid
remember being very impre-
ssed then, in fact, the only

thing wrong with it was that it
was about £25! Now you can

sample its sporting delights for
an eighth of its original price!
The graphics are great, the

sound befits each event and
the program is a highly play-

able and addictive one. Ail can
say is buy it!

LONG JUMP
Yet anot her event  wh ic h  takes
place over a scrolling backdrop.
Move t he joyst ick lef t  and nght
quickly to gain speed on the run up
and when t he man reaches the
board press up on the joystick to
make him jump. If you t ime it cor-
rectly he flies through the air and
lands in the sandpit, Then pull right
on the joystick to push him forward
otherwise h e  f a l l s  backwards .
landing on  his  bo t  spoiling t he
jump length.

ARCHERY
This is  t he fi rst event t o deviate
from joystick waggling and it tests
your timing. This event is played in
3D — all that is seen of your archer
is a hand holding the bow, beyond
that the four targets are arrayed. To
put an arrow in the bow keep the
fire but t on depressed a n d  pu l l
back o n  t he joystick. Onc e t he
arrow is strung you can move the
bow anywhere on the screen and
using t he s ight  mounted on the
arrow you can fire it at the target.
This event automatically caters for
the distance to the target so you
don't have to worry about compen-
sating for the arrow dropping dur-
ing its flight but you do have watch
out for the wind and compensate
for its effect. Current  wind speed
and direction is shown and is con-
stantly updated.
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Here 's an oldie given a new
lease of life at a price fractions
of its original Cost. Although
sport action simulations are
old hat, HES Games really is

among the best ever. The ani-
mations are realistic, full of nice

touches and help make it all
very playable. The game isn't

content with being obvious, so
you get things like the runner
on the iong jump traversing the
screen diagonally. gett ing big-
ger as he approaches the jump

off point. The archery has a
good feel to it, the weight lifting
is tricky and the diving really

tests your timing skills. This is a
great package at a ludicrous

price. Don't  miss it!

This review has been based on the DISK version of the game.
The cassette version is multi-load, which will be less conve-
nient by far, but considering overall quality, enjoyment factor
and price, this probably won't be such a serious drawback. HES
Games should be released mid-summer.

Although HES Games is get-
ting on a bit now, it certainly

isn't showing its age. The pre-
sentation is first class, and

there are plenty of impressive
touches throughout, such as

the replay feature. Three of the
six events involve some hefty

waggling and prove a mite
monotonous, but the others
are great and require some

very precise timing; I especially
like the archery and weightlif t-
ing. HES Games is basically an
extremely classy sports simu-
lation that shouldn't be over-
looked by any self respecting
fan of the genre, especially at

the ridiculously low price.

WEIGHTLIFTING
This has two parts t h e  Two Hand
Snatch and the Clean And Jerk
and is  another event which tests
your timing. Both feature a big fat
weightlifter who stares out of  the
screen and the player controls lift-
ing movements by either pushing
or pulling on the joystick. The real
key to success is learning to t ime
the weightlifter's movements — if
you mistime a snatch, or don't give
him t ime enough to steady himself
he drops  t he weights .  The t wo
handed snatch is the easier event
requiring a n  up/ down/ up (wi t h
pauses) movement on the joystick
to lift the weights successfully.
Clean and jerk is far more difficult
and requires up/down/up/down/
up (with pauses) to lift the weight.

SPRINGBOARD DIVING
This is viewed from the side. Your
woman (for it is a she) stands on
the extreme left hand side of the
screen and when the joystick is
tapped nght begins the short run-
up to the end of the board. When
she reaches the end of the board
push up to make her jump, pull
down to tense her legs and then
up again to spring. If this is t imed
correctly she whizzes through the
air doing somersaults. Just before
she hits the water pull down to kick
out. Points are awarded for the
gracefulness of the dive multiplied
by the dive's difficulty factor.

Presentation 98%
Just great — informative
Instructions, demo modes,
replay options
Graphks 93%
Large, well animated sporting
characters and convincing
backdrops.
Sound 84%
Rather twiddly jingles and
lavatory flushing style roars of
the spectators but some good
spot DC

Hookability 95%
Enjoyable and addictive sport-

action right from the start-
ing gun.
Lastabilfty 93%
Getting a worid record is a
highly desirable, but difficulttask.

Value For Money 98%
Three quid for one of the best
sports sims on the Est — you'llbe a nutter to miss it.
Overall 95%
A wonderful sporting game
which is challenging, addictive
and graphically excellent and
now ever so cheap. Need we
say more?
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Americana, E2.99cass, joystick only

0  riginally released t o coin-
cide with the Conan fi lms
of a couple of  years ago,

this old Datasoft game is the latest
title t o be repackaged in budget
format. It's an arcade adventure in
which the player controls Conan
and attempts to take him through
the deadly  rout e t o  Volta's  lair
where Vo l t a  h ims el f  mu s t  b e
defeated. To succeed, you must
negotiate progres s iv ely  m o r e
difficult levels  o r  screens, eac h
populated by creatures and traps.

At t he base of  the screen, an
information panel keeps the score,
number of power swords posses-
sed (Conan's  Only weapon) and
the number of lives left with which
to complete the mission. At  t he
start of the game, Conan has ten
power s words  wh i c h  c a n  b e
thrown by pressing fire — in cer-
tain circumstances, they return —
and two spare lives_
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' n o t h i n g  on its pre-
decessor, Br uc e
Lee. The graphics
are fairly dull and

simplistic. The  sprites are tiny
and flicker horribly. The anima-
tion i s  passable.  A l s o  t h e
screens are far too complex too
soon. Either they are so easy as
to be  monotonous or  require
several games t o  figure out.
There is nothing in-between. In
this respect, I  found the game
sadly lacking. However, some of
the puzzles are actually quite
clever and I got some satisfac-
tion from solving them after so
much ini ti al  frustration. T h e
music isn't bad either. I t's not
exactly Hubbard or Galway but it
could be worse. When this game
first came out, I  had my doubts_
At budget price though, it's not a
bad buy.

Each of the screens is very diffe-
rent from the last and the problems
contained h a v e  t o  b e  s olv ed
before access can be gained to the
next screen. Many of the creatures
are unique t o  certain screens.
Some of  them can be destroyed
by an attack with a power sword,
others have to be avoided. One
creature in part icular is  an ally .
There is a bird which turns up at
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We first reviewed
this way back i n
issue three and
didn't think much
of it. Now,  a  year

and a couple of months later, it
seems twice as bad as i t did
then, For  a  start,  t he  colour
scheme is horrible and garish —
I'm sure a baboon could have
chosen a better series of colours.
The 'sprites' flicker and wobble
as they jerk their way around the
screen, and the sound, although
bearable, is thin and reedy. Why
the different screens have to be
loaded separately is a complete
mystery to me, and the whole
package is a load of tripe.

random on a couple of screens, If
Conan t ouc hes  t h e  b i r d ,  h e
receives an extra life.

There are Only seven screens
but t hey  increase in complex ity
very quick ly .  I n  t h e  fi rs t ,  f o r
instance, a  bat  has t o be either
destroyed or avoided to get  any
further. The third screen plays host
to a couple of quick footed insec-
b i d  a l o n g  wit h a  giant
scorpion and an immense lava pit.
Patience is  a valuable aide whilst
figuring out  t he puzzles. For the
most part, the way to get from one
screen to the next is to obtain one
or more gems (either on the cur-
rent screen or the one before) and
place them in special holders to
trigger the exit. In the spirit of true
adventuring, t here is  no  turning
back.

Presentation 70%
Good instructions and demo
sequence at the beginning of the
game, but individual loading of
screens is a pain.

Graphics 29%
Very much below par.
Sound 40%
Limited effects and reasonable
music.

Hookabilinr 35%
There's very little to keep anyone
other than the insanely curious
interested.

Lastability 27%
There's very liftle to keep anyone
other than the curiously insane
interested,

Value for money 3 3 %
More attractive than its initial
price, but not much.
Overall 28%
Although considerably flawed,
the game contains some
interesting ideas and puzzles —
It's lust a shame that they
weren't  put together any better.

NEUTRAL ZONE
Americana, E2.99 cass, joystick only

D at ing back three years, this
title has been given a new
lease of  life as part  of  the

new Americana range.  You  are
taken t o  the outer edges of  the
galaxy o n  a  miss ion t o  protec t
Alpha IV, whic h is  under attack
from some xenophobic aliens who
would appear to owe something
of t h e i r  ph i los ophy  t o  t h e
Japanese Kamikaze pilots of  the
last war.

