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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

ZEN ROOM? Gary Penn visits CRL and learns
the art of Zen thought

98 BUDGET GAMES SPECIAL
13 pages all about the |atest budget titles released
this month

ISSUE 15 JULY 1986

-

ZZAP! SECTIONS
7 EDITORIAL ok
Roger Kean discuss the merits of lollipop sucking

9 ZZAP! RRAP

Lioyd rf;langrnm heads the team with
carefull avoiding upsetting e w
controversial replies — some

45 ZZAP! 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 ZZAP!I TIPS

Gary Penn takes a trip round the helpful hints pro-
vided by readers, the team and himsalf, plus
STARQUAKE map

64 COMPUNET ART GALLERY 4y
Ms Brigitte van Reuben locks at some more pict
rial offerings in her erudite, lucod manner

69 CHRONICLES OF THE WHITE Wi

Ol" Whitey finds his cave is a ig adventur
plus REDHAWK and THE PRICE GICK fro
Level 9 .

77 GARY LIDDON'S TECHNICAL BIT IN
THE MIDDLE [or whatever)

Gold Medal for LASER GEMNIUS, plus other bits that
need wire and soldering iron

82 SHADOW SPIEL
The Penumbral night stalker takes to the Commo-
dore Show

848 NEWS FLASH
So does the news team

86 COMPUNET PAGE
93 ZZAP! READERS TOP 30
94 COMPETITION RESULTS

119 THE TERMINAL MAN
Oliver Frey's comic extravaganza nears its con-
clusion

letters,
rude or

HOT GAMES FOR JUNE

19 LEADER BOARD -
The Golfing action/simulation from US GOLD
knocks spots off the balls and getsaGOLD
MEDAL ;

24 BOULDER DASH Il ;

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 from AMERICANA given a cheap new
lease of life

114 SENTINEL
AMERICANA score another Sizzler with this cheap
re-release of the ‘Star Raider’ type game

116 SLAMBALL
Low Cost Sizzler number 3, another from

bhadd o

96 B
Get those flying goggles on for MIRRORSOFT
wﬁmm back in time and help you win,

The nextissue of ZZAP! goes on sale from the 10th
July. Not buying it may resultin your being banned
from lollipops for three months.
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VIRGIN GAMES
presents

JAMES CLAVELL'S
R

THE GAME...

ns of beautiful Japanese landscape, you must live
times in this innovative and sophisticated arcade

adventure with icondriven commands.

Setin 1600, in around 130 scree
out the political struggles of the

MName S
Address........

Amstrad 464/664/6128 Cassette (£9.95)] Amstrad 464/664/61 28 Disc (£14.95)[]
Commodore 64/128 Cassette (£9.95)[] Commodore 64/128 Disc (£12.95)0]
Please make cheques and postal orders to Virgin Games Limited and
post to the address below. Please do not post money.

/4Vernon Yard, 119 Portobello Road, London Wil 2DX

Virgin Games Ltd, 2




BRITAIN’S BEST SELLING
FLUFFY
LOLLIPOP

MAGAZINE

— Anthony Jacotison, Commodons Computing infemafional

FOR FLUFFY
LOLLIPOP
SUCKERS

m. the lollipop season is
nitely here, the heat of the halls
at the 7th Commodore Show had
emm sucking drinks on sticks,
and at base in Ludiow, June
and the Camival arrives with hot
weather and hordes of lollipop-
sucking tourists. ZZAP! owes a
deep of gratitude to the pub-
lisher of CClfor pointing out to us
that there's more money to be
made from talking about lolli
{even fluffy ones) than from m
old computer games. from
an issue packed with helpful hints
on how to suck tha various
flavours (starts page 202), com-
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
gaanman usual. i
games have had an up
and down history, although recent
releases have had an e '
ingly higher proportion of fine
games among . This month
we have a et Section largely
devoted to the first batch of
Americana cheapies from US
Gold, although there are a couple
from Firebird and one from CRL.
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
month'’s Sizzlers are in the Budget
saction!

WHERE HAVE ALL
THE HOUSES
GONE?

with other members of the

crew, | attended this year's
Commodore Show at the Novotel,
London (last year | was stuck in
Ludlow coping with the just com-

move of the editorial team
m\'mm lar Sors

popular, never maore

so than at those times when a

happened along
a completed or part-com-
' for appraisal. It was
W many thera were,
the quality of ideas as well as

competence on offer, much of it
still looking for a publisher. Con-
sidering the dismal tum out of the
software houses at the show,

mﬂmﬂmpfﬂgtammﬁﬂ
been annoyed at not being able to
demonstrate direct to a possible
publisher. But they were not the
only angered ones, many ZZAP!
readers complained that there was
nothing to see. Such a laissez faire
attitude to what is, after all, THE

THE MONTHLY

SOFTWARE

STAR FOR YOUR
US GOLD
CALENDAR

W%wm;tﬂn is
—_ S 5
Lﬂmhmﬁmnm is high,

wm is planning their
ions for the much bigger

dangerous. Let's hope the situa-

tion and the attitude improves,
otherwise many a software com-
y may end up with nothing laft
do but suck lollipops.
ROGER KEAN

Personal Computer World Show in

September, but ignoring the

punter in this way is positively
GAMES REVIEWED
IN THIS ISSUE
Biggies. 3
Breakdance 98
Booty 1%2
Boulderdash Il (S} 24
Conan 102
Golf Construction Set 40
Hes Games (S) 100
Leader Board (GM) 19
Max Headroom 27
Mermaid Madnass 38
Moon Shuttie 108
Neutral Zone 102
New York City 112
Qliie’s Follies 1?3
Price of Magik 70

The

Fantastic Four 72
Raging Beast 1%
Mﬂﬁfﬂu Tie
Scrolls of Abadon 109
Seabase Delta 73
Sentinel (S) 114
Shamus 105
Slamball (S5) 1:135
Southern Belle 42
Very Big Cave Adventure 69
World Camival 41

5 _-.: i ' y = - % !.'-:-:-_ ; I.- .-.._ .'I '".




l.l’n)_rnnum:wboughtmmw
ulator — shoot yourself!

If you are ever considering it —
save yourself a bullet!
ZZAP64

And swing your way to a record round

Hmymmnbpmnwagoﬂpmmﬂa:peﬁgammalhﬂum Features:
hnuiﬁgmmmupmﬁn'jmm :
With m‘rﬂ.ﬂnggraaliaﬂcsunutadunynugmam

view of your golf game.
As you on different 18 hole courses on
levels from amateur to touring professional you'll
need skill concentration and control to come in under par.

CBM 641




Mot a lot of serious mail

what the press call

the mun:hd g..u:
beyo

rt'thz'l:u £20 worth

the name of Claire. More
call of duty, | thought the follow
of software this month. ..

mon into

th. we're obviously moving

"Tl; Hﬂﬂl:l'. Certainly the obsession of
. |ater! For parspicac-

ing letter deserved

Dear ZZAP!

Just putting biro to paper to say
you have a brilliant mag. I'm not
really a pervert, but when | saw that
the imbecile Candy tried to kill
Adam . . .Wall, | 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 (| hope it works
— | spent a lot of time and trouble
daing it).

But, this is not the end of things.
| am obssessed with the
Scorelord! He is a really cool dude
man, and he's got some really nice
lines. Perhaps he should produce
the 7 | also enclose an advert
for Mr Rignall. | think he should
advertise himself, so |'ve given him
an idea, the RIG-MO! One more
question, why has Gary Penn got
such a big slap-head? And why
does Liddon stick his fingers down

AoV

I COOL CARL Il N DN NN

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
1127 Whata 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.

Candly's na 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. ['ve
noidea why Gary Penn has sucha
big slap-head, because | don't

know what one s, and Liddon only
fallows the time honoured tradition
first developed by the Romans so
without putting on weight. Right?
LM

o
E
A Lov8L ComMoDORg O nER
BasED
3 W Bt

Phe WYE your"ERP oyt

Bgom iCh, vERY MO,
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Dear s
Firstly, | offer my congratula-
ﬁmmm%! 64, lrilnr?mmrfs number
1 Commodore magazine(!) for an
excellent first year. | rely a great
deal on your reviews.

| was glad to see Jeff partaking
inthe | challenges, and the
Minter diary seems a great idea.
0K, one or two suggestions now.
Is it possible to have reviews of
compilation inZZAP!? | can't
always remember what games on
compilation tapes are about, or
whether they are any good — and
I'msure 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 1), and so on.
Perhaps a female reviewer should
be anidea? | think it was JS Mill
who commented that, in the
absence of females, you exclude
half of life's e |

said on that, methinks! |

wonder if it would be possible for
ity playeblo games we?
immed games are
| realise you have a 'hookability”
rating, but | don't feel that this quite
indicates immediate playability.
Most of my computer gaming
takes place when | have friends

= G
e él" %
=5, £ N Y \/ -
Cp % %ﬁ:{p e g

EWIDEAS ?

round for an afterncon or evening,
so | generally try to buy games
which a;rﬂnaurﬁ who has not

readers think of my suggestions.

Well, fortunately I've ong
major criticism to make. ;
please get rid of (or at least
d‘lﬂan 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 — please to
being a games reviewing

. | wouldn't like to see
more utility and hardware reviews,
or any expansion of the compunet
and art gglm sections, and
please NO list {ugh!). Perhaps
a ideawould be to produce a

Special Edition, containing
reviews of Disk drives, Joysticks,
Modems and various utilities.
Maybe in the Autumn, in time for
Christmas?

I'd just like to :ﬁak a oﬁupba of
questions as well — wi e85
mwmwahablafmﬂm%
dore 64 on disk only be available
on cassette for the Commodore
128; and is it possible to buy a
Commeodore 128 without acces-

Dear |
| hope you like the drawing, |
tl'er‘Iukainﬂ'hB?gnﬁﬂght

advert needed cheering up so |
bought hima of |, poor
old soul. Is The really a

GIRL?, now there's a sobering
10 ZZAP!64 July 1986

READ ALL ABAHT IT

ht, just | ine the ZZAP!

inﬂé 'SkaSPIEL IS A
GIAL' or' GIRLY SHADOW TAKES
ZZAP! BY A STORM’ or even
‘SHADOW CAUGHT IN LADIES
LAVS AT ZZAP! TOWERS'.

sories, and then use the cassette
recorder and transformer cumently
used for the 647

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

wmr—mm—
hood of di games on the 64
being converted o cassette for the
128, seems low. The Commodore
128 is available without the acces-
sories, although | think you'll have
a finding one now as most
saarm to have the starter

I'm not sure it's that
assess such a quality inany mean-
way (like, wow, you know
t | mean, man)? | doubt
whather the hardware-
ish bits will get much bigger in the
sense of 'taking over’, but a lot of
readers have found it in
and useful and we must try

ﬁlﬁerﬁ:rme.