The game can be set on any of
five levels (from easy to crazy) with
a two player opt ion available, On
the first level, ten ships attack the
outpost, going up to fifty ships on
the hardest  level. These vary in
their size, speed and destructive
capability. They  not  only attempt
to damage the outpost but also fire
shots at  your weapons pod and
the idea is t o prevent them f rom
achieving t he i r  goa l  b y  s imply
blasting them out of the sky. Play
is also set against the clock, so you
really have your work cut out_

Your missiles are fi red at  t he

Monotonous,
repetitious, b o r -
ing, yawn induc-
ing, dull, crap
Neutral Zone!  I 've

seen better, but  I  haven't seen
much worse. I 'm surprised US
Gold have bothered to release
this game at all, even at a budget
price_ I t's awful_ Nothing to do
but shoot ship after ship after
shop after shop a  sort of Space
Invaders i n 3 D with only one
alien. Blaml Blam! Boom! Boom!
Zzzz

enemy f rom t he  weapons  p o d
which r o t a t e s  t h r o u g h  3 6 0
degrees. A  control panel at  t he
base of  the screen snows where
the nex t  alien at tack is  coming
from, leaving it up to you to find the
ship and destroy it. Only one ship
attacks at  any  t ime and it  con-
tinues on as attack run unt il it is
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What a horrible lit-
tie g a me .  T h e
graphics are of the
very wobbly vari-
ety, with  'poopy•

sprites making epileptic move-
ments across an  even jerkier
background. The sound is just as
grotty — a 'whee boom' sort of
thing. I f  you want to see how
awful American programs were
on the 64 in the olden days then
suppose you can't find a much

better example of this boring Iancient drivel. Ugh.

either destroyed or the t ime limit
expires. As damage is inflicted on
the weapons pod, it becomes less
efficient. Normally, when the 'Tur-
ret Damaged'  message appears
on t h e  sc reen,  i t  means  t hat
traversing is  going t o be s lower
until the self repair systems fix the
damage. giv ing t he aliens more
chance to wreak havoc on Alpha
IV.

If t he miss ion i s  successfully
Completed you are returned to the
title screen to select a new game.
On harder levels of play, missiles
spew forth f rom the enemy ships
with disturbing frequency and pre-cision.

Well B ruce  a n d
R C a r v e r  may

have gone on
to wr i t e  Beach
Head, Beach Head

II and Leader Board but  this is
where they started and they cer-
tainly started a t  the bottom.
Neutral Zone is pish and a large
part of it is basic, so it 's slow pish
at that. Though some o f  the
Americana range is good it has
its black spots and one of the
blackest is Neutral Zone. The
main cripple factor is its age
though even in its heyday I'm
sure Neutral Zone wou ld  b e
regarded as far from inspiring.
Avoid this offering at all costs
even with the C2.99 price tag

Presentation 31%
5 skill levels for up to two players
— wow.

Graphics 12%
Basic BASIC graphics.
Sound 1 3%
Better sounds from a cat being
doctored

Hookability 7%
There sort of isn t any really.

lastability 5%
Even less.

Value For Money 15%
Well it is cheap
Overall 9%
No comment.
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1O W E S  FOLLIES

Americana E2.99 cass, joystick only

0  nce upon a time a little blue
haired chappie called 011ie
was happily  trolling down

the street minding his own busi-
ness. Suddenly, he saw a factory,
and being of an inquisitive dispos-
ition, he decided to pop inside and
see what was within its mysterious
portals. Lit t le did the bi)ou fellow
know that this factory was evil and
that no humans worked there —
only devilish robots who loved to
destroy their creators. Once he'd
entered he  discovered t hat  t he
only way  t o get  out  was  t o go
through t he 24 dif ferent  rooms,
trouble indeed.

difficult screen (on later screens a
key has to be collected before the
exit becomes operational).

The robo t  guards  a n d  ot her
automatic adversaries trog up and
down the platforms, killing 011ie on
contact, but  they themselves can
be k il led —  dot ted around t he
screen are various power pills and
if one is collected 011ie turns into a
homicidal robot  killer for a limited
amount of time and can dispose of
the robots by touching them. After
a few seconds he reverts back to
his normal placid self.

On later hazards other meanies
appear —  sparks ,  f ans ,  las er

At fi rs t  I  thought
that A me rica n a
were releasing a
game about the
past exploits nf our

very own Mr  Frey, However,
011ie's Fol l ies  i s  not h ing a s
interesting, instead it 's merely
the exploits o f  a blobby sprite
across a three dimensional plat-
form background. The graphics
are quite good, especially con-
sidering the age of the game, and
the sound effects are ainght. But,
in the end, it's just another aver-
age budget title_ I f  this is your
sort of thing then have a look.
otherwise...

bouncing on t o reach t he other
side of the screen. Escaping from
an evil factory is  never an easy
task'

Each room fills one screen and
is made up of platforms and vari-
ous automat ic  factory bits.  011ie
can leap about  f rom plat form to
platform, although care has to be
taken to land on the platform safely

he can only  fall a  limited dis-
tance or lose one of his five lives_
Each screen has an exit which 011ie
must reach t o  escape f rom t he
screen a n d  g e t  automat ically
transported t o  ano t he r  m o r e

011ie's Follies Isn't
a bad game at all.
Although t h e
scenario i s  f ro m
the ancient regime

of computer games, i t s  we ll
Implemented and there are some
neat puzzles, features and chal-
lenging bits o f  screen to leap
around. T h e  g raph ics a r e
reasonable, the sound isn't too
bad, and the whole game plays
very nicely. I f  you like platform
games then go out and buy it, it's
not bad at all.
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I was pleasantly
surprised t o  fi nd
that 011ie's Follies
isn't a ll that bad,
despite i t s  age.

The graph cs and sound aren't
much cop , b u t  a s  platform
games go, I ts good. There aresome nice gameplay elements
throughout — although some of
them are very similar to those in
Bounty Bob (but which came
first?) — and I enjoyed playing
011ie's Follies quite a bit.

beams a n d  defl ec t ors  a mo n g
others. Some o f  these c an b e
rendered harmless  while others
lust have t o  b e  avoided.  Lat er
screens also introduce new fac-
tory fittings which can be used to
011ie's advantage — pipes can be
jumped into to lead him to another
part o f  t he screen, t ransporters
whizz h im t o  more inaccessible
parts of the screen. There are also
sliding platforms and balls for

Presentation 79%
Pleasant title screen which
cycles through various screens
to give the user a taster of things
to come.

Graphics 66%
Although the colour scheme is a
bit bland, the characters and
screens aren't bad at all and
work quite well.
Sound 67%
Alolly title screen ditty and some
OK R.

Hookability 70%
The first couple of screens are
suitably easy and addictive
Lastability 68%
And after a while it starts getting
very tricky.
Value For Money 75%
Twenty four screens of action at
a price everyone can afford.
Overall 70%
A oldie, but goodie, platform
game.
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of a ghost ly pirate Galleon
are various items of  booty

just wait ing to be picked up by Jim
the cabin boy_ When J im walks
over one of the objects, it is picked
up automatically. However,  there
are numerous colour coded doors
in the way and for these, Jim needs
the correc t  c olour k ey  t o  pas s
through. Since he can only  carry
one key  at  a  t ime,  this  c an be
something of a problem.

Each screen Is four decks deep,
and accessible via ladders. Some
doors a r e  p lac ed beh ind  J i m
which require n o  k ey  t o  pas s
through and lead to other screens.
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BOOTY
Firebird, £1.99 cass, joystick or keys

What a  d i s a p -
pointment '
remember t h i s
being the first ever
budget  C R A S H

Smash (golly,  was  that  a long
time a g o ) !  N o t  m u c h  h a s
changed except that it looked so
much bet ter on t he Spec t rum
than i t  does  now,  nearly  t wo
years later, on the 64. I 'm sure it
played bet ter too, o r  has t ime
made me  see i t  t hrough rose
tinted spectacles? Okay. so they
released it on the 64 some time
back too, but  why bother now?
Firebird can do better than thos
— surely anyone can do better
than this?
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There's no  doubt
about  i t  —  t h is
game is  dire. The
graphics a r e
thoroughly appal-

ling in their simplicity, Little or no
effort has gone into making them
worth looking at and the overall
effect is crude and unsatisfying.
The rest of the game depends on
playability. Well, it  is easy to play
(on the first level at least). In fact
it's t oo  easy. Hardly  anything
happens that could liven up this
dull af f air  Th e  s peed o f  t he
single colour ghosts could hardly
challenge the most inept players
and you soon find yourself on the
downhill road to monotony. The
fact that this game is only cheap
is no excuse at all. Mastertronic
have already shown that cheap
games can be superb but this is
something t hat  has  obv ious ly
escaped Firebird 's attention.

Somet imes it 's necessary to exit
f rom one screen, reach a  lower
deck on the next and then return to
the original t o  fi nish collec t ing
items there, such is the layout of
doors and ladders.

Trapdoors hidden around t he
screens b r i n g  J i m t o  a  s wi f t
demise should he fall foul of one,
and s o me  o f  t h e  t reasure i s
boobytrapped. After a short while
the undead, ghost pirates wielding
swords, ghos t  rats look ing for a

This g a m e  i s
crudsvolle. T h e
graphics are bor-
ing a n d  dull,  t he
backdrops a r e

boring and dull, the sound is bor-
ing and dull and the scenario is
boring and dull too. There's  not
much more to say about it apart
from steer well clear of it

nibble and ghost  parrots  by  the
dozen, bec ome  dis t urbed a r i d
start wandering around. Bumping
into one of them is bad for J im's
health.

Occasionally, the layout of  the
decks themselves are a problem.
It becomes necessary for J im to
use fast moving lif ts to get  f rom
one level to another and timing has
to be very precise. J im may look
overweight, but he can easily slip
through the slightest gap t o his
doom.

It allot the treasure from the gal-
leon's twenty  decks is collected,
then Jim has 45 seconds to locate
a bronze key and use i t  t o get
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Yes he is, and putt ing your-
self i n t o  t h e  s h o e s  o f

Shamus you must destroy him and
rid the world of  his evil. HAI You
thought we  were talk ing about
THE Shadow, you know, Z2AP! 's
goodly do-gooder  d idn ' t  y ou?
Well, we' re not.  The Shadow In
question is a horrible meany who
eats babies  and enjoys reading
Mike Pattenden's gossip column,
and as you can see, anyone who is
that evil lust has to be destroyed.

Shamus is an arcade adventure
played in Sabre Wolf style —a flick
screen game v iewed f rom above
but the sprites are viewed from the
side, sort of  like a Picasso paint-
ing, and what  t he int repid hero
must do is penetrate deep into the
core of  the fortress of  the nasty
Shadow and destroy it. This castle

%A
rk
,  
e
w
o
r
e
l

w o
o l
,  
e
t
•
E
•
k
c
g

through to the next level. Cleating
up the booty a second and third
t ime requires a search for a silver
or gold key respectively. On each
level the speed and difficulty of the
game increases, making the quest
for loot considerably harder.

Presentation 50%
Cheat mode, otherwise nothing
much,

Graphics 35%
Very simple, awful colours.
Sound 24%
Pretty yucky tune and spot FX.

Hookability 18%
Easy to get into but what's the
point?

Lastability 15%
Instantly forgettable.

Value for money 20%
Cheap.
Overall 16%
Not a good game for Firebird to
release at any price.

SHAMUS
Americana £2.99 cass, joystick only

is made up of many rooms spread
over 32  screens through whic h
Shamus trundles picking up what-ever h e  c an before his  task  is
finished, Some rooms have exits
locked by padlocks and the only
way they can be  opened is  by

Shamus is  gett ing
onabi t now. ar id i t
certainly s h o ws .  I
, r

.
It's g r a p h i c a l l y
very s imple,  b u t

reasonable, jus t  like the sound
effects and  t he game itself.
never have liked Shamus (t prefer
the follow up, Shamus Case II),
but that doesn't  mean that you
won't  — check it  out, you may
well find that you like
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I remeMber play-
ing this on the Atari
yanks a g o  a n d
thinking i t  w a s
about  t h e  b e s t

thing I ' d  ever seen. Nowadays
the game is  a far cry f rom that
sort of status but is still an enjoy-
able arcade adventure/shoot ern
up. The graphics aren't  brilliant
and the s ound isn't  wonderful
but t he program is  nicely pre-
sented with four different maps
to explore and solve. If you want
a cheap and enjoyable arcade
adventure then take a look  at
this, you might like it.

finding the relevant coloured key
in another room.  There are also
mystery bonus  ques t ion mark s
and extra life pot ions which help
the quest when collected.

All the walls are electrified and if
Shamus touches one the 'this  is
how to disrupt the tube train timet-

able' syndrome comes into effect.
turning him into a pile Of ashes and
one o f  fi v e l iv es  i s  los t ,  Th e
Shadow's laser spitting robots fill
the rooms  and these try and kill
our hero by shooting or by touch-
ing him with their electrified exos-
keletons. Luckily Shamus is armed
with a powerful Ion Shivs (TM, Pat
Pending) laser rifle and can shoot
the deadly  denizens before they
damage to his frail and pink litt le
bod.

Throughout t h e  q u e s t  t h e
Shadow monitors progress made
by Shamus, and if the hapless fel-
low spends too much t ime in one
room the Shadow enters and gives
chase. hel l  bent  o n  k illing him.

RAGING BEAST
Firebird, El .99 cass, joystick or keyboard
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puter game to s imulate the
Spaniard's f avourit e p a s -

t ime —  t h e  cont rovers ial a n d
bloody sport  o f  bullfi ght ing.  S o
don y our  t rendy  Mat ador gear.
step into the Corrida and take on
the meanest bull in the sport's his-
tory — Alfonso the Awesome.

Armed with only with a red towel
you must take on an angry, sweaty
mass of  bov ine meat  and make
him look totally silly by plonking a
rosette over his ugly fizzog.

You start  in t he middle of  the
arena and Alfonso walks on f rom
the s ide,  breathing heav ily  and
staring angrily at you_ Pushing the
joystick in the respective direction
makes the matador sprint around
the arena. When he stops you can
make him shake the towel by pres-
sing the fi re but ton and pushing
the joystick left — of course this
makes Alfonso even angrier and
he steams towards you at a vast

Raging Beast is  a
very da ft game
Indeed. The bull is
great a n d  rea l ly
does have charac-

ter, sorneth'ng I've never seen in
a computer game before. Many
a t i me  t h e  a i r  t u rned b l u e
because he decided to sit on me,
but such frustration caused me
to go back to the game again and
again. Love the graphics, adore
the gameplay, like the price. Get
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velocity. Just  before he reaches
you press fire and push the joys-

This i s  a  f unny
game —  ev ery -
thing about  i t  i s
silly, l ik e t he bul l
trying t o  s t o mp

you Into the dirt and when it does
two little stretcher bearers whizz
out at  speed to wheel you off to
El Hos pi t al° .  T h e  graphic s ,
although small, are fine and the
bull is port rayed brilliantly. The
sound isn't  bad either and it all
plays very nicely. It 's certainly a
difficult task mast enng the game
and the whole package is well
worth buying.

tick right  t o  mak e t he mat ador
whip the towel away. Such insults
enrage t he bul l  further and  h e
stomps af ter you wi t h renewed
ferocity.

Having successfully goaded the
bull in this  fashion, a  roset te is
bunged into the arena which can
be picked up  and draped (with
difficulty) over Alfonso's horns. If

Poor o r  Shamus,
he's nearly as old
as the office crum-
bly. Malcolm, now.
Though this 9ame

was a great fave of  mine in the
golden age of  software, nowa-
days it  really fails to thrill. Even
the p r e v i o u s l y  i mp r e s s i v e
gameplay seems t o  be  rather
s imple indeed Even for all you
players out there who may never
have seen Shamus before, I 'm
sure i t  would bore you silly —
compared to today's releases It
really i s  c rude.  Ha v e  a  l ook
maybe, espec ially  i f  you're a
Robotron fan.

Though an incredi-
bly stupid game in
every way  there's
some s t r a n g e
quality about Rag-

ing Beast that makes it absolut-
ley excellent to play. it 's  proba-
bly because it  is so stupid that
the game appeals. The hilarity
generated by getting sat upon by
a bull is surprisingly large, cries
of  ' ge t  o f f  me  y ou  f a t  s o d '
echoed rather loudly around the
office when Rrebird sent us this
one. Graphically Raging Beast is
very good indeed and has some
fairly impresive high res screens
sitting res ident  i n  me mo r y .
Though there are some doubts
as to how long the fun will last.
Raging Beast is worth the paltry
few pennies asked. Firebird de
seem t o  b e  pull ing t heir  ac t
together at  the low end of  Mei
market, let ' s  hope i t  cont inue;
that way.

this happens you get  your name
on the winners' poster and have to
tackle an even more angry  and
peeved Alfonso again.

As you can imagine it 's not  as
simple as that and Awesome Alf
has s ome horrible tricks up  his
sleeve. For  a  start  i f  you're not
quick enough wit h the towel he
may turn and send you bum over

Shooting the evil character merely
causes him to pause for a second.
but t h i s  paus e giv es  Shamus
enough time to get out of the room
and enter another.

Presentation 86%
Beautiful title screen logo, and
several options.

Graphics 45%
Simple characters and
backdrops.
Sound 69%
Good title screen music and spot
FX.

Hookability 56%
Mildly addictive initially
.Lastablitty 5 0
1
%
Mildly playable — eventually.

Value For Money 55%
Low priced and — Wa r
Overall 51%
Fairy Liquid couldn't be any mil-
der.

breast wi t h  a  swif t  fl ick  o f  his
horns, or he may kick as he passes
which b o wl s  y o u  ov er .  O n c e
y ou're d o wn  t he  tun s tarts  —  A ll
dashes in vengefully and,  if  you
don't  get  up quickly, s tomps all
over you which requires a t rip to
the hospit al f o r  t reatment  and
results in the terminat ion of  your
game. He  also sits on you very
unprofessionally if  he can which
also has fatal consequences.

Sometimes w h e n  y o u  g e t
thrown you fly up into the air and
land on the bull's back giving you
the opportunity to ride it. There's a
certain technique to riding the bull
and staying on its  bucking back
for a length period really boosts
your score. Throughout the game
the kindly El Spikko airlines con-
stantly updat e y our s c ore and
write it on the drag flag aftatched
to the back of a tourist packed air-
liner so you can see it  as it  hops
overhead.