Anyway enough of this, I've a
lern, don't laugh you don't
now what it is yet, | can't find any
reliable shops apart from one
(which shall remain nameless) that
sells games that actually work on
wm.hhwatkmlhma
several bus journeys back
and forth with faulty software. Is it
my C2N7 may you ask, NO there's
nothing wrong with it. I've had it
checked checked and double-

checked by the shop where |

bought it, so what's up, | am really
bored and inning to wonder
whether | a mistake by buy-
ing a Commodore. PLEAS

P EFLEASEwh if you know any-
one, anyone who can supply me
with decent software let me know,

I'm on the of suicide. . .
Michael (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

mmmwczn.

oo e i g
on the subject] tell me

Shadow (may his name goin bold)
would never be caught anywhere
mhrﬁspmﬂsdum




DEGRADING!

g'f <o f your fem

ing ane of your female minori
um:r}‘g read yc}uyrrn | faal | nhm
speak out against ' Percy the Per-
vert', It was ing and sexist.
| feal such rubbish should be kept
to the pages of the *SUN’ (which
no doubt Parcy the Pervert reads)
and not on the pages of this
software mag.

As your male readers have had
this opportunity of sesing a
wOman appearing in your mag,
could we please, grovel, slob, lick
your boots! have a e pull out

of Julian Ri as all my
iends and | rave over him.

My friends and | have formed the
persecute a pervert organisation,
and for a small donation of £10 you
will receive a badge and a yearly
mag, S0 join us now and fight for

HOW COME?

Dear ZZAP!
| have to complain about the
masinynurm?laxine,fnrl have
recently noticed that the high
score for Commando is
13,755,100 So | thought | would
try to better it.

As | 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,
Middlesax

Todefend by own probity {and no,
it doesn't mean |'m an adolescent
— ook it up in Lioyd Mangram's
Long Word Dictionary) — where
was [, yes, probity — | should say
that Percy the Pervert's lelter, like
so many of its kind, hangs its own
writer more effectively than | could
from the Ludfow gibbet. Mean-
while, it's all very well of you going

on about sexism while you're
droofing over Julian Rignall whose
poster probably isn't big en

to pull out, Still, if Penn the Poser
cando itin a Micky Mouse nightie,
I've no doubt someone might per-
wdaJ&zmh&v&aga. o

a high score?
| enjoy your m
much, so please do not be
offended by this letter.
;I;imn Higgs, Nantwich, Che-
re

Yes, that seems a bit uniikely,
doesn't it7 Perhaps the Scorelord
in his infinite mis-wisdom mis-read
it and it should have been a paltry
Ir.il 7557

azine very

SEE
LIKE

A NICE

GIRL

Dear ZZAP!

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

AP! need, to add a bit of spice
toit, 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 Hickin, Samboume, War-
wickshire

You mean to say that ate
Claire Hirsch wgh a ﬁ'ﬂyg;'ﬂ'?

Shame on you, Lee. You may get
more replays on the game, but I'm
ma‘ctalmrs far more addictive. . .

——
Ty
oy

MS

FRAUDULEN
COMPS?

.

| Dear ZZAP!

Recently in ZZAP! | discovered

that when prizes are being given

away by a company then the game
'rtselrin that issue of ZZAP! gets a

| remarkable review. Does this

mean that if someone sends a
dozen games in for a competition
then that game is named a ZZAP!
64 Gold Medal. Are you that desp-
erate for games for competitions?
Some recent examples of this
‘fraud’ are Mercenary, Bounder
and The Eidolon. If this is the case
then | feel very sorry for youand |
will start an appeal for the ZZAP!
Competition Fund.
Mike Birkett, Bramhope, Leeds

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

LM

tHE ATARI ano &1 smasHHIT
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pLAY NG
FOOTSIE

I Dear Lioyd,

| amn an enthusiastic reader of your
mag. After reading your review of

I Uridium | bought the game and |
am happy to say it is even better

I than your review said. Unfortu-
nately | can't get past level 13 so
for a change | decided to try play-

I ing with my feet and have man-

eged toreachlevel 6. Does anyone
at ZZAP! play games with their
fest?

Gordon Strathlee, Kirkhill, Glas-
gow

Gaz Penn played Eidolon -.wm m's
feet (although his righ

forthe Space d.l;im

the Smart Bomnb on Guam!an
However, the practice is banned in
the office for very obvious
reasons, who would want Rignal-
lian and Liddonian pinkies waving
all over the place when you're try-

ing to concentrate on the waflting
perfumme of Ludiow's bursting
L“bmoms in June?

\ E,p J I
X Sk 8 4

'THE DAVIDCRANE
THI NTERVIEW

i ua oF e Bl Tam
e (eTie paes  wmi war A
aly et

Dasd Cousd  Free

L =i’y

Il b ksl it e
hat  phame
pa Tor an e dheph

e

Tk g it

o B et e Da=ad
ot o=
[

|....|w|- Fame ot )
Hd ey arbifial shefapei fe o F

HLT
it M?m o Fu
et

[
Aao

ST SERE, = wiprhan Fof

chall aymica s Y u:.-..;-.-_"- v Lgcamelerg | 8

o & e g
st i f fur “_DT

Bramani  meamahin  decyrsmtehes

oL L |
Haw oftee  dm g Pavm | rm  Gerrgy —ah Feaathiings  wiefow erf

¥ —, sipued Wi Db of ded G fargrly padice w lalnly el
e

b . P T L pramiatnes Btk oFhe g
g Z o b

4 :.1.- o el werd el e T Mininai P
- -
g Lh?l

L ol T ek, vl ikdd Teowi I




Dear Lloyd,
WnumisFmandlamaLH—.

tie Computer Person. There are a
few small points that must be ®
made about us, The reason that all

usLCP" saram.u:hhnllu[nutnwdl ®
pad, but meaning

kla.:nmm is
a %ﬂﬂ! we @
all mum pass the L

-: hie re i
:Titt:c”ued this :
i & item from . CmﬂputarmesCmplute
s RICK JONES . Piano Exam).
: EDWARD and BB Blend o PRI S When | been reading my
: \ RSN e ] o o o BWP's (Big World Person) mag,
s ® littie he N ol called IPAZZ, yes | know its wrong,
[ (TIM pPrREST Pofrom 8 [™ A v v o e o DUt Ve you ever tiod raading &
¢ ha ON, who . B e ] magazine which a BWP just does
e es Gary p - WE e AT U e Wi, me not realise that even amazing dan-
tBuite 5 St :nn) 5 :::_';: e mﬁhﬂerw?tusatcm'tmad
age . + Bo-noe, cpr R e upside down
: from zzpp R o - :-w scbih; i 'Pmmmemaﬁa@
i - T Bk COAMARDY, | was  Show, scacs  TeE  Biley . 2nn, wWas gran a pﬂlﬂﬂll
TR Vg Pl m
) hhtmﬁblummwasfurmunmd
: Commod . @ by a unanimous decision, he was
Computer m Ore o acquitted at a recent meeting of
dunprint ag, are > | Y e L L e ® the National LCP Law Courts. He
: thﬂ ﬂb]E. but we o ‘I:‘H;‘-:n;..qhm Bereaes o, L L w'ﬂsﬂ‘lﬁrlfumsn"udfrnmu.dmms
. Ught it wae WOr bk Lo o g m:g:mmmmp
T e z Hnmarhahubatmumtnfhh !
A A ® populerity amongst our renks. :
"®- o b WEh e Tt e has never beean Dﬂﬂd |
P oo .bu‘tLCD{IJt‘tI&Emmu‘teang ,
L] Laad o CEA mwy  Borer R ﬂlmmﬂmmrlmm
: : @ negligent BWP has g
] feed us, the lack of Chum

@ emergency snack.

IGRIBBLY
IGROBBLY

IGROVEL

.shomfmtmdcaumaquck
oo

There we are then, your first LCP &
letter in IPAZZ, | bet you a whole

boxes, as in the Law of the Wast have a free game as consolation? day's food itisn't the last.
Idjmtﬂkntnsayﬂmnkﬂnra Review, issue 12, pEE?mWhram er-ldt. , Essax ®
there more competitions in As you can imagine, Rockford is
deaply upset by your letter and THIS IS FRANCIS' OWNER,
two to say KEVIN KNIBBS, WHO FOUND &

m but | have one grpa-—-
Moq_.;‘ CRASH than ZZAP!7 (8) Will the
Arcade Machine ‘'Peter Packrat’ Thing has a or
about it as well. , the answers THIS LETTER LEFT ON THE
TYPEWRITER IN FRANCIS ®

|
|
ego’ Rockford and Bouncy
mﬂmamum\'ﬁm'tyuugm be translated for the 647 (5) Is Dim
of ‘em Dim the rubber fish of stupidity (1) Sadly, yes, all too true. (2)
. something with style, wit and ruﬂlyGa.r}rLiddl:rn andifnot,are  Sadly, yes, all too true (well not HOUSE. REMEMBER ALL YOU
i mie&ibblyﬁ mmsdd have GROWN  LCP OWNERS, PUT YOUR ZZAP!
| mwlwegntﬂmmur hegp thagpodwurkand big-headed? comps min- UPSIDE DOWN SO ALL THOSE
mmlm]uatgutum uestions. bastuﬂshmfnrﬂmmutnf ion lives in the broomcup-  LCPS CAN READ BRITAIN'S
1 (1) Are the rumours in CCI frue board. (4) Seems quite likely. (5) BRIGHTEST COMMODORE
mmwwmm&m David Edwards, EastStreetly W  Dim Dim is Gary Liddon's pet, and GAMES MAG.
mghm? ml;maw.ina Midlands ﬁﬂu@tﬂmymym
Have the ZZAP! mob their owners. . . it'sa , |suppose. more
become so big headed that their moons ago, Iwentand PS8 No youcan't. . LCPs runarmm?w ’
Bloodaxe, could | LM LM
ZZAP164 July 1986 13

heads have grown out of the grey
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Dear LM, (and ZZAP1)
| know my letter's late and you've
got 100's of letters on
this subject, (you could always
print it next brill ish) but | have just
been jolted goggled frommy
TV by a very (or so | think) serious
matter. Yes you've guessed it's to
do with (| can't bring to say
it)! Computer & Video
They printed snmamtmhmg
points about ZZAP! in their Boun-
der review. Getting to the point
md something about how
Il overated Bounder We're
all allowed to have our opinions,
but not in C&VG's sad case. They

wmmmmmm
to review them. About your

“““*

mag after all that (cont on page
whatever) moaning, it's absolutely
brill and | follow all your advice.
m-umm,m

PS It was my friend’s CAVG.
Wellas as it was your friend'’s,
that’s alright then, You shouldn't

be too harsh, though, they have
their 5 and we have ours. |
think it's rather silly to review
games by using other magazine's
reviews as a basis for a criticism
howaever. | can't really comment.
I'm afraid | never read the other

E&ms {much anyway).