Presentation 91%
Very good indeed. Great title
screens and many neat touches

Graphics 83%
Mhough simple in appearance.the main characters are very well
animated -  especially the bull —
and work extremely well.
Sound 81%
Good tunes which suit the game.

Hookabillty 94%
Immediately addictive, main)
,  d u eto the hilarious nature of the game.

Lastability 85%
Although the initial humour wears
a bit thin after a while, it's still tough
and fun to play_

Value For Money 95%
Worth every penny.
Overall 89%
A highly entertaining piece of
software.



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/L

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 BOX 10,1  LUDLOW, SHROPSHIRE, SYS 1DB
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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.

T-Shirts E5 (incl.) Sweatshirts E10 (incl.)
Send off now— don't forget to state your size.
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Americana, E2.99 cass, joystick only.
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types o f  s l imy  al ien hav e
invaded o u r  as teroid belt !

And. as usual, it's up to you to get
rid of them. But what shall we do?
Send a reliable old space shuttle
armed with a laser gun to sort them
out? Yes, that sounds like a good
idea Off you go, and don't  bother
corning back if you're unsuccess-
ful . . .

The alien aggressors are being
raucous on  the opposite s ide of
the asteroid belt, and this must be
passed t h r o u g h  b e f o r e  y o u r
assault c an  begin.  Th e  shut t le

As shoot  em ups
go, Moon  Shut t le
Is a w f u l ,
ant iquated a n d
dull — a bit  like a

glorified Spac e Invaders  wi t h
less aliens to kill. Both graphics
and s ound are good,  bu t  t he
game itself. . wel l ,  even at three
quid, it 's  a joke when compared
with t he  likes o f  Uridium a n d
Dropzone. I 'm not impressed in
the slightest

starts at the bot tom of the screen
and drifts slowly towards the mass
of rocks above. By moving left and
right and firing rapidly, a path can
be c leared.  Pushing u p  on  t he
joystick inc reas es  s peed,  b u t
crashing int o a  rock  s tops  y ou
dead (literally). A bonus is awarded
if you pass through unscathed.

The shuttle then appears at the

Har har her. I think
US G o l d  a r e  a
really jolly bunch of
japers i n d e e d !
Moon Shut t le —

boom!  Her har har. The game is
really awful,  y o u r  c raf t  be ing
attacked by crummy aliens who
wobble about aimlessly pooping
out the occasional missiie. The
sound is an aural assault and the
graphics are just like Margaret
Thatcher —  bland,  d u l l  a n d
totally antiquated. Do yourself a
big favour and miss it.
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bottom of the screen and can fire
and move left or right. The aliens
zoom down from the top and sides
of the screen and drop deadly mis-
siles. The first wave hangs around
the top of the screen and the aliens
are q u i t e  doc i le .  Progres s iv e

Left right  and fire,
what a  c ombina-
tion! It would seem
that Moons hut t le
was des igned by

someone with the imagination of
an imbecile child dropped on his
head at the age of six months. To
say Moonshutt le is  s imple is  a
gross understatement.  To  say
Moonshutt le is  boring is also a
gross unders tatement  Without
being rude there isn't  a lot  you
can say about Moonshuttle apart
f rom don't buy it

waves are more aggressive and
harder to kill.

Destroying a certain number of
aliens leads to more rock dodging
and blas t ing,  f o l lowed b y  y e t
another alien attack, and so on,
until eventually all lives are lost Or
you get  bored and turn of f  the
computer.
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Presentation 43%
Two player option — that's
about it.

Graphics 36%
Below average and rather
elderly.
Sound 9%
Simple basic and and extremely
elderly.

Hookability 29%
May hook somebody
.Useability 12%

but they won't become
addicted.

Value For Money 18%
Not really a lot.
Overall 13%
Unlucky for some

oost

RETURN OF THE
SPACE WARRIORS
Alpha Omega, E1.99 cass, joystick or keys

Return o f  t h e
Space Warriors  is
Joust w i t h  E g g s
instead o f  birdies
and p l a y a b i l i t y

wise it 's about  the best version
of  this arcade smoothy for the 64
to date. It 's t he playability that
really keeps Return of the Space
Warrior going since the graphics
are really  quite horrible. As  for
movement everything's faidy au
fait and  the sound effects are
quite neat as well. Return of the
Space Warriors is a good game
and definitely worth what  CR_
are asking. Worth a look.

dward Egg, f rom the planet
Egg, leads a hassled life. Liv-
ing on the planet Egg is a real

neadache since all the inhabitants
are called Edward and also look
just like eggs. Edward Egg's life is
particularly h a s s l e d  a t  t h i s
moment in t ime since it's he who's
name has been chosen from a list
of thousands (all of the names on
the l is t  be ing Edward Egg) t o
defend planet Egg from the Space
Warriors w h o  h a v e  rec en t l y
returned. So,  he c limbs  into his
egg s haped c raf t  t o  d o  bat t le
against the Space Warriors whose
spaceships, by some very strange
coincidence, are also shaped like
eggs.

The bat t le takes place on Egg
Battle Platforms of Egg, an arena
of ledges specially des igned for
such combat. For Edward Egg the
stakes are high; if the ovoid crea-
ture is  thwarted by the attacking
Space Wamors then they claim the
planet Egg as their own by forfeit.
Oh no!  Amongs t  t he  at tack ing
hordes of warriors is a Colonel War-

nor, a man of distinction who is of
the part icularly  v ic ious  variety.
He's easy to pick out from the riff
ref  Space Warrior troops because
he flies one of the prestigious Blue
Eggships,

The main disadvantage of trying
to batt le with Colonel Warrior, is
that his ferocity increases during
battle; he's a tricky customer so
Edward had better look out. Pro-
tocol calls  f or Egg bat t le t o  be
played out  under strict rules; of
overriding importance is  that  no
weapons are to be used. On the
top o f  each Eggship is  an Egg
destruct p a d .  B u mp i n g  t h i s
causes the warrior's Egg ship to
blast into smithereens and leaves
the combatant 's  Yolk Helmet  t o
drop until it reaches a ledge. if this
Yolk Helmet isn't collected within a
t ime limit  then it regenerates into
Colonel Warrior. To make the com-
bat fair Edward's ship also has an
Egg Destruct Pad and if  hes  hit
then a life is lost.

Another nasty to look out for is

Although the game
has a really tacky
sounding title i n
fact a  v ery  good
version of  the Wil-

liams arcade classic Joust. The
graphics are pretty c rummy but
the game plays very nicely with
just the right amount of inertia to
make flying tricky. I  would have
loved to have seen proper flying
ostrich sprites rat ha t han t he
rather bland eggs, but suppose
that hav e  been too much to asA
for I f  you liked Joust then give
this a  whi r l  —  It 's about  t he
closest thing to it on the 64.
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I c ou ldn ' t  ag ree
mores Ret urn  o f
the Space Warriors
is a  g r e a t  l i t t le
game a n d  wor t h

etA9ry penny  Shame about  the
graphics, though.

the Grand Egg. Once proud leader
of t he Planet  Egg,  this  formerly
respectable being turned mutant
one n igh t  af t er  f al l ing i n t o  a
radioactive f ry ing pan.  No w  he
roams the Egg Battle Platforms in
his denatured state, seeking out
inhabitants of Egg with his deadly
touch.

Each wave is  completed once
the platoon of Space Warriors has
been vanquished by  Ed. Af ter a
couple of  waves have been dealt
death a  bonus  wave is  awarded
where Ed has to collect a number
of Yolk Helmets  before they turn
into Colonel Warriors.

Presentation 81%
Generally neat: some good
options available.

Graphics 38%
Eggs. Eggs and platforms.
blocky platforms at that_
Sound 77%
Nice sound FX though they do
clash at times with other audio
bursts.

Hooksbility 81%
Very Joustlike indeed and dead
playable.

Lastability 76%
Egg bashing can get a wee bit
repetitive but a good blast all in
all

Value tor Money 82%
A rather neat bargain that stands
up quite admirably when com-
pared to other budget offerings.
Overall 80%
A respectable release well worth
the attention of anyone.

SCROLLS OF ABADON
Americana, 0 .99  cass, joystick with keys
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inexplicable reason a Wizard
has t ransported you to t he

game grid on the World of Abadon,
which jus t  happens  t o  res ide
inside his  head. He wants you to
please him by collecting all sixteen
pieces o f  h is  magic  'emulate' ,
which are spread over four levels
of increasing difficulty, and return-
ing them to the real world where
you will be richly rewarded. All well

Even t hough t he'
people who prog-
rammed S c r o l l s
of A b a d o n  a l s o

did Ghostchaser and 011ie's Fol-
lies, t hey  really  have h id  their
tracks well. mean ,  you'd never
have ever guessed by looking at
them. Am I being sarcastic? Yes
am. Yet again we see the return

of  the horrid looking ',lobby main
character with the combinat ion
of unex c i t i ng  f o u r  c o l o u r
graphics — monotonous. There
is s ome sort of  game in there,
and a horribly aged one it is too.
Crude gameplay coupled with an
awkward cont rol met hod does
not really and truly make a good
time. That 's  my opinion and I 'm
sure it 'll be yours also.