A FISHY TALE

E'F Licy Wi I

the droo
pEﬂ-pEE manst
The Shadow's Dim-Dim, the rub-
ber fish of stupidity (he's s
thie other day, and w

bottomed
[Ell'f.lﬁg (n]

IsCLUS-
8 and
) oky Joe the one-eyed
airbrush, Dim-Dim started to
whistle the ear-grating 'music’ of
the Spectrum’s Manic Minar.
Zombard blinked twice and after
juggling semi-boiled potatoes and
eyeing the fish suspiciously, r‘n—r
called upo n rha-' ure:it

of :|{._;r 1 I n=
it whera

I'I.f._}l-..“p purple light

nons of the bed-
rangled planet, the droop-bot-
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lomed pee-pes monster had
roasted fish for tea

MORAL: Mever whistle Spec-
trum ‘Music’ In the presence of
any Commadore owner unlass
you are a stupid fish who likes 1o
face the wrath of mora intalligent
megabeings!
Arif The Great, Crawley, West
Sussex

W h.?a‘ on r.'arh‘.'dr# yous on, Artf, and
g too, pleasa?
fan foruna s.'u.ﬂ.
pelio
no-one in their right minds WO fu.fd
fork owt £1 a month for fand would
do nothing but lose money),
but | had no wias put
onto this that ZZAP! might be it!
LM

THE

COUCH

Dear Lioyd,

I didn’t raaltywanttnswﬂnythmg

but | felt you must be wamed

havebeen dmngsmepsgchulng-
that

ical research,
qenius name-d%ﬂﬂ liketodraw -

nude women) Frey, and here are

my findings .

Aslructumlstudy of his draw-
ings concludes that he is obsses-
sed with death and sex. | feel it
ﬂturtadwhanhawaﬂjmtayuung
boy, living in Switzerland, where
hewmadapﬂvaduhlld who was
bomn at the age of 16. He was
always deeply jealous of his
t:mthar the one that got all the
nﬂmﬂmwhantmwaaymmgmd
this is where all Oli's troubles
started.

Ewmwrmﬂwmkids.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. | feel | must wam
Franco (Oli's brother) to watch

Picture by A.Kerrigan

himself whenever Oli is around.
Mow we come to the frolicative

(my Countdown dicti :imw-

ings. The girls around the

Claire, Alison, etc, had batlar

watch mrtwhenwermagamusm
around, as nasty could hap-
pen I}darennt

In fact, not mh‘thﬂ gh'{sar& in
s Yo ek Rl o toun-
isn‘ton
tily dressed women he now draws.
Just watch yourself!

Thank you for listening. Oliver
Frey's Pet Person's psychiatrist.
Hey! Get away from mel Take that

white jacket away . . . AAAAGH!
A Kerrigan, cuﬂodam County
Tyrone

Well Dr Kerrigan, this seems to be
aremarkably perceptive study you
have undertaken, and | think the
onéﬁtamrmﬁdmhmxmpﬁmm
phrase, 'where he was a
deprived child . . . ' Sursly that




Dear ZZAP!

I | have long been a devoted reader
of your “Well Wicked' (To quote Mr
Penn) Commodore 64 magazine,

| and after finally succumbing to
temptation | have decided to pick
up a typewriter, and ask afew cru-
cial questions: :

1 Who wrote the rgiﬁh: m

ed out of my telly's Brs
g.rsatMmmyig being loaded?
Whoever is responsible for this
atrocity Dﬁﬁm to be forced to play

l Cops'n'Robbers. Why don't the
ZZAP! team compile a ‘Bottom
Ten' of all the worst music availa-
ble on the CB4 (another strong
contender in my opinion is the
music from Mastertronic's Cap-
til

I 2:?0[1“ you please tell me the
approximate ages of the ZZAP!
reviewing team, are they as young
astheylook, or is adiet of Teaand

QUESTIONS

nuts the secret of eternal youth?

3 My Mercenary game seems to
have a very unfortunate BL(JBG
whenever | get over 1,000,000 cre-
dits it suddenly crashes. Has any-
one else had this problem, it also
crashes if | go into the Radio room
with the aerial and try to rent the
Hertz spaceship when | have not
the financial resources to do so. Is
it just my copy that does this and
canl ‘?at it swapped for a Bugless
copy

4 Why did Gazza Penn and Lounge
Liddon wear silly sunglasses inthe
ZZAP! 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

CHAFTER 10:0UR. WERDES ARE REWG CWASED BY GIBALT,
THE ME -ARMER WARRIOR DwIREE, SPRA \S WEARINE A
CHERP BLONDE WG ONER WS BALASLANA . FORDS 15
COVERED FROM WEAD To FOOT M TAR As FERTAERS,

GVBLET VHSHES To EAT THEWY, THIS Won'T BE
EVEETOME'S \DER OF WHOLESOME ENTERTAINMENT

HSOE -
OTRAY ielnﬂj
LEE WYy SO

EABLETL | Wh

ORRIER THESE LA

=3 cn, wmprTRS - BUT

e owRE ||:M'|-‘E-.

i, VM EVONE

SUPTER . MY
v 10 AN

‘l‘m MEET BE WD | LR
THEY'RE ERTING BocGITs ' )8

under 19 team, is this the same
person | ask?

6 Please, Please, Please give me
Claire Hirsch's phone number, as|
have fallen madly in love with that
scrumptious little wench.

7 Onthe Ark Pandorareview of last
ish, 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 | think a
few new pictures of the reviewing
team would go down very nicely
with ne.

8Why doesn’t Gazza Penn gethis
hair cut?

Thanks for reading this letter,
thisis 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 | revise for my A-
Levels.

Bazza Taylor, Earisdon, Coven-
try

PS Why does everyone like Paul
Sumner so much?

Blimey, Baz, strike a light (and

B Lo SEE THAT S1en?

Rl mEAD o Aerd
Bl Vi m fou CAND

Bal WoPpi - Look
ATt G- MO OV EE
Bof-5iTS - WEL Comb !
Cragni ! 1 T'T oAy |

BROUT MY UROE BEWED

FEALLY WARD. . AMT ' wik Bolh
ComCERTRATE STREMERGLY oH

p:i
(=)

other Amstradian epithets), you l
don't haif ask a lot of questions! I'l

do my cringingly pitiful best to ans-
wer rmmblk ore flying off up the
hilton my bike, hermes strappedto
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
Woakes g?rs 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
unigue copy of Mercenary. 4
Sunglasses just became all the
rage for a month, you know what
it's like with a bunch of 12-year
olds, they were just going through
aphase. .. 5/'ve noidea, they
aren't Gucci, that's for sure, and
Riggers wouldn't go near a rugh
ball even if you offered him a gold
plated jock strap. 6 It's a closely
guarded secret! T | axpect 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 averybody love Paul
Sumner? Damned if | know.
LM S . G .

ald

EHELAE US, MBS BAT Lapy, BuY
N owii'el Bl Busi RETER @Y

Sl ek FRaBwiG PERWRLET, i
[ HE sarmuty 7o tan WP, A
oo, AAHT DOnE HUCEI R PN
RN P v TEBERRT Wik
Lount WiBE m HUE WL,
v Twi e BoES BY

TEWL W i LD
I POW") TAKE CARE OF J
FERILCUTED: Seplalvig *
b P L Ves BT
Li"'""; ;’ql& VTR
W TN
BEETLEL by :‘:*1‘[
I TER S =
h WEER I P el T
ol e, LomE e e
TE Pl RUEY
- . -

URCLE BAmBo, THE RBinG vl ‘
CIRELY TRANSPIRT LS Te WIS
Cosy DByl S, FMGET GO Y

HEXT VoA UNCLE BB REMIMSCES | BRMa
S PERVED Wi OPE GBLEY YRR T BT
FRGETE FoR THE PRE | LEEOLAND GOES oUT
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Expect the
& unexpected and
PFIGHT for your LIFE
jin this all-action
Sfcade chart-topper.
Master the ten moves
& and you may just
p* survive the deadly
o exponents of the
= martial arts only to
Smeet them againin
_the Temple. You must
beware of your

. enemies and theifs
individual * S8

l-l

W . apDnS

#Mikie — he enrages
the teaches and

Y enraptures the girls!
“His knock-out frantic

¥un loving plays
havoc in the

ilassroom, the locker

. room and the
Y cafeteria. This high
i school high-jinx
Meatures ‘“‘Hip-Zap’,
*Door Attack’ and
crazy pie fights but.s
~can he hand his I0 f'-

; ter to hlS girlfriend®ims

.a-,'l-ﬂ h" f’

Ii you thlnk youia
E J .talk your way ot
Mrouble, beware
? 'gou may be talin
you way intol!
_ Interactwe bulbl
I speech adds
burther dimensin
. the superb 31!
graphics of ffis
“arcade style th1
adventure,
b Gangsters ofie
-.'H underworld a2
bizing you uph
', There is oni
jho can help
. canfind h

'h_specTﬂ _

e m

!
n |
=




OT SHOTS NI

Play head to head or 3 Play Green Beret and| &
} gainst the computer |- you'll get some idea
Rthis, Konami's first | m—""" 'Qr of what this crack
u dbest table tennis | I .gpmmando coreis all
mulation. Just like SRl about. Youarea
the arcade original | "EE—— R highly trained .
e 3D graphics and IR Combat machine, you|[®
[ay!ng features such , ] % & fear no man. You
8 as the Back-Spin, '] & must succeed
FOrehand Smash, |l against
JOp-Spin, Back-Hand | 5 &lmmeasurable odds
BReturn and man T to infiltrate all four
£ y

fmore all help to testy 1." d
efence installations:
“your lightning & « You are a marked

Qxesandsklll . " “man . wnlynu
g éndtming S, S I enorhy el yout
. £ ww B . markky

enemy strategic

_h
‘T“ :

" ; . ! e ¥ 4 | f & = @ A vl
s ’ - _Jig ’ ¥ S - | o ! g =
I = e 3 - E b r I
W Y ¥ . % - 1
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Screen shots taken from various computer formats




herae's only one thing that

Popeye loves more than

spinach, and that's Olive
Oyl {thou?h 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 off into the sunset by a
pipe smoking advert for

depariment,
otherwise its 8,
its also i p’w

ompsmgu Sttractive and

so0 are the various characters,
who are wall drawn
and animated. Unfortun

the soundisn't so hot, The t
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 male that he is,
Popeye decides to try and win har
over by collecting the 25 flashing
hearts scattered around town
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-

g}aﬂ, f.:Jf was

easan Sur-

sed fto find

that the binary version of the

spinach ng sallors’

antics, isnt that bad. As
the—cartoons

Popeye has fo rate quite

ly. Graphically the style is

it strange and doesn't look

even vagual Bd, probably

due to its origins.

It's also quite strange, but
clever, as absolutsly no
spﬁfasataﬂmmd:hﬂasa
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 (ittle too simple to class
as a true arcade
adventure, but they are fun to
solve never the less. A nice
me that deserves the atten-
n of any ardent games
player.
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doors that can only be opened
with the corresponding keys.
Howaever, 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
sallorman’s galavanting. To make
matters worse there are several
other nasty creatures about

hare 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 it is possible for Popeye to
walk behind the scenery, and to
pass Bluto and certain other
characters without getting biffed.
Whenever they meet, Bluto
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, but as strong as

Htu-hﬂfﬁ;%t

liltlh HP

.'i'l: '._I
ﬂynﬂ!m '

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 itis

r|]
y

E
E_

el e

FTETITITET

/|
;
/
/
/
/
/
7
2

iy

| Popeye is, he can't carry more

|

e -.‘h‘\n\\\\\%
|
)

than eight objects at once.

To the far right of the screen
there is a love mater, which slowly
ticks down as Olive's love for
Popeye diminishes. If this
reaches zero then the game Is
OVer.

s

) Valuu For money 76%

Popeye Is a fun game and a
nicely priced one at that.

muntaﬂun 80%
mmediately attractive intrad-

% Bfnnal partoon style.

~ Graphics 93%
| Pretty backdrops and big, cal-
ourful characters which are

_welldrawn and animated.

Sound 41%
Poor version of the Popeye
thameatune, buttheFX are OK.

Hookability 81%

- Simple and enjoyable enough
togetinto:

Lastabilit;
- Not much variety, but pleas-

75%

antly playable al the same.

.Bensibly priced.

 Overall 78%

Nicely plt together, unusual
and well above average game
- that's more relaxing than ardu-
I:Il.ls.




= LEADER BOARD

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

and it looks to me as
ﬂloughSwvysrakethﬂ

vEr mmﬁu‘mnghf

5. That's stilf
nfwrdistanoa his fie isn't a

ﬂﬁyﬁm omernann‘ Amold, that
pitching wedge has travelled the
world and brwght the Spm!sh
champion much luck .
re.'am:.‘stm good, EESySmng
;p'ﬂﬁfﬂ‘rmkhﬂsh&ppywﬂhﬂmt

.'ndeﬂd Peter, and it's looking

Ut ot hatt SOt
ynu tin—
an absolutely supert shot, hit the
%?ﬂwm&hrmﬂm
""My goodness, when was the last
I‘arwm uh-v: sha;wmmﬂlmmg like that?!
that has given yd!-!angrum
something to think about."

However, Mangrum (norela-
tion) nmdn%amwmaﬁ{ 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
theshared excitement of achieving
a hole in one, for Leader Board
actually lets up to four armchair
golfers play a 3D game from the
O e fo D Baryoms
stic an to
inventing #cal Peter Alliss style
mmmwmtnmnpanraphy
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 s as a
description as any! Object of the
game, it says, is to sink the ballinto
aach hole by hitting the ball with a
club the least number of times pos-
sible. As far as ngnﬂs.thﬂtmyha
an accurate
there's a lot more to gﬂh‘ than that,
and there's a lot more to Leader

Thaubiquitous ZZAP

. Cameron, aboutto drive off the

teeonhole1,course 1. W'sapard, ﬁﬂr-ﬂ-.wh-'smmm

A selection of four different
courses of di {alluf
1Bhulas:usm
lmdscapadwnturmm nﬂhun
more popular in America than in
Britain. Thus there are no bunkars
to contend with, but you find your-
self coping with some very tricky
drives over lakes, sometimes hav-
ing to land on small mid-way
islands in order to reach the graen
Provision is made for di
levels by introducing effects
as wind and tightening up the
accuracy required on club control

S

towards him. It

during shkc!.t:. When more than one
player ta part, each player can
salect an individual skill level imes-
pective of what the other pla
choose, thus introducing the a'm
of ‘handicaps’

What do you see on screen 7 Well
for a start off, there's no ‘map’
option to 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 is repeated on the screen,

which is divided vertically intoa full

IN THE CADDY BAG

Tmmwmmh
n

the on-screen distance indi-
cator in judging which club to
select for a particular stroke. It's

=,NO HNQ Ox) mm
[ﬁg ML Joo) OF 51 SIHL. |

>
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height square on the left for the
action, and a quarter strip on the
right with the telitales. Here we find
the hole number being played, its
par and the course. w is the
score indicator. The pre-entered
name of the player whose tum it is
heads four lines, one foreachof the
players. The number of strokes
taken by each player on the holeso
far is shown together with how
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. Once a club has been
selected you use the joystick to
move a cursor left or right for aim
and pressing fire animates the
golfer. Up to a critical point the
longer you hold fire, the greater the
arm swing and therefore the grea-

20 ZZAP!64 July 1986

ot 223 yos

fs1 81

1stahol 192 vas

of the shot. You

ter the st
sea the ball fly away, also in
detailed perspective, its shadow
trailing along the greund, until it
lands in the distance, bouncing
variously according to height of

trajectory, wind 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 ta
present you with the view of the
reen from your new pasition, and
the distance indicator changes to
show how far from the flag (or ‘pin’)
now are. On the green, the put-
teris 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 from the slope indicator

{see separate panel). In keeping
with the overall realism of this
simulation, putting on a bad slope
causes the ball to curve quite
strongly as it heads hopefully for
the . As with drives, putting
direction is cursor controlled.

£
i
&Y

-

After each player has holed out, the
scene cuts to the leader board
which shows the state of play to
date. There is no option to play any
hole you like, but selecting more
than one course at the outset
allows to play the courses in
any order, or even repeat one.

&
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TOURNAME

I youw find that vou enioy

1play '||i1 i

fairways &
tharm

sound, too, is
Ican
%ﬂbﬂﬂ@ggﬁfﬂ Hrmﬁ‘“? wil

FOR

A 5UF'€R1_| SPECIFAL
PEAL N ZZApP/ 1

Cameron, with 26 feat
W phtotravelabout 40feet—it'llprobablyju
‘ﬁ:qnnmﬂnpli‘mw be sean on the showing a fairly strong slope away from

the hole.

tion of the year, if not the decade!

Presentation 95%

Good, sensible and comprehen-
sivedocumental) Henty of use-
ful options and it looks greaf on
sScreen,

Graphics 89%
Althouah the hae
afl

Jame apart vis

Sound 88%

Despife the sc arcity of sound, the
ratingrefiects the superb accurac ¥
of the spot FX.

Hookability 97%

Couldn’t be easier to get into and
gverything about the game grabs
you from the word go.

Lastability 96%
72 holes to play and var ying oiffi-

[ vels should kes U tiegdto
thescreen foralong while. 3Leader
Boardt makes computer goifreally
aadiclive for the first tima,

Value For Manﬁy 96%
As cheap as two rounds at your
focal municipal course

Overall 979

Afinely polished sports game likely
{o appeal even to those who don't
consider themselves golfing fans.




Please rush me, for my Commodore 64
Computer THE GRAPHIC ADVENTURE

O Cassette £22.95 EN —

O Disc £27.95
| enclose Cheque/PO for £
or please debit my Credit Card

No.

Name
Address




ZAP!'s in
th:.ldi:l .iabaﬂkh‘l
yet nmtrw nhaptar of the
Boulderdash series.

Thh ﬂm& however, our rock-
pummhamhmdnnnadaapm
suit and his adventures are sat in
mnﬁniﬂ voids of mther
underground. are a

new set of nasties to confound and
confuse the poor fellow and the
are differant, but the ob-

ofthe game remains the same:
collect a set amount of diamonds
from one of sixteen different caves
mam within a given time

The playing area is roughly three
screens hﬁhytwnsmnsﬂgh
and scrolls with Rockford as he
moves. Each cave usually com-
prises four basic elements —
metal plates, rocks, walls and

diamonds — along with various
comhinatimunfadvamrt&a{ma

Fludcycuntumal
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fall off,
a falling boulder or diamond
Rocky, or he runs into some-
thing nasty, ha blows up and loses
ﬂﬂﬂ c}f three lives. ml..nntdy.
awarded

his three
life is
Wh&n

axit,
ve flashing square. Any remain-
time is converted into a bonus
transported to the
next cave. If the time limit is ex-
, though, it costs him a life.
When al afﬂ'nasixtoencamham

bﬂun
the next uftmﬁvn Iwals.

roumplatauanddlarmnds !




CAVE |: CAVE-IN

Mo nasties, but lots of linked ver-
tical tubes filled with rocks and
diamonds. If Rocky's careful and
doesn't do anything silly — like
walting 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, thera is a
line of boulders which can be
dro on tha Mouths once
they have been released.

CAVE K: GOOD LUCK

This is just about impossiblel Mo
diamonds, just a Monolith en-
closed within a small brick
‘prison’, and a few Mouths. Blow
a hole in the wall to fres the
Monolith, and then quickly trap it
again to tumn it into diamonds.

CAVE L: THE TRAP

Another tricky cave. The
Monolith must be trapped before
it grows too ; not easy,
sinca the Monolith spreads at an
horendous rate.

CAVE M: REUNION li

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.

CAVE N: LIBERATOR

The Monolith is completely en-
closed by Mouths on the left
hand side of tha cave, and onthe
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 dont.
Well, not necassarily . . .

ive screen this one. A
magic wall and the Monolith are
the only things present. Trap the
Monolith and use the ic wall
to get the rest of the required
diamonds? Not really because
mmm get 85 diamonds be-

you can . Alittle clue
though — this Monolith isn't like
most of its genre.

CAVE P: THE FRONTIER

The playfeid i spit horizontal
p 8 z

by a magic wall and underm

that is a whole pile of Mouths.
Plenty of diamonds to collect but
howisR going tﬂgﬁ pastall
those horrible Mouths
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l;;;lW of the West's astounding inter-
active adventure puts you right in
the middle of turbulent 0ld West action.
As the sheriff of Gold Gulch — as tough
a Wild West town as there ever was —
youll have all vou can do to survive
‘il sundown.

fyou'veever wanted topina tinstarto

vour chest and match the exploits of

> SN
E

o

f
b

i L SR
el
rimm————

Bat Masterson or Wyatt Earp, then here's
Your chance.

tanding in your way will be all

manner of hardcase gunslingers,
desperados, and dry gulchers looking to
rob the town bank, run roughshod over
innocent townspeople and plant you in
Boot Hill. Like Masterson in Dodge City

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

Itra-large graphics, lifelike action.
and natural playability deliver
excitement so real you can almost smell

the gunpowder!

mr Commndnra 64 disk l 4 g[:assettﬂ
95

Manufactured and distributed in £

the UK. by U.S

. Gold Limited, Unit

10, The Parima}’ Industrial Centre,
Heneage Street, Birmingham
B7 4LY. Telephone 021-359 8861,
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MAX HEADROOM

Quicksilva, £9.95 cass, joystick only

es it's a game about Max
Headroom, the makeup
coated, tﬁmﬂrmm%
presen se
erratic voice stutters at every avail-
able opportunity. However, this
arcade adventure is based around
O Conitney & porate bald, Mt
to popu ief,

isn't real but a figment of the
future's imagination, a future
where television is the only
industry, glnbally dominated by
Network 23.

The people at Network 23 are
selfish rotters and when they
leamed that viewers wera switch-
ing from their channel to watch
Bigtime Television's Max Head-
room Show, they were rather mif-
fed to say the least. After having an
emergency meeting N23 execu-
tives decided to send two of their
most reliable ‘heavies' to kidnap
Max for exclusive use on their
channel. The abduction was suc-
cessful and Max was taken to the
N23 building. As you can imagine,
Bigtime were a mite peeved at this
and wanted to get Max back —
immediately. So, they hired top TV
reporter Edison Carter and his
controller, Theora Jones, to per-
form the rescue job.

Maturally Edison can't just
stump into the N23 building and
casually stroll off with Max under
his arm, oh no, there are a series of
elaborate security systems that
have to be negoti before Max
can be reached. F , the

lush-li Theora has de uEgd
a program to help Edi-
son break the codes.

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

ol DALIMEA
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he must gain control of the lift. This
is achieved by short circuiting a
saven segment LED digital 3’;&-
ay. A time limit is imposed, dur-
ng which a [it Beﬂmoni radual
decreases in brightness. If, at the
end of the time 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 dumpedona
floor randomily.