This i s n ' t  m u c h
cop, a  bit  of  a 3D
Scrolling PBC Man
with extra bits. The
graphics are really

pathetic wit h wobbly  scrolling,
crummy sprit es  a n d  glit ches
abound. The sound is awful too
and really gets annoying after a
couple o f  minutes  play .  Th e
game is pretty simple and after a
couple of plays we were well on
the way to solving it  I f  you have
three quid burning a hole in your
pocket it  might  be wiser to let
your trousers catch fire

It all sounds easy enough, but
there i s  o n e  s ma l l  s n a g  —
whenever a gem is taken, an arrow
is left behind pointing in the direc-
tion f rom whic h you Came, and
prevents y ou f rom turning back.
Attempting t o do s o angers the
Wizard —  s o muc h s o  that  he
sends in the Beast — a rather fat
and nasty  creature who kills on
contact. Th ree  o t her  c reatures
also mak e an  appearance and
each hav e their own  t raits  and
characteristics

The Ka i  appear now and then.
and f ol low t he direc t ion o f  t he
arrows. They  are deadly  t o t he
touch and are best avoided — as
is the Nim, who boings and spro-
ings about the grid and takes great
delight in sitting on your head and

poisoning you to death. Arrow Eat-
ers are just as unfriendly, but they
are harmless and only eat arrows,
excreting gems in the process.

Fortunately, t here are various
spells lying around the grid which
can be  picked up  and used t o
good effect. A spell is activated by
typing the respective word on the
keyboard (prov ided y ou have a
spell in the first place). There's a
spell to freeze all nasties, a spell to
kill everything outright (except for
the Beast — he's invulnerable, you
see), a spell to display the whole of
the map for the level you are on,
and a  spell t hat  allows  y ou t o
advance a  level.  Unfortunately,
each spell lasts for only 20 sec-
onds
Points are given for collect ing a
gem, a  piece of  'emulate o r  a
spell, and an extra life is awarded
every 20, 000 point s  —  handy .
since you only start With five.

( SCORE 000000

and good,  but  who knows  what
evil lurks  wit hin t he mind o f  a
depraved Wizard 7

The game grid is composed of
many game blocks, each of which
is a 3D scrolling platform with lots
of rotating gems, and occasionally
a spell or piece of  'emulate',  for
the taking, All gems in a location
must be picked up in order to acti-
vate the Power Disks which are
used to move you f rom one loca-
tion to the next. A useful plan view
map of any locations explored can
be called up at any t ime by pres-
sing the space bar.

1 Even
though

Scrolls of  Abadon
1

is awful. I quite like
i t  T h e  graphic s
and s o u n d  a r e

grotty. as Is the game itself, but
for s o me  reas on  I  ac t ual ly
enjoyed playing it. I 've no idea
why, s ince this  is  one game
wouldn't  really  rec ommend t o
anyone

r i •

Presentation 74%
Good instructions, a few
options, a demo mode and a
couple of nice touches, such as
the spells,
Graphics 38%
Poorly defined characters and
backdrops with bland colour
schemes.
Sound 32%
Iffy title screen music and spotFX.

Hookability 39%
Easy enough to get into, but not
that interesting initially.
Lastability 26%
A bit too easy and repetitive to
play, and boring as a result
Value For Money 32%
It would be wise to look before
you leap.
Overall 28%
Yet more antiquated American
software.
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THESE SMILIAT

SECOND EDMONI
The second edition of this i . .  a r  a

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 1965

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

Zzap 64 Sept 1985

THIS TIME YOU'RE IN COMMAND!
Second of the 'Command Sehes simulation,

Decision in the Desert puts you in command
of some of the great battles of World War
Decision in the Desert features continuous
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highly intelligent units, stratqc over-
view maps and advance a t
-
t i d a l
intelligence commanding the
computers forces.
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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

have played'

a  a  Edi t ink i l ik
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Mr  1 0 '  u m  I m o .  en wb,  m a w
THE WORLD'S FOREMOST SIMULATION SOFTWARE PRODUCER

Commodore User Oct 1985

*Maior Bill Stealey,
U.S.A.F. Reserve,
President of
MicroProse.
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is manufactured in

the LLK by US. Gold
Limited, Unit 10. The Parkway Irttna I
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NSARE FOR REAL!
cloJel
l1HE FIRST AUTHENTIC SUBMARINE

SIMULATION!
Exciting action, great strategy, detailed
phics and an ultra- realistic simulation of a
d War 11 U.S. submarine In the South Pacific.

'Excellent in every respect" Z z a p  (54
'Excellent graph iC5 and meticulous attention
detail make SILENT SERVICE a fascinating
-
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tie

"Sid Meier and his
team of simulation
Experts at MicroProse
have outdone them-
selves with SILENT

VICE.a re-creation
submarine

In

•••

ations in the Pacific during World War IL
a U.S. fleet submarine skipper. you can al most

I diesel oil and feel the deck rolling beneath
ur feet while searching the western Pacific for

nese shipping!' A n t i c

FmrIRTINIMINIW.

Tighten down your safety harness._ k'
tyres and light the fires! You are in for the thrill of
a lifetime in ACROIET, your own personal let!
ACROIET simulates the B05-1, a one-man, 200
mile an hour plus jet aircraft that is fully
acrobatic and everything a real pilot could want
or handlei

ACROIEr features 3-dimensional graphics,
sophisticated instrumentation, including the
outstanding quick response aerobatic man-
oeuvrability that can only come from a personal
jet1 ACROIET builds upon the fine tradition of
MicmProse's best selling Primary Flight Training
Simulator. SOLO FLIGHT, and uses the unique in
the slot" 3-dimensional flying perspective to

SOLO FLIGHT
DECISION IN THE DESERT

CRUSADE IN EUROPE

"This game is a b u y ,  well presented,
thoroughly researched and enloyable to play'

Computer &
Video Games

j  55

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

"Once again, MicroProse have pro •
great product with lasting appeal:'

Y o r f = D c c  1985
Atari disk

Disk E19.95

Selected U.S. Gold product is stocked
leading computer stores and selectedbranches of

P7

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

r••••••

11111111imr E amg i n  no
WHSMITHN E  WORLD'S FO

FROM D-DAY TO THE BAITLE OF THE
BULGE!

,

RetL:mmended Retail Price
Cazette E9 95 D i s k  04.95
Cassette E14.95 D i s k  El 995

OST SIMULATION SOFTWARE PRODUCER
-



I n  the heat of the city there are a
imillion stories and Ed Hick's is
just one of  them. Poor old Ed,

out of  the boonies to see the Big
Apple, only to fi nd it rotten to the
core. Poor old Ed, his only wish to
see the city sights, but  the sights
he saw were far from friendly. Poor
old Ed. his story was just one in a
million and this is it .. .

Just out  of  Smallsville is fresh
faced Ed, a country boy with four
hundred dollars  t o  his  name.  In
New York for a day trip with the aid
of his red atomic  Plymouth Conti-
nental. It really is a bit  of  wonder
car and was  converted to fission
power by his Uncle Bob. The main
advantage of having a radioactive
car, apart  f rom glowing fl uores-
cent Chernobyl green in the dark,
is that you can run over other cars
and convert them to a mere mish
mash o f  steel, glass and rubber
without any damage to yourself. In
his atomic  car, Ed is  t o see the

This is a pretty silly
game w h i c h ,
although slow, i s
quite fun to play.
Visiting each site is

made interesting by having to
play a  screen of  action, a nd
some of these screens are damn
difficult. playing the el splatto bit
with other cars is very jolly and
some of the screens are fun. The
graphics and sound leave a lot to
be desired, but tor three quid the
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1twelve sights that New York hest°

offer within a rather limited amount
of time.

There are a number of troubles
that delay Ed, most of them due to
the poor hick's unfamiliarity with
city life. First, there's the traffic; it
can't c ome as a surprise to you
that the traffic in New York is a little
more hect ic  t han that  of  plac id
Smallsville. There are two different
types of vehicle to be encountered
on t he streets of  the Big Apple.
First, there are the relatively harm-
less cars; bump these and they
squish. But  t he t ow t rucks  are

have to disagree,
New York  Cit y  is
Crud, i t looks and
sounds abysmal ,
and plays just as

badly. Dr i vi ng a n d  tr udgi ng
around the  Bi g Appl e di dn't
appeal to me at all, and I found all
of the sub-games uninteresting
and tiresome. There are some
great games in the Americana
range, but this isn't one of them,

112 ZZA P !  64 July 1986
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TEST L31-1)(AFT1
NEW YORK CITY
Americana, £2.99 cass, joystick only
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mean and nasty machines driven
by meaner and nastier mechanics.
In a collision, no amount of atomic
energy can protect a player from a
tow truck_ The result is one dam-
aged Plymouth that's now garage
bound and a  damaged Ed Hick
who's  just been released from the
city hospital.