Your priority is to crack the
floor's security system, because if

copy

sequence of lights backwards.
Success enables him to enter the
various offices and look rog- the

The building and floors are vie-
wed ‘in forced perspective, and
any code screens are automati-

ly displayed. The game is com-

joystick controlled and
uses icons to engage the various
code screens, lifts, doors and the
like. On entering a room the screen
goes yellow and the message
searching' appears. A few 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 bullding and
rescua Max.

plately

Edison's movemeants are con-
stantly monitored by robot sec-
urity guards that give chase and

to shoot the lass fellow.
ould one of their bullets hit
home, a point is knocked off Edi-
son's stamina, which starts at a

to rest to regain energy. But time
ticks by even faster, and if Max
hasn't been rescued before six
o'clock in the moming when the
Eiurkm return, Edison Is in trou-

.

Oh, by the way, the terrible two
who stole Max are now on the

Oy ﬁ
/]

look-out for Edison. They prowl
about the building and try to track
him down. If our hero meeats aither
of these then his quest swiftly
comestoanend...

Presentation 68%
Theicon well, but the

sadly lacking

Graphics 69%
Pleasant and effective, but
nathing special.

Sound 86%

= t

une adds freneticism to

tial play frustrating and difficult

Lastability 52%

The floors are all identical, and
the problemns are few and very
similar.

Value For Money 64%

Max Headroom fans could be
sappointed

Overall 60%

An ordinary arcade adventure,

::«Hc:rln-:; f":-:ltl"lr'lq Fiew
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ome very stupid evil person
| has decided to dump a
whole array bombs across

thaworld in places of histor-
ical importance. As chief
two shoas you have defuse

the invaluable places and avoid
the advancing nastiness of the
alien hordes that have been left in
uarding the bombs

sanctimonious do

charge of
against suc
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As in Bombjack each location
has a number of platforms
superimposed upon the screen
whara the main action takes place.
Playing a little sproing packed
character you have to kaboing
around the screen onto the plat-

forms holding the twenty bombs

a3 1100 BRLSE .
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on every screan. Once all bombs
are safely disposed of the next
screen comes into view and you
have to do exactly the same again.
Aliens are on screen to apprehend
u and their stupidity is incalcula-
ly large. f you are cunning
enough to sneakily move your
chap to the right of the screen then
all of the aliens will run off to the
left of the screen. That's how
stupid they are. Using this ingeni-
ous gameplay technigue it is pos-
sible to avoid the deadly touch of
the alien killers. if, however, this
complex mlanueuwﬁh is bayﬁneg
r ing techniques t
ddimﬂfﬂngﬂtﬂp key down
freezes the hty guys in their
tracks. Both of these ‘featuras’
have handily been included to help
gvan the most kiutz handed of
stick wielders.
After a screen Is cleared the
bonus is given if the bombs have
been collectad in order and none if

HIGH 09000008
LIUES 1

EH T

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

Presentation 70%
Poor title screen but some useiul

options

Graphics 36%

Abstract backdrops and feeble

Sound 97%

Four exc it WEMUSIC ditties
colour a ustre game
Hookabllity 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%
aperthan Bombjack, but just
as crumimy

Overall 47%
Aweak i gntation of the
ch o rt
hing. The
asn t quite
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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.
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Available on Disk and Fast Load cassette for Commodore
64/128 and Amstrad computers. Screenshots shown are from the Commodore 64 version of Knight Games.
464/664/6128:

| ENGLISH J P ciecs

SOFTWARE.. IS 5 Disk £14.95

. wrlﬂ [ g Byt

1 NORTH PHRA-bE PARSONAGE GARDENS, MANCHESTER M60 1BA.
TELEPHONE: 061-835 1358.

TELEX: 8950511 ONEONE G. Ref: 14797001 DISTRIBUTED by U.S. GOLD 021-359 8881

COMMODORE | AMSTRAD

64/128:
Cassette £8.95
Disk £12.95




_ -.Jsafﬂﬁiwm tobea .
droig’! And here?amfanpmung P
I .O.MAD. 2real raunchy robot —
[ ifit had a witasshamas its -
sting it.culd put | Little and. -
Lagge in-the funnpbusmﬂ.sl Im
after Cyfus T Gross, a.real head-banger- s
.whnﬁa ngmewrthaﬂ‘-the T
" hardware he can'get-hishands-on, =~
but-wher [1.OM.A.D’s I gear u._!i!h o
“|* his Magnum’s bigsting: S
. t‘_'ymﬁ cau-’d end up _,ILfsr . S

. ‘mw nam‘mhiahe Rambo Strikes
,Maﬂmevham to do Is film me in

mégnﬁ wiped Jtﬁg;mﬂ;fur:gﬂe @ @M M@@ @ 1
- with my explosive war head, (thats

nat mybraint), but that look-out ?H@M

E past_pst-ﬂeeps on zappmg me —

:hger him next time round.
‘I haven't got to the chopper|yet... ! ' v "
| 1ve gat to get my act together, . A.AL_‘ . ]

) ﬁ"“ﬂmm:ﬁw my last

.. Jou ¢an't bed

Ocean Software Limited
6 Central Street Manchester M2 5NS. Telephone: 061 88




The instructions tell meI'm Donovan, with
a mission..., wow, that guy’s a real keep-fit
freak, the next thing | knew | was running
down the corridors of the Mother Ship, yeh,
running!, just a quick flip on the joystick
and | was jumping head over heals, a

real Halleys Comet job over some

lazer crazy robot. Then | got into the

| mmmurupu!er laying charges to

‘. blow the ship to kingdom come,
ey g the RED DUST formula

.. and getting wised up

them robats...hey,

Il have to see

.!ater things are

q 4 bit freaky!

x X ok kX v ol dlh. 4. 41b.
v vmen | v o M A e TR NI S
- — —--—:

——f === ===

' andall, l-'uuirﬂhf’fm& Fileh Ind crash hamnway its my turme
' an the pall and ¥m going for a ‘RUSH PLAY - thatfs
real heavy gaaHine play.and.,, GDH&OH EEHHErrm .
i feit t‘hanblock . now | hnm why he's caHed tie

&em R L g ﬂeﬂ'rgeratur: iy ,ﬁkﬂ- .,
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olo Flight Plus is really an
expansion on its acclaimed
forerunner, Solo Flight. The
ethe ram is trying to simu-

e is an old single engine 1934
Ryan ST-A monoplane, a close
relative of the famous Spirit of St
Louis fiown across the Atlantic by
Charles Lind h in 1927. The
new version of the popular flight
simulator boasts a new cockpit
design and flight instrumentation,
more maps and high guality
digitised speech. The program Is
assentially a trainer but also allows
you (once you've mastered the an
of flight) to take off and battle
against the clock, adverse weather
conditions and mechanical failures
in spacial schaduled mail runs over
saveral US states.

The simulation is quite an
unusual one due 1o its novel view-
point: the cockpit dials and dis-
plays are shown at the bottom of
the screan as per normal and out of
the window is the landscape, vie-
wed in 3D style. Now, there's
nothing special about that, but
what is novel is that the plana is
also seen on the landscapa, 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 com-
pared with modern day , and
one glance at the nockpwmsplay
soon shows that. There are four big
dials showing the airspeed indi-
cator, attitude indicator, altimeter
and wvertical welocity indicator.
Below are numerical displays
showing pitch, flaps, heading indi-
cator, vertical ascent/descent,
radials from VOR 1 and 2, DME
from VOR 1 and 2, landing gear
indicator, brake light indicator,
weather indicator, ILS localiser,
ILS glide slope indicator and time
elapsed indicator, There is also a
bar showing how much fuel is left.

All these must be used to fly the

32 ZZAP!64 July 1986

plane successfully.

When the simulator is first
loaded an option screen is pre-
sented allowing you to choose bet-
ween flyi ice and going for
a mail run. ng one of these
puts you onto the next options
screen which asks whether you
mnulrr.‘li like ttéu wml(nnm,

ashington, . Michigan,
Masa.alglluaﬂts or Texas. If you
choose the mail run option you're
asked to input the level from the
four provided, student, private,
senior and command. Practice run
also has fourlevels which areclear,
landing, contest and IFR. After that
it's up to you to choose whether

you're flying by day or night.
The ca 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 with this simple man-
oeuvre the program offers both
audio and visual aid. On taking off
advice is offered in the form of
superbdigitised spvaachaayln? ‘in-
crease throttle and climb to 1500
feet'. You're told to ‘retract landing
ﬁear'and'tum’reﬁtﬂ 270degrees’.

you're not following the instruc-
tions, flying too high or low, you are
told of your mistake, and
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 lan then you can try
the ing 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 multi-
ple pla to compete in complet-
inga cross-wind landing and
a score is given depending on how
gently the plane touches down.

As a Mail Pilot your job is to

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
, 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
u're overflying (as in 'US state’)

s displayed on screen showing the
landscape features and the five

aerodromes you have to fly to.
Using this it's up to you to plan the
best possible route. As the game

resses the weather conditions
gradually deteriorate with winds
and clouds increasing, and there's
a possibility that turbulence could
develop. the higher difficulty
levels the plane is also prone to
mechanical and instrumeant failure,
fhn::a?mple the engine may over-

As you ress through the
game you are n & score for the
deliveries made and also for tech-
nically good landings, difficulty
leval and the State map chosen.
There is an option to bring in an

e at any time, done by
et 20

E key. This starts a
random eme situation and
it's advisable to ly find a place
to land. Iif the plane iafaultym
time then land at any -
rome repairs the age.

The comes with com-
pmhansm:iinstwnﬁﬂ:hpg.ﬂyi ti;:nlgi
approach tips a
State maps showing VOR bearings
and landscape features, all essen-
galif I u want to bacome a Maill

un Pilot.

ﬁ-- 3 ..
in emergencies, at
tons if you wan 1o add a il
s T

E
g
!
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simulators. If you feel that there is
a frustrated within yourself
w‘mh then take a good

k at it's one of the

CERUER

Presentation 99%
r Ol ra

Graphics 71%
rather &

effective

Sound 92%

L Lraiit

are

Hookability 81%
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Lastability 80
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ACRO JET

BD-5J AcroJstis oneof the
most manoeuverable little
sportsetsin existence,and
like most it takes years
of experience before it's
toflyone, letalonetry
plex and da

now that is. With the aid of Microp-
rose's latest flight simulator you
can sit back in the comfort of your
favourfte armchair and try fo com-
plete all sorts of aerial acrobatics
AcroJet is quite an unusual
e oF AP Wi the coBpH

of

ials shown at the bottom of
screen and the actual AcroJet
plane viewed out of the window in
3D style from behind and abave.
This makes flying a lot easier
because you can see exactly what
the plane is doing. The pointof view
can also be changed so the plane
can be seen from the rear, port or

starboard.

The plane can perform all the

basic manoeuvres  normally

ftying — nose up
and down, bank left and aﬂgmﬂ
because of its design can per-
form special movements called
glips and rolls. Normally these
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 parforming a
manoeuvre and the program
automatically balances the rud-
ders and ailerons for you.

The plane is controlled in the
traditional ick style but other
controls like the throttle, flaps,
landing gear and speed brakes are

com-
stunts. Until

Microprose/US Gold, £14.95 cass, joystick and keys

accessed via various keys.