Now the poor chap is  in walk
mode and has to leg it to the local
garage to pick up his newly rejuve-
nated car and shell out  $100 for
repairs. I f  t h i s  l i t t le es c apade
leaves poor old Ed broke then the
game is over.

Ed can, however, collect  more
money f rom t he bank,  but  i t  is
under constant siege from a band
of bank robbers. This sort of thing
doesn't put off country boy Ed and
the lad has to dodge bullets and

felons to withdraw his $500.
To visit a sight you have to be in

pedestrian mo d e  and  Ed ' s  c ar
must be parked. I f  the t ime runs
out on Ed's parking meter his car
gets towed away. The whole game
must be completed in a day and
it's an awkward thing to do since
only two of the sights are open at
any t ime. Each s ight  contains a
mini arcade game that needs to be

Though l o o k i n g
truly awful, s oun
d-ing really awful and
generally pl ayi ngawful. t h e r e  a

something about New York Citythat makes i t fun to play. I t  s
probably all the cars crashing
since for some strange reason
seeing vehicles splat and crum-
ple into each other is my idea of

The garneplay Is incredibly
Slew, though, and unless watch-
ing mass carnage on New York's
highways isn't your idea of fun
then there isn't anything else to
keep your interest. Never mind, I
think it's worth the money.
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completed be f o re  i t  c a n  b e
deemed as 'seen'.

In the heat of the city there are a
million stones, why  not give Ed's
story a happy ending?

Presentation 70%
Average title screen, good
instructions and in-game pre
sentation.

Graphics 32%
Simple, poorly drawn characters
and buildings.
Sound 39%
Reasonable titles screen tune
and soot FX.

Hookability SO%
Smashing up cars is the map
,attraction initially.

Lastability 37%
Not much to hold interest, but at
least there's something

Valu e For Money 44%
You could do worse than spend
three quid on this.
Overall 40%
Beats getting mugged on the
subway.
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ODDS AND ENDS
STAR l a n k  Tn .  nem Commodoee ready or rery . many
* m e i n  enclucang I 20cps draft smile ??cps near letter quality.
tractor and friction reed with sem ationtanc single sheet Peed.
most harkrtsan front panel swath s e e r
-
ta t *  t k e  p e r h a p s  
m a p

emportarkey the lineer los •  c ar tr idge is r es dateelde. So et
yiseu change to erodes-, snaked rum:sates you simply purchase
a new nter fare m sear M I L T  illaikeda
COSCIVOTOWIR Mows  you to easily cut a *v end  nese pro-
tect nor ther  you, revs so that you can use both Wes A  very
useful gadge r O N L Y
A GN A TE  M OO Len y ou r eal ly , the  r ead o f wai t data
cassene I:turkey and eavly Supplied with suitable surevitirrver

D e its  SSA%
W I  DOKEr rES  thr  nem weepy descs. av atar *  thin L6 at the
pore of cheap ones Buy the best, they Last a Wenn. acmes of
ren
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°PLY (112.95
Why m enial*  bes- - thit Si the best.

°DOLPHIN DOS
Like everyone that has had the pleasure of seeing thiS System in
operat ion you wil l  be amazed by  both the speed and ease of
use. It is compatible with the majority of commercial software,
speeding up both the program loading and SEO/REL files.
Fitting requires the insertion of two sub assembly boards, one
in the 1
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entail soldering, although a small amount will be necessary
with some machines

ONLY E69.95
If y o u  r e q u o r  ' ur eter  i n fo r m a ti on  please Wn t i  SAE to r  tac t Sheet

Ope ra te s w it h  the  CROW 6 4  o r 121  in  '64  mode  w it h  1541 d h c d rive .

THE  DI FFE RE NCE  IS S T A  G G e l t b

THE  FEATURES
25x FASTER LOADING (PROGRAM FILES]
I 2x FASTER SAVING (PROGRAM FILES]
I Ox FASTER LOADING (SEQUENTIAL FILES!
Rx FASTER SAVING (SEQUENTIAL FILES)
3x FASTER LOAD AND SAVE (RELATIVE)
(These figures do nor allow for searching)
Easy DOS commands from function keys.

Fast formats 40 tracks giving 749 blocks free
Centronics driver software inbuilt

Machine code monitor.
Can be switched out if necessar
y
.
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A f te r  e n j o y l i m a  c o n s i d e r a b l e
M e m o  s i n c e  I t s  r e l e a s e  w e
he r e  n o w  m a de  s om e  R e pr ov e .
"le nts  t o  - OLJ IC K D IS C •  t o
niolote e n I t s  p o s i t i o n  a s  t h e
best V e lve t I n  t h e  de m  -
s p e e dup' s :ditty -  c a r tr idge s .
ra d  L O AD  ( m a r  S i  d a m s
nor m a l  s p r e a d ' .  W O r t i  N .NIth
M.10111'y 01 pr otec ted S oftwani  C a n
be wr etc hed i n  a n d  c u t  h o r n  E N
.ke yb O alti
Feet I A V I  I a  1 7  O w n  n o r m &
w o a d .
Fas t F O n n i a  takes rust 20 seconds
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Vasty Fast M N  Copier tor selec itve
rile c opy ing  a t  H I G H  s peed N o w
handles files up to 24tillateetets long
tomprereed DOS oonotiormall (DOS
51)  makes  l o t  easy  us e o f  th e  disc
dnve e g  SIRE-TURN' wi l l  LOA D  and
display a  Wet-tory withou t  o •e r-
writing BMOC. 9-11FT RUNSTOF
LOAD -0* -.8.11 e t c Ve ra y,  v e r y

I.
incorpora tes C e n t r o n i c s
printe r seism/Me Loses port) with
COM  gr a phic s  capability (requireS
user twi(1.  entrones cable)
A  RESET sw it ch  is fitted (We have
found Mrs t o  be "La/stop)able". I t
peen preserves the tape buffer )
N O 61111311011Y IS USED by o ir car-
triage. It is totally • V ansparent-  add
uses speciai switching techniques
-
1
2
1
1
1
-  
m
r
i
d 
1
5
7
0 
c
o
s
i
m
a
t
i
b
l
e

64 mode
PLUS M A N Y  M O R E  U S E F U L
FEATURES T O  M A X I  YO U R
1541 FAR  M ORE FRIENDLY TOOPERATE.

ONLY 119.95
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OVENER"
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QUIET DRIVE STOPS
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DISC DISECTOR \
V 4 .0

N o w  the P oiar th ge r ies s idon  of the s ounthy
l
S  I R M A , *  d i s c  
b a c k

upluti ley  package is  available, V anous  improvements  hav e beer '
incorporated t o  re-es tablish -
D i s c  D t s e c t o r
-  a s  
t h e  
u t t k n a
t a

w e a p o n .  01 par ticular  impor tance are the foloveing
M IN U TE  t i t t i s s u n i r  is the g a te d  v e r s i o n  of the

ci arnous Eve-sham b a l k i e r  n o w  boaSteng W W I  m o r e  p o w e r
a n d  s p e e d .  W i l l  n o w  c o p y  W e n  t h e  m o w  h i g h l y
p r o t e c t e d  e l l en  In  3
-
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even tovalow bacis-ups. Incorporates device number change
software so no har diewe mods necessary
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programs exhaling m u l ti  p a r t loa de r s . A very useful Liberty that
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As wee  as these important newcomers all Use old law...File Winne,
which r une  helped earn Casector  u a l l  a  large following are
included The s e  inc lude  N o r a /  M a h e r  I s e l a c ti v e l .  F a s t
F o r m a t,  this c r a tc h.  Disc a loni ttot.  D M  ° M a r ty .  Fa s t File
C o p y .  b e e .  e t c .  e t t .
1 r e whole package rs menu dr iven and has its own  Fast boot system
b u t  In Oar your  cormerarree Pays rot itself the fi rst day  your ( K e w

O NLY  E29.95
C e tto rn e rts wat t ,  e arl i e r wi e , l u re  m a y  re t u rn  th e m  al o n g  wi t h  a

p e ri v e rn  o f  E lve rs to  re ce i ve  V 4
Al l  p ro g ram s  are  C M  1 2 4  an d  1 3 7 0 7 1  co m p at i b l e  In  6 4  M o d e

THE NEW GENERATION oir
BACKUP METHODS

IS NOW EVEN a rrrE R

THE LAST WORD IN BACKUP TECHNOLOGY
-Fre e ze  F ra m e " has ervoreci I ncre dib le  succe ss tot the  parr te w
trk ,shs  S a leS bor n i n  M e  U  If a n d  a br oa d ha v e  he e n a r ty  good a nd
thousa ndi o f  sa tisfie d custome rs are using them
C ontinua l de ve ioptrie nt  has enabled  Ut to  launch a n be prove d
v e r s i o n  .•1  the pr .:k iw i  m a t trK orporates  a few  useful Im pr ov em ents  p u r s
It is e ve n M e te  poistortut At the lime of going to press our thorough
te sting t e e kt  Feat fl e d  one  * Ingle . rtsentory re Side nt. progra m
tha t  -Fre e ve  Fra me " could not ha ndle . This Irk hides ALL thrs o f tw a r ,  r o  itirei M ay  1 9 8 0

OPERATING -FREEZE FRAME"
"Freeze fr am e" is simplicity Itself to  use I t  is cartndge based so 5  simply
drugged into the cartridge port. Whe n the computer is switched on a /nes.
sage is displayed. presscng "RETURN" w ill clear the computer back to  the
normal start up screen S oftware  can now be loaded horn tape or disc to m -
p l e te l y  n o m a d .  The Latest version ot • Freeze Frame m e  to the best
of our knowledge. m o w AN Y so f t wa re  to load and run normally (unlikec om peti tiv e prOduCtSj.
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pressing the button on it  You can then do une o f  three thingy•--
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m e m ory to a forma tte d  disc. This ve rsion w ill Include  a highspeed re loa d.

2. Pre ssing  "S' w it i do the  Saner as -
0 "  e x c e p t  t h a t  
t h e  
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TH A T IS ITI I
A LL P R OGR A M S  s A ir a ti  M T N  -PP?ElEZE FR A M E  • CAM

RE P IM OA D E O M ID E P E N D A N TLY  OF D O  ifi l tU r e

lee Awe comeineen Titer  mesas
m a m a  e i  T h e  M O S T  P 0 1 1 e tral A
APIID n e t l e t s  Re t i re e  I i i rre m  4,4

n o  100111.0

Do o m  a m ,  O t ts or * W r y  oblreir mg M e e r

T a n t  t o  De c M i t  ro  I M O
DE C t o  De c M S c  TO  T A M
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SUBJECT TO AVAILABILITY. ALL ORDERS DESPATCHED THE WORKI NG DAY AFTER RECEIPT

Ali  prices include P&P and VAT. Send cheque, Postal
Order or Credit Card No. Credit  Card orders accepted
by phone. Callers welcome. Wide range of  goods
stocked. Trade enquiries welcome. European orders
send price as advert ised. Outside Europe E2.00 for
airmail. Mal i  order to Evesham please.

EVESHAM MICROS
BRIDGE STREET, EVESHAM,

WORCS. WRI I  4APV.
Tel: 0386 41989

1146
In Australia contact:  M I CRO  ACCESSORI ES o f  S. A. ,  39b Anderson Walk ,  Smithfi eld South,Aus t ialia

MICRO CENTRE
1756 PERSHORE ROAD,

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

” f r A  •
WI NO

SI T4. Tel: (08) 254 6284



SENTINEL
Americana E2.99 cass, joystick with keys

Whizzing through hyperspace. watching the asteroids go by.

TEST )
1 1 1 ) (
;
1 4
: 1

0  n a clear night go outside
and look low, close to the
horizon, Just below Orion's

sword. Depending on how c lear
the sky is you may see a very dim
star s tanding alone,  t he s tar o f
Jarslob& Circ ling this  lonesome
heavenly body  are three planets,
one hot,  one cold and the other
enshrouded in a  poisonous gas
unable to support life of any kind.

In this system, many years ago
when mankind was but little scuttl-
ing rodents hiding in the crevices
of a still turbulent Earth, lived two
alien races. On the hot planet the
Jaralobians, an harmonious repti-
lian race who had lived for cen-
turies wit hout  confl ict, while the
cold planet  supported a  race of
mamalian descent who spent their
time locked in bloody  planetwide
wars, f ought  wi t h powerful and
destructive n u c l e a r  we a p o n s .
Largely ignored by the Jaralobians
they fought until only one tribe, the
Gorganilors. remained.

Unopposed, t h e  Gorganit ors
spent the next century channelling
their nuclear power into develop-
ing new types of fighting machines.
space fighters, to enable them to
shed their gravitational chains and
conquer the planet of their peace-
ful neighbours .  Th i s  happened
unbeknownst t o the Jaralobians,
who had assumed that the stupid
race we r e  eventually  go ing  t o
destroy themselves. Imagine their

Although this game is somewhat
old (about two years) it has some
wonderful effects which have only

started to appear regularly in
games today. The scenario is

rather an old one but it's nicely
Implemented and the game is

highly playable and very challeng-
ing (especially on the high levels)
The graphics are nicely done with
some fine little touches although

some of the sprites are a bit unim-
aginative. At first glance this

doesn't look much but it's well
worth persevering with and is a

steal for three quid,

surprise when the skies suddenly
became blac k  wi t h  many  Gor-
genitor fighters!

Being a peaceful race the Jarato-
bians h a d  d o n e  a w a y  w i t h
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Approaching an enemy warship 'trough its shields. Watch out for
that mine!

weapons a n d  on ly  o n e  s pac e
fighter, a  museum display piece,
remained. This was hastily refitted
and the planet scoured to fi nd a
volunteer to take on the might  of
Gorganitor army  s ingle handed,
but f rom this search only one fruit
was borne, a young Jaralobian cal-
led Robert  Reptile. Naturally he'd
had no training in space combat
but had spent most of his youth in
the arcades knocking up immense

t
'

scores on bat t le simulators and it
was he who slid into the seat of the
space fi ght er a n d  t ook  t o  t he
spaceways on a  desperate and
suicidal mission..

Sentinel is a 3D point -of -v iew
Star Raiders type game which puts
you in the position of Robert, in the
seat of  Jaraloba's last start ighter.
The spacecraft, althozigh ancient.
is st ill a pretty neat affair and is
equipped with a scanner, twin las-

ers, Proton Helix  Missiles, aut o
tracking, hyperdrive and layers of
Ybbit ium Shielding for the ship's
defence. When an enemy missile
or asteroid hits home one layer of
shielding is knocked off, and when
there are none left the next collision
destroys the ship.

The craft  is  controlled in fl ight
simulator style and a cursor is used
to shoot offensive laser bursts in
similar fashion to the arcade game



Star Wars. You're not completely
alone when fighting and there are
four passive motherships you can
return t o  every  s o  Often t o  get
repaired and gather new supplies.
These h a v e  t o  b e  de f ended
though, if they're destroyed by the
Gorganitor craft then you'll have to
ride out the rest of the attack with
what you have on board your ship.
When a mothership is completely
surrounded by enemy craft you'll
be alerted via an on-screen mes-
sage and it the enemy in question
isn't s wi f t ly  d is pos ed o f  t h e
mothership is destroyed_

The Gorganitors are very deter-
mined to destroy the Jaralobians
arid are using three types of enemy
ships in their invasion task force:
swift, s t ealt hy  a n d  uns hielded
gamma fi g h t e r s .  Xan t ha l l i an
shielded cruisers and f our huge
warships armed with the latest in
Neo-Sophoric Demi-Shields.  The
two smaller c lasses o f  s hip fl y
around in packs of three while the
warships are content to sit on the
edge o f  t he Jaralobian system,
launch sets of fighters and orches-
trate new attacks.

When t he  game starts  you' re
asked to select one of five difficulty
levels (sk irmish,  at t ack ,  bat t le.
invasion, a rmageddon) .  A f t e r
being given a message of encour-
agement f rom the hastily formed
Jaralobian Cabinet  of  War,  Star-
fleet Command t hen t he bat t le
begins. Immediately a 6 x 10 grid
with the planet of Jaraloba in the
centre is  overlaid on t he screen
showing the sixty sectors of space
immediately a round  t h e  h o me
planet. Any  al ien int ruders  a re
shown on the grid as pixels so you
know their current location. During
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which Is surrounded by Gorganitor craft (the small diamonds).
Unit:Ai/moiety your Motharships (the blue oblongs) are also in dire

this period you can move a cursor
anywhere on the grid. Move it over
a sector and press the fire button
and t he ship automatically goes
into hy pers pac e  a n d  h e a d s
towards the selected area During
hyperspacing y o u  h a v e  t o
negotiate a tricky asteroid field for
a certain period of time (depending
on how long the journey is from one
sector to the other).

If y o u  j u m p  i n t o  a  s ec t or
occupied by  renegade craf t  you
are alerted to their presence by an
audio warning and auto tracking
comes into effect —your on-board

Not being particularly fond of Star
Raiders type games I wasn't enth-
used by the thought of playing yet
another venation on the theme.

However, Sentinel had mehooked
from the very start — the atmos-
phere and pace certaeniy get the
adrenalin flowing, and the many
neat touches throughout add to
the feeling of 'being there'. I'm not
quite sure why I like this particular
Star Raiders variant, but I do and
reckon it's the best of the genre.

computer selects a craft or group
of craft and tracks them for you.
The selected craft are highlighted
on your scanner with a cross and
you can steer your way  towards
the target using the cursor. Other
on-screen informat ion includes a
distance-from-target figure shown
under the cursor and an enemy
heading/bearing/speed indicator.
displayed under the main scanner.
An audio s ignal warns  you jus t
before you reach the craft and your
ship automatically goes into com-
bat mode,  a  dogfi ght  s ituat ion
where you must blast the craft to
kingdom come while avoiding their
offensive fire. When the sector is
cleared t h e  s tellar gr id  ma p  is
printed up on screen again allow-
ing you to proceed to another sec-
tor.