The cockpit dials show all the
information needed for flying. The
dmw is made up of four main
dials, a large readout area, a smal-
ler display area and a radar type
sCreen. four big dials comprise
an altimeter, attitude indicator and
artificial horizon, airspeed indi-
cator and vertical velocity indicator
(V\V1). The other main display area
showsn theexhaustgas
temperature, engine power, speed
brakes, fuel remaining, clock and
CRT change clock (pressing F1 at
any time changes this display to
show the cument weather condi-
tions). The smaller display shows
the flaps indicator, compasshead-
ing, ball compass and airstrip
direction indicator. The radar dis-
play comes into action whenyou're
trying to complete astunt or course
and by showing a map of the sur-

ng area with any course or
landscape features and with the
AcroJet displayed as a flashing

ixel.
g Mmimdedmﬁmpr;jdis-
plays a e number of options
allowing you to tackle a single
event, decathion, pentathion or
unlimited event schedule. A single
i syl -l
a single event. allows
you to string together five different
moves and decathlon is ten diffe-
rent moves one after the other.
Unlimited is the best option of all
and allows you to create your own
aerobatics display or set course.

There are ten AcroJet compaeti-
tion events, but all have
checkpoints, a mark over or
around which the plane has to fiy.

"’"l'ﬂ'ng Decartspoe o

I Your O, Abvobumtic Evenp
p""!-ﬂfur_;,_._ﬂ b

Thefirst eventis a Pylonracewhera
the pilot has to take off from the
runway and fly outside four pylons
E:;;Int&d in the ground in the quic-

ssibla time. The Slalom
race follows a similar pattemn, but
this time the s have to be
negotiated ina torder mak-
ing the event far more complex
than the previous one,

The next sat of events are ribbon
races, featuring a series of dual
poles with ibbons strung between
them. The first ribbon event is the
simplest one and the idea is o take
off and fly between two 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 dnin%a 360 degree
roll, a very difficult and precise
manoeuvre. The next W&!:: isﬁ a
high ona — the pillot
B e mimaior s
and at the bottom of the loop fly
undemeath aribbon. . . thara's no
room for ermor. The Under Ribbon
race is one of the most simple of
this type of event — just take off
and fly under the three sats of poles
but the mostd eventofall

is the Cuban eight. After leaving
the airstrip the pilot must fiy

hagate then completeahalf
loop, haif roll on the descent and fly

h another gate and con-
clude roll back through the first
loop again. It's a very tricky event

to perform duetnﬂmmmplsxl‘l;laf
the manoeuvre and the fact that
the whole thing takes place at very
low altitude.

The other two events are Spot
Landing and Flameout Landing. A
Spot Landing is where the pilot
takes off, climbs 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-
wn%:. Flameout Landing s similar
to pravious event but when the
plane reaches 2,000 feet the
engine has to be switched off and
the plane glided in to land under no

power. :

All the events have ajudged diffi-
culty and a score is given for com-
pletion or part completion. When
the plane lands (or crashes) on the
runway a score is awarded and (if
good enough) automatically saved
to disk to appear in an ‘all time
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 four
settings from easy to real and a
stunt can also be started from the
air rather than from the runway.

and alsor

Graphics 72%
Flig raphics but they work

r y well

Sound 29%
Very poor jef noise and little else.

Hookability 79%

Easy to fly but aifficult to land

acl

Overall 83%

An exciting simulator which
has plal
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Ckay, so stop moanin 'n’ groanin to poor old Lioyd. He's driven us all mad with your
complaints abouf no ZZAP! 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 mustsay a lotforthe mugs, since Liddon tea is yukkie pooh). Anyway, from the sublime
to the ridiculous, not only is ZZAP! offering you the chance tfo subscribe to the best games
mag (that's called ZZAP! 64 and happens to be Britain’s best selling Commodore mag)
around at a ludicrously reasonable price, not only is ZZAP! offering you a US Gold mug for
free, but ZZAP! is also offering you a FREE US Gold game worth £9.95, and all you have fo
do is is send off the subs money. That adds up o over £26 worth of goodies for just £15 and
gives you 12 months of ZZAP! (post included) into the bargain! Can you resist? Of course

you can, but why should you? Spoil yourself!

JUSTLOO

IN ZzAP! KATWHATYOUGET
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ale. fonrfmume“;grwine's Gary Liddon’s bit in the
competitions too — dont furgawihamq"mmg
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ZZAP! SUBSCRIPTION
OFFER

I would like to take out a 12 month subscription to ZZAP!
64 magazineforg15 (postincluded) and receive my free US
Gold game and mug.

Please nole, if you are airady & subscriber and your sub has just run out, or if it ks
within 2 issuses of i lI::!_.I_lt renew using this form jguote subsgcriber

niumiber BUT TOSAY WHICHISSUE YOUWISH THENEW
M&C%Tﬂ RALIN FROM.

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

............................................................... Postcode .......ccceevie-
Should you already have a subscriber number,
e R I R

Apartfrom my free US Gold Mug, | would like to receive the fol-
lowing free game from the six listed here (cassette versions

| would like my (new) subscription to run from issue ..............
Luncluu £15cheque/postal ordermade payable to Newsfield
id

FOR EXISTING SUBSCRIBERS
(and those mbﬁcﬁblﬂ%ﬁm this coupon who would like to take
up the special subscribers' offer)

I would like the following games (cassette only) from those
listed here at £6 each: ,

Forthegamesorderedlencioset ... ...
cheque/postal order made payable to Newsfield Ltd

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

ZZAP! SUBSCRIPTIONS, POBOX 10,
LUDLOW, SHROPSHIRE SY8 1DB
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COMPILATION
SPECTRUM £9.95
AMSTRHD £9.95
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BIGGLES

ou've read him in writing,
Y sean him on celluloid and

heard him on the wireless.
Mow play the role of WE Johns'
famous WW1 hero, Biggles, onthe
Commodore 64. The game has
two sections, both of which are
loaded independently from one
another, The first section called
Timewarp has three separate sub
games and the second, the Sound

The film looks
mamf — unfortu-
na the game
fsn‘t.y.‘n fact it's
swfu.‘ Tha
game s hmrbl?&ar?g
frustrat ', B5Decia
g“"m”disgm—
seam to no
ﬁsﬁtaﬂ. The other side isn't
much better and becomes very
dufl ohce ‘va flown nmunda
mmls of times. The
and the sound,
not one of WEMUSIC's
best, is about the best part of the
program. I'd prefer to be a hero
alsewhera.

Weapon, is a sort of helicopter
fight simulator with a purpose.
The first of the three sub games
in the Timewarp program plonks
you in the seat of Biggles' WW1
Sopwith CGamel biplane. Flying low
over scrolling enemy temmtory in
Scramble style you must avoid
ack-ack fire and other enamy
fighters who try to shoot you down
{athough you can shoot them
down to0). To complete the sec-
tion you must find and photograph
the enemy's new hormrible new sec-

ret weapon.

#‘-I.JI‘II-.

EPEE?' .:;IFI 1510

Mirrorsoft £9.95 cass, £12.95 disk joystick or keys

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 stop you but luckily you're
ammed with your trusty ole
machine gun and a couple of gre-
nades. As you move right the
screen scrolls to show more land-
scape until you eventually reach
the secret weapon.

The final sub game is another
scrolling affair and takes place in
London, 1986. Biggles has got the
sacret 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
s0 is for them to leap from rooftop
to rooftop. You control them both
and pressing fire switches the
control from 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.

ME naéa fot |
@ about g«p‘bs
The music isn't too
EWEMUSJG

have

done bﬂﬂer;l the g?phts
amall, and
chunky, and the game itsell is
rather repetitive and boring. The
first three games have very simj-
lar objectives, and although they
adopt different approaches, they
are all very ‘samey’ and
nmnamnuus to play. The fourth
me (on the flip-side) isn't too

, but all in all Biggles doesn't
merit the £9. 95 price tag.

hot

hllil
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Throughout this side of the
program Biggles is randomly
thrown from situation to situation,
which can be quite unnerving at
times. When he dies, by either
being shot down, shot by an
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 flight simulator with
added bits. objective of the
game is to find and destroy the
enemy's secret sound weapon
which is achieved by flying around
enemy and Allied territory and
picking up various objects and
peocple. 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 the helicopter is
done in the usual flight simulator
fashion and there are a load of
cockpit displays to help you keep

| aloft. To help you locate the vari-

ous personages and objects two
maps are made available to you —

radar and detalled. The radar map
shows the whole battlefield area,
and you are depicted as a flashing
group of pixels. The other map

shows in detaill the area
immediately surrounding you and
displays the location of enemy |
troops, people and objects. !
If you manage to destroy the
sound weapon then you'll save the
day and keep the evil Hun from
winning the first World Warl

Oh dear, another
film tie in; another
hero that looks like
a blob; another
game that fakes
something decent and tums it
into something less than decent,
Somewhere along the line the
game itself has been lost. Aver- g
age is being merciful. For £9.95
you don't .'aa.‘}jr sxpecf to get

smnmr? scrapes
wau!dntbuy!r and if

Blgglaﬁ is on your shopping list, |
ﬁracomnmd that you at it
rst.

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 WEMUSIC ditties
play throughout. ‘

Hookability 56%
The four separate programs are
easy enoughtogetinto. ..

Lastability 50% ;
. . but they're quite difficult and |
generally lacking in variaty. [

Value For Money 43%
Although there are four separate
games in this package, none of
them are that good,

Overall 48"%
Mothing special.
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MERMAID MADNESS

Electric Dreams, £9.99 cass, £14.99 disk, joystick only

junny seaside resorts are oft

filled with beautiful bounc-

ing fernales with lovely long
legs, firm br . . . (shut up and get
on with the review — ED) who
lounge on the sands. Everyone
notices them. What they don't
notice are the old crones who crip-
ple about the place with the aid of
Zimma frames, walking sticks or, if
they'ra lucky, their own two comy
feet. Mermaid Madness is a tale of
woa about one of those old
crones.

Mgrtle is 112 years old and fed
up. OK, so she wouldn't admit that
she was pretty but in herlong, long
yaars sha had never, not ever had
aman. That's why she was fed up.
Anyway, one afternoon 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 an to pound. He was

dressed in a wetsuit, and she
being a rubber fetishist had her
gightened to an unknown

lust

!

degree. 'Come to me oh babe of
my dreams’' she wailed and
instantly gave chase.

MNow, Gordon was a man of little
brain with an IQ about that of a
member of the National Front (ie
less than his shoe size) but one
glance of this elephantine mass of
warty flesh wobbling towards him
along the prom caused him to
panic and he took to his heels and
flapped wetly off at speed. The sea
was the nearest place to hide soin
he went — sploosh — right to the
bottom (not before turning his oxy-
gen tank on) and sat there quiver-

ing.

n%atty 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 famme fatale was in fact
a marmaid. So there was Gordon,
sitting on the sea bed, waiting for
the crone to toddle off when thera

was a sudden mass of air bubbles
above him. It was ugly fatty, her
oak-like lallies transformed to a
rotting kipper-like fish 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 undemeath
ifl.. Fatty, being of obese propor-
tions, couldn't reach the fellow
and cursed to herself, '| 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 bottom 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 to help her in her
quest to reach her rubber-clad
heart throb. The playing area is
made up of many screens which
flick as Myrtle moves from one to

? MR MAP liNGEE

the other. The sea bed isn't justa
sandy bottomed affair but has
caves and all sorts for Myrtle to
explore. There are also lots of dif-
ferent objects littered about the
place which can be picked up one
at a time by the world's most vile
mermaid and be used to help her
complete her quest. Picking an
object up is done by pressing the
fire button and it's considered
‘used’ if dropped in the ri%lgct’ place.

Throughout the quest Gordon's
air is being used up, his air dial is
shown on screen and if Myrtle
doesn't free the hapless lad quick
enough and it reaches zero then
he dies of oxygen starvation,
which he considers to be a better
fate than being clasped to Myrtle's
boily bosom. Also the energy
which fires Myrtle's own disgust-
ing personage is in mortal dan?er.
The sea is filled with various fish
and other underwater animals and
it the foul femme touches one
some of her energy is lost. Unluck-
ity 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 B0%
Title screen with music and the

inlay comes with a humourous
SCEenaro.

Graphics 83%

Lots of fishy characters along
with the gruesome twosome,
and thay're all nicely drawn and
animated

Sound 86%

Three nice tunes which jolly you
along.

Hookability 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%

1sidering

A bit over the odds ¢
there's nothing exceptional an




TIMETRAX

Just after the Helocaus! you wauldn't think anything else could go wrong now would you? There you were sitting peacefully in
your cellar, trying to have the nervous breakdown you've earned and the next thing you know you're setting out through the
Portals 1o stop the Evil One rending asunder the fabric of Creation, Some days nothing goes right...

An amazing, all-action, animated odventure across the ages of Man to save civilisation. You'll be able to start playing itin minutes
but you mightn't finish it for years!

WARNING: This game could damage your social life. TIMETRAX is on addictive habir.
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Ihee Srgzies Press Softwane Comug,
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ntarasting that this month we

should have two golf simula-

tions to look at, boastinga
3D representation of each hole
being played. Ariolasoft's Golf
Construction Set is more complax
than US Gold's Leader Board
because, as s name implies, it
allows you to design a golf course
on which to play. However, you
can dive straight in with the golf by
playing any of the four famous
courses already supplied, The
B g

n ar oyal
es, Sandwich (home of

Mick Faldo Plays the Open).

Let's look at playing a game first.
First you must select one of the
supplied courses or one you have
designed and saved. Between 1
and 4 players may take part in
aither Match or Tournament Pla
and the individual's handicaps (if
already saved) may be entered
after typin%L tha name. The con-
ditions to encountered (wind,
air temperature and ground condi-
tion) may be defined or allocated
by the computer. The screen dis-
play shows a plan view of the hole
(tee at the bottom, pin at the top)
with ground slope indications
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 from the player's position
(updated for each stroke), and
below that lies the selection box.
From here the clubs may be
selected — woods 1 to 5, irons 1
to 9, a sand and pitching wedge,

and a putter. Wind and ground
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conditions are also displayed
glongside the hole number, par
and distance in yards.

Pressing fire takes you to the
aim box and you can move a cur-
sor over the plan view to select
shot direction. Fire then takes ﬁ'
to the loft box, a graphic of ball
and club. The club may be raised
or lowered to alter the angle of
attack on the ball and therefore its
flight trajectory. Next comes the
fade box — a pair of feet are
swivelled left or right of the centre

GOLF CONSTRUCTION SET

Ariolasoft, £12.95 twin cass, £14.95 disk, joystick

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.
hen taking the shot, a small
graphic of the golfer appears and
'ng fire makes him start the
wing. Controling the
stren of tha shot is done by
pressing fire again when the
desired amount of backswing is
reached. In the top view, the ball
can be seen flying away, while its
path is mapped simultanaously on
the plan view. Once on the ?men
the 3D view is replaced by a larger
scale plan of the green, but the
control system remains the sama
as for a tee or fairway shot.
With the handicap system,

player difficulty levels are intro-
duced from a handicap level of 28
(beginner) to zero (professional),
the category affecting the proba-
bility of making a successful shot
by introducing common playing
faults. As in real life, the longer
clubs (1 and 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 construction set displays a
box on the right for building the
holes with some listed information
across its top, another box to the
left with the essential bits and
pieces, and a message box below
it. E ing is cursor driven. First
tha length must be chosen
and its par. The tee and pin
automatically come under your
control after this is done and may
be placed wheare desired, as long
T B L et enath
matches an
salacil:d. Naxtiﬂpﬁt;.:uutof bounds'
area is drawn in by "dotting' your
way round the perimeter nythﬂ
hole with not more than 14 points.
Thesa are then joined up tha
computer and the outer area filled.
Now the various elemants may be
added, different sized shapes for
greens, bunkers, water hazards
and trees, and a colour editor to
ansure they look right.

Having designed its shape, the
last act to is to add gradients from
flat to a steep slope left or right
both across and along the fairway
and green. Each hole designed is
then allocated a number and
saved out to build up an entire
course which myfgrﬂ ded with
the main program for play.

Golf Construction Set comes
complete with a manual contain-
ing six of instructions and
hints, a full colour booklet
detailing one of the Wentworth
courses as an aid to course
design. The cassette version con-
tains two — side 1 the main
game, side 2 the courses supplied,
side 3 the construction set, and
side 4 is available to save hand-

icap and ﬁ:ﬂ. This raview was
prepared using the disk ver-
sion.




Presentation 82%
Good instructions, plenty of
options 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

f their blocky charac-
ter, the 3D fails to be convincing.

Sound 10%

Hardly any worth mentioning.

Hookabllity 62%
/ QO oy
- 5] < |
jetting into
and selections.

Lastabllity 89%

And if you do persevere then

h 3 Many coursas as you
Sign

For Money 83%
serious golfers, a bit
n who just
g a game of golf
a

Overall 79%
An interesting attempt that
] mark
ittle faults,
orth forking out
a gotfing type.

WORLD CUP CARNIVAL

US Gold £9.95 cass, £14.95 disk, one or two joysticks

he World Cup is happﬂning

at this very moment, and

that isn't enough here'S US
Gold's World Cup Camival so you
can play your own footy matches
in between watching the real ones.
What the program does is allow
you to set up your own little world
cup tournament starting fram the
quarter finals. When the program

loads you're asked to 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 Intema-
tional Soccer, being 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 beetle out of the dressing
room and make their way to thair
various positions on the pitch.
When they're all ready the match
begins. You're given control over
the man nearest the ball and you
can move him an @ on the
pitch. If the ball falls to his feet he
automatically dribbles it until you

ress the fire button, which as

im kick it. The opponent's player
can steal the ball when it's in your
possession by s'ir‘n;:llf1 running into
you, forcing you to have to steal
the ball . If the ball isn't in your
possession and the fire button is
pressed control is handed to the
player nearest the ball (useful if
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, throw-ins and
?oaui kicks are automatically taken

r you by a helpful team mate,
although penalties are taken by

the player. The game is played
over a simulated 90 minutes with a
short break at half time. When the
maich finishes your score is
shown along with the others and
you're er through to the next
round if you qualify. The game

continues in the same way through
the semi finals to the finals, the
winner of which is shown a rep-

resentation of the Jules Rimet cup
and proclaimed the winner,

Along with WCC comes some
impressive and very glossy pac-
kaging. First there's a poster
informing you of lots of World Cup
trivia. There’s also a free competi-
tion for you can enter with a CD
player as first prize, a World Cup
wallchart and stickers, poster size
instructions and a World Cup sew-
on badge.

Frese_ntatlun 92%

Very glossy

Graphics 24%
Fat wobbling sprites and jellyoid
scrolling.

Sound 29%

A revolting tune which makes
turning the volume switch to its
MIrimum a joy.

Hookabllity 34%

Initial interest may be generated
by World Cup fever .

Lastability 21%

But the simplicity and poor gual-
ity of the game soon quashes
that.

Value For Money 13%
Ten quid is very steep for a few
glossy posters and a feeble footy
game.

Overall 11%

Hyped drivel which should be
thrown into a deep dark hole and
left to die.
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o0 be honest, | think this

game was thrown at me

because nobody else knew
exactly what to do with it. It isn't
every day we get steam train simu-
lations to look at. This one has
been around for some time on
other machines but only now have
Hewson given it a belated debut
on the Commodaore.

The package consists of a fold
out instruction booklet, historical
notes, an explanation of how a real
steam engine works and the game

itself, all packed into a medium
sized cassette case. Thegameisa
simulation of the famous engine
that used to make the London to

i Sﬁtnn run during the early
1930s.

'SOUTHERN BELLE

Hewson, £7.95 cass, keyboard only

The manual clearly explains the
controls and contains a map of the
route the train must take, listing all
the stations along the way.
Coupled with the explanation 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 of operation
while the player gains familiarity in
other areas.

Various types of run are also
avallable. The player can select
timetable runs, stopping at each
of the stations in turn, non-stop

runs or attempt to break the speed
record from Victoria to Brighton in
the record breaking run. Different
runs assume difficult loads and
variable schedules to complicate
matters for the player. Thereis also
a 'problem run' which tests the
player's abilities 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 demonstration
run.

The main screen layout is domi-
nated by the centre view which
displays the controls of the engine
and the view of the track ahead
ajungawith certain landmarks (such
as Battersea power station), all
shown as black and white line
drawings. The graphics are not
astuundin? but they do give
enough information for the player
to assess his or her surroundings.
They are, unfortunately, a little
jerky. ; ]

To the right of this area are two
displays. One is for gradients

showing, in both linear and numer-
ical form, the gradient of the
%[::lund currently beneath the rails.

e other displays the distance in
miles from Victoria and to
Brighton. Both displays are con-
stantly updated throughout the
run. On the left of the main displa
are three areas. At the top le
Speed, Coal, and Water levels are
shown. Below that is a realtime
clock. Inthe lower left area, there's
a signal display. At the base of the
screen, scrolling messages
gppear to inform you of any prob-
lems.

The player can control the whis-
tle, fire, regulator, brakes, cut off,
blower, injector, firedoor and
dampear—allinall, p thorough
control. The game has clev-
erly designed in so much as it
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 how to ouﬂpe with
emergency stops, handling sig-
nals and making the supplies of
coal and water last to the ralatively
simple task of pulling into a station
lespecially 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 matter and, at the cost of
lavish aesthetics, has developed a
pragram that comes as close to
demonstrating the real thing as
any game will ever come on the
64, Unfortunately for me, that
wasn’t enough. | soon found the
simulation tedious. There isn't the
same sense of freedom you get in
a flight simulator. What you do get
was too limiting for my tastes. |
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 differing inten-
sities of puffs of steam and what
they mean. For £8, Hewson can
hardly be accused of asking too
much.

Presentation 94%
Oodle

Qodles of choice; all options as

Graphics 70%
Clear, but slightly jerky and
someawhat dull
Instructions 88%

I & - '_j . o

3am eng
¢ difficulty

Authenticity 91%
Excellent

Playability 83%

Well, itis playable but some may
find it monotonous

Value for money 88%

Cheaper than a model train sat

Overall 88%
A superb simulation of a dull sub
ject




.
_Sixteenwaysto

a Golden Summer.