The primary targets are the four
warships, s hown distinctively on
the stellar grid. A sector occupied
by one of these overweight hulks is
completely fi lled by  its  shielding
system, consequent ly when you
warp i n t o  s uc h  a  s ec t or y o u
immediately run int o the shield,
which is similar to flying between
two horizontal planes. In between
these p lanes  i s  a  c onges t ed
minefield whic h you have t o fl y
through to reach the target. Hitt ing
a mine depletes your shield but the
mines can be shot with well aimed
missiles. The  dis tance f rom the
mothership i s  displayed under-
neath the aiming cursor and using
this you have to guide your ship
through the minefield to the target.
When you get near the mothership
the shield disappears to show the
warship, its exposed exit/entrance
cycling in  colours.  When White.
press the space bar to launch one
of the ship's limited Proton Helix
Charges — if this deadly missile is
successfully guided into the portal
during the white period it destroys
the warship.

Though area/rave  from thegrave
was really surprised at how much
fun Sentinel could provide. The

main attribute that keeps the action
exciting is the very well created

atmosphere. It's very easy indeed
to get well involved and quite het

up. The whole game is technically
polished and has some excellent
effects to keep the pieyer goggling
at the box for as long as possible.
Graphically it's very good, espe-
cially the starfield which twists and

turns in 30 quite convincingly.
Overall Sentinel is a fine game

indeed and more than worth the
paltry sum asked for if by

Arnencana.

Getting back to one of the four
motherships involves a similar pro-
cess o f  dodg ing  s hields  a n d
minefields (although why a friendly
mothership has a stonking great
minefield around it  is a complete
mystery). Wh e n  y ou  reac h t he
mothership i t  ex tends a  t rac tor
beam, draws  y our s hip int o it s
warm and comfortable interior and
repairs a n y  b a t t l e  d a m a g e
received during your galaxy saving
quest, along with replenishing your
shields_

When the game finishes you're
given a rating depending on your
performance and if you manage to
successfully boot  the Gorganitors
from whence they came you are
treated to a complete breakdown
of the mission, amount  of  shots
fired, shields used etc.

Presentation 95%.
informative Instructk)ns and bril-
liant on-screen presentation dur-
ing the game.
Graphics 87%
Clever use of raster interrupts,
some great effects but some
sprites are rather dodgy.
Sound 69%
Atmospheric sound effects which
really enhance the game.

Hookability 92%
Helpful instructions and in-game
messages make this easy to get
into.

Lastability 92%
Five difficulty ievers and the fifth
one :sally tough going.
Value For Money 98%
A great and challenging game for
only three quid.
Overall 93%
A superb Star Raiders type game
andTHE best on the Commodore.
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I like Slamball, it's the best
game I've played for ages and

is very addictive indeed,
though really just a simple

implementation of Pinball it is
so very well thought out that
the enjoyment it provides is
huge. For graphics freaks
there's little to amaze or

astound, the colour schemes
are garish but the ball moves
in an exceedingly convincing
manner. For the money Slam-
ball would be hard put to be
beaten even by some of the
excellent deals now offered
by Mastertronic. Go out and

buy a copy now.

Americana, E2.99 cass, joystick only
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Americana Monster has
come along and eaten

up Mastertronic 's pinball table
and it's in there that the cute ' n
smiley Slamball family habitate, a
living clan of ball bearings with a
happy disposit ion. The pinball
table is inside the monster's
stomach and the balls are in quite
a bit of trouble. The pinball table
is still operat ional and since the
monster's stomach knows that
the chewy and munchy s iamball
family are sitting inside, it's eject-
ing them one by one into the
game. The hole at the bot tom of
the table which normally recovers
the ball instead slides straight
down into the monster's digestive
tract. Luckily though you, as a
member of the secret society of
prevention of cruelty to pinballs,
have gained radio remote control
of the table and you must now
prevent any of the Slamballfamily
f rom gett ing into Americana
Monster's digestive tract.

The whole game revolves
around a vertically scrolling win-
dow of four screens's worth
which covers the entire length of
the table. Even though the mons-
ter's stomach lining is pressing
the 'play ' button it's up to you to
decide on the power at which the
ball is ejected into the playfield.
There are tour sets of fl ippers
throughout  the table and various
posit ions of the joystick deter-
mine their movement  — joystick
left operates left flippers, joystick
right operates right fl ippers and
pulling back on your stick causes
them to flip away.

I Whatab tga me l S i mpl e ,
yet incredibly addictive and
playable. It's nice to get a

harmless, unhyped game that
you can load into your compu-
ter and just play without hav-
ing to get to the next screen or

solve. No hassle. just pure
playability. The graphics are

alright and the sound is pretty
basic, but the gameplay is just

superb and the scenario
totally stupid. Be a devil and
sash out a huge three quid for

it.
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All the features included in a
normal pinball machine are there
with bumpers,  rollovers and
everything else. Even a nudge is
implemented for t imes of
extreme danger. Hit t ing nudge
causes monster wobble and the
whole table wobbles as well.
When a member of the Slamball
family  is about to meet its demise
it is quite wise to use the nudge
feature as a last resort. Unfortu-
nately over use of nudge results
in the table tilt ing and your fl ip-
pers are then disabled until the
current ball hits the Monster's
alimentary canal. Very digestive.

Around the table are a number
of monster stomach enzymes
held in groups of up to tour, just
sitt ing there wait ing for a s lam-
balls to pass over. A slamball
travelling over an enzyme disap-
pears and when a whole group
are devoured a blob materialises,
Bash into this blob before it
destroys itself by wandering into
the table's walls and your score
mult iplier is increased. At the
most you can travel up to four
t imes score, get another blob and
the table resets itself to normal
scoring. If all the enzymes are col-
lected then that level is deemed
to be complete and a bonus for
any balls left is awarded.

The sound effects are suitably
pinbally and all the while you can
hear the monster gently humming
to itself as it trogs down the
st reet

7)u.1



40 If you took any notice of the /
scenario, you would probably

put the thing back on the
shelf, which would undoub-
tedly be a mistake, because
Slamball is more than worth
every penny as far as fun is

concerned.

Technically it's
smooth enough, but certainly

, n o t  a game to impress visu-
ally, which hardly matters as
you get a fine pinball game

with some unusual additions,
and one which poses no prob-
;ems in getting into, though
it quite hard to put down.

Presentation 88%
Straightforward, with neat
and t idy on-screen appear-
ance.

Graphics 65%
Large, rather s imple and
strongly coloured, but ball
movements are convincing.
Sound 79%
Good pinball FX and stomach
rumbling atmosphere.

Hookability 96%
Can't tall It, nothing to hold
you back from instant enjoy-
ment.

Lastabillty 96%
This one has the essential
Ingredient — you iust don't
know when to stop.

Value For Money 99%
At its low price it's a steal.
O verall  96%
A simply addictive and highly
playable pinball.
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UPDATE:
Cross was almond these, he'd Mead the IPS cells he
needed, he knew where the big ship was Medan end
he had the time to pt  there, rescue his paimangers
led gat them ewes bed in Emit. But then there was
Korean,
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YOU AND THE ENEMY ONLY ONE OF YOU WILL SURVIVE
Your ,J )11 (All Weather-All Terrain) jet stands fully fuelled

and fully armed. A vast invasion fleet is anchored just off your shores.
Ground forces have come ashore and ore advanong on your positions
protected by massive air cover.

You are the last fighter pilot. Your countryturns to you and asks
"Are you good enough to be coiled on ACE?"

Featuring tanks, helicopters,
hills, trees, ships and a totally
, u n i q u erefuelling sequence ACE is the
ktslest, most exciting air combat
game available. With twin flying
mode (using two ioysticks) you
can fly and light with your
friend as weapons mon,

ACE THE RE  IS
NO OTHER GAME LIKE III

Cascade Gomel Ltd
Harrogate,
HG15BG,
Erkglon<1.

TeleOlone:
104231504663
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Spectrum 48/128 — Ete i
t i s )

Amstrad — E .9 (cass)
— E 1 4 . 9 S
e
( d i s c )

Commodore 64/128 —119.95 (eass)
—104.95 (disc)•

BBC B/ Electron E 9 . 9 5  (cass)
—E14.95 (disc)

Commodore C16/+ 4 — E7.95 (cass)

Mail Order
Just send a cheque or postal order payable
to Elite, or quote your Access or Visa no. to
get your copy of Ghost's 'n' Goblins

xrsibmtviogiiimoc+em

4
t'9001.4  • •  - • I'WV4P.OPC

• -
-
V
o
i r
i r
i
c
I
P
S
I
C
I
A
r
o
f f
i r
i
c

4
;
1
)
*

043
/0

4 /
0
4

Elite Systems Ltd. Anchor House, Anchor Road, Aldridge, Walsall, England. Tel : 0922 59165 Telex : 335622