SUMMER GAM

¢ OPENING &
AWARDS
CEREMONY

® POLE VAULT
® DIVING

® 4x400 METRE
RELAY

® 100 METRE
DASH

® SKEET
SHOOTING

® GYMNASTICS

® 100 METRE
FREESTYLE

T .

SUMMER GAMESII

NATIONAL
ANTHEMS

® CYCLING

® FENCING

® KAYAKING

© TRIPLE JUMP

® ROWING

® HIGH-JUMP

® JAVELIN

e EQUESTRIAN
EVENTS

® 1-8 PLAYERS

‘The best sports =

simulation available
for the 64'

= Commodore User
"The simulation to COI'I'I I'IIOdOI"e 64
end all sports simulations'
- Zzap 64 DISK CASSETTE
‘The graphics are stunning'
~computercamer .~ E 44 95 £9.95 COMPUTER SOFTWARE

2. | THE WORLD'S BIGGEST SELLING OLYMPIC SIMULATION
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Available for:

Amstrad (pisk and Cassette)
CBM 64 (pisk and Cassette)
Apple |l (pisk)

MSX and Spectrum L G
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S THEY'RE ALL WHIRD

ENTERTHE DRAGON

My pleasure circuits are still awash with pain as | begin
to lay preparations for another head to head contest.

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

Dean Crane from Newbury in Berkshire is the reader
who, | am advised, stands the best chance at removing
Penn from his new found perch atop the castle of
championship. And Dean’s credentials are impressive,
| have to admit. He has clocked up 68,060 on Eidolonfor
openers, and 85,000 on Who Dares Wins /. 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! | arrange for him to bring
himself to Ludlow on the appointed day, and warn him
that Eidolon is to be the game.

a dank and slightly dismal
day on which Dean and his
ne arrive in Ludlow. Today
appointed day for what | trust
enn's defeat at Eidolon.

to combat the 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 n
shall play as far into the game as
he can first — with the aim of com-
pleting it and collecting as many
points on the way as possible.
Then Dean will have one attempt
at bettering Penn's score—should
he succeed, no more Penn as
champion and maybe | will be able
to look forward to an end to the
ego ridden cacophony from the
mouths of ZZAP! reviewers who
feel they cannot be beaten.

One game, and one game only.
No maps allowed and without
practice games first, each combat-
ant must enter the arena of the
challenge and fight on. Penn
begins:

first nasty in the game is a
Rotofty — and as might be
expected, Penn mercilessly dis-

of it and whizzes past to col-

the red crystal with consum-

mate sase. He treats the second

nasty with equal disdain and pi
ﬁa%aancrystal in the p

al A few problems with a
loom, but no, he is free and
lects a blue gem before movin
to the Dragon. Bam, bye bye
gon and the first level is compl
with 2,120 on the Pann score.

Ooh.. Penn's concentrat
seams to be lapsing a little he
he loses a large amount of
in combat with a Grep and
forced to search for more fireballs.
aspatches the

He collects a blue crystal 2
becomes somewhat disg
tated, plodding round the lat
thine playing area, quite obvi
lost. He stumbles upaon the fag
headed Dragon and kills it
ease to conclude the level
14,910 points. Hmm.
Another Rotofly dies, folld
by a puffer which the girly
makes short shrift of: despililE
token resistance it has soon di
peared, dead, never again to
this mortal coil. Agoogly eye
gon being is next on the list a
pitched battle ensues with §
emerging the victor to end the
level with 23,130. Things are g
a little too well for this e
Champion-by-default.
Yet another Rotofly is sen
oblivion before a sproinging itk
comes up to do battle with H
He finds it difficult to land his s

loc. Ha! Penn is forced to re
. » . he comes across a Drago
is forced to retreat again . .
the Malloc is there. HO! Pen
to restart the level. The first sai
sign of incompetence on the Pa
of the so called Champion warms
the ooze that circulates through
my hydraulic systems. This bodes
well — could | soon have the plea-
sure of two consecutive defeats? |
make a mental note to sample the
delights of Harpic should victory
be mine — an altogether milder
conconction than mainline bleach.
Retracing his tracks in the game
starting level six for the sec-
time, Penn does the usual with
Rotofly and moves on to the
lloc — which this times yeilds.
ng the footsteps of an
roaching Troll, Penn begins to
battle with a three headed Dra-
. One head rolls, then another
the level ends with 31,530 in
Penn scorebag. Ugh.
pering around, to begin
rather aimlessly it appears,
the preposterous Penn collects a
few energ fireballs before




GHALLENGE GHAL

ting feebly about having
ed more successful games of
jon, Penn retires to the kitchen
prepares himself a foul brew

rs under the archaic title of
Minion, to prepare such a
age. He must be msap
ted with this performance,
| feel confident that Dean will
ble to outclass the nightie-
thed ‘nonce’,

n steps forward, plugs in his
kshot |l and begins the game

A — S ————— i — S —— —

ing ragon that guards the exit
to the level and leaves with 8,910

ints — he has lost the lead he

it up in the first section of the
game. Penn had a few hundred
more on the meter at this stage,
but | dismiss negative waves,
reminding myself that this is yet
early days . . .

The third level commences, and
once again Dean chooses to
freeze the Rotofly and collects a
red crystal. Killing the Bottleneck
he acquires the %{ue crystal but
gets hit by a red fireball — not
?ood, not good. Shooting the Troll
or a green crystal, Dean goes for
the Dragon and exits with a total of

Super confident, the ever smiling Penn siruggles to keep abreast, Dean Crane

simply isn't impressed.

. — ———— ————— S e e e e

_)5hnuid bring me a resounding
ry. | espy a different overall
in Dean's style of play
pst instantaneously.
patching the Biter Bird on level
he goes for the crystal it
nds and then freezes the
bty in order to collect the red
tal. Hmm. Now he avoids the
and gathers up the blue crys-
Very interesting. A flurry of
bat follows, in which the Dra-
dies, then the level ends with
0 points on the clock — nearly
Oin front of Penn at this stage.
pod. Good — my early elation
s a firm hold and | feel the
pracal action of the pleasure |
8 lies around the comer with
i
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14,010 points: a clear 5,000 ahead
of Girly at this stage.

Level Four, and Dean freezes
time almost immediately by col-
lecting a blue fireball. gadir.
takes a few hits from moving rad
fireballs but no major problem is
caused, | 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 clear indication of over-
aenergetic use of the fire button.
Never mind, he soon kills the Mal-
loc and moves on to the Dragon,
attaining the end of the level with
18,390 points. At the halfway
stage Dean has held on to his lead
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A typical Pennurious tactic — seal the challenger in his ‘Black Hole' — othes-
wise known as the ZZAP! Assistant Editor's desk! The confusion of paperwork
falls to faze Dean.




ball before he tums the comer to
freeze the Rotofly and seize the
green crystal. Then he has some
problems with the Rotofly as it
wakes up . . . Changing 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, still three and half
thousand points ahead of Girly's
score at the same point in the
game, but stillinthe lead . . .

energy, but loses the e
%ﬁinad when he is hit again.
& Dragon proves a worth o
nent, and after much effort
been expended on both si
Dean finally emerges into
eighth level as the victor. He
42 520 points to his credit —
than a thousand points ahea
Girly Penn at this stage,
62,500 to beat. Can Dean pull
one off? | tense my form as
bolt upright in the hovercha
shall know the outcome short

Liddon, Kean and Frey (obscuring the eternally ‘nice’ Paul Sumner), discuss
somnething of Greal Impori as the challenge progresses.

Freezing time very Tu'ckly
indeed, Dean goes straight for the
Malloc, killing it and taking the blue
crystal. Several red fireballs hit
heme and inflict energy sapping
damage to Dean's craft during
combat with the Dragon on this,
the sixth level ... his 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 penuitimate
level begins. Combat with the Puf-
fer Bird results in death for the
avian nasty but Dean takes
another hit from a red fireball —

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
begins. Dean is having probl
as energy runs low, but he's ha
ing on agmirably. Can he do it?
continue, continue Dean
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.

| cannot countenance fu
humiliation and have to
rapidly to my craft. The Reg
Unit, | am sure, can purify my
fluids and remove the last tra

ZZAP!64 July 1986 47




I;Ellta}
gat Paarson; 'Wmhlngtc:n

bhn Crofts, Heywood, Lancs

COMMAN
folk
12,851,900

12,8868 Caolin
Scotland

atch, Long Stratton,

20,105,300 L&G

Oh no! The vile and odious Penn lives to fight another month! Next
month | will ba scouring the hniescmra tablestocallupa chal!engciar
of the highest calibre to beat the smug faced ZZAP! champion. He
must not win again.

| 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 | recleved a very abusive letter from an obviously
deranged Colin Redfern who lives in Heywood, Lancashire. In his
pitiful scribbﬁn%s&he whined that | hadn't printed his score for
Liridium. Well, in, your score just wasn't good enough to be
included in the elite ranks of highscorers. You see, the lowest score
last month was 298,000 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 tﬁat. and therefore it wasn't included.
Perhaps if you pursued a course at an establishment of education
you'd realise that. And perhaps completing such a course would
also improve your appalling spelling.

Until we meet again, farewell . . .

THE SCORELORD SPEAKETH

N
"

s :.-1 0

13.780°GL and JF fleam affort);
“337480 Gary Liddon, ZZAP!
Eal;r.ﬂm.dullan Rigrall ZZAP

THRUST[FImhird}
92,500 Mick O'Rellly, Rishion, Lancs
£5,100 Julian Rignall, ZZAP!

TRANSFORMERS (Ocean)
18,052 Richard Lemon, East Grinstasd,
Sussex

&l 12,599 Stefan Wilson, Markfield, Leics

11,675 Stephen Astg anfall, W
ids 1

‘: (45 Hgn-g,- Hieg
LY

-

Si6thuort, Che-

& ahdWear :'“".Eh Bol-

. ﬁ%ﬁm:ﬁ E-DT"IL.HTHFBI:;NII, 0o .
Hichard Andrews, Stong '




pHESE"Is Richard OBrien's
T pp— |

.-. ; » I
¥ &S
§ X £ - '_ i : - = - ®
i -.I ;
. - \
'\-\.-\._l — g - v 1 ‘ ™
. @ |

CBMBY/iea * °

AMSTRAD DISH 28K S0P g
AMSTRALD TAPE BaK p S eW¥es
SPECTRUIM Q8K CBM 128 ’

L g T S moan e B e T T

TAU CETI

This all time classic is now available for the CBM64/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 UK RRP £9.95
AMSTRAD DISK 128K UK RRP £14.95
AMSTRAD TAPE 64K UK RRP £9.95
SPECTRUM 48K UK RRP £9.95

THE ROCKY HORROR SHOW

A totally exclusive CBM 128 game available now. This
super enhanced version contains more locations and totally
new high definition graphics.

"Looks good, sounds good and is very addictive - just like
the show itself”,

COMPUTER & VIDEO GAMES CBM 128 U.K. RPP £8.95

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 for an original computer experience,
You've never quite seen or heard anything quite like
Tubular Bells".

COMPUTER & VIDEDO GAMES CBM#&4 UK, RRP £7.95

All three titles available in your local software stockist.




Although “Sunday computer an’ is not
quite in my line of eriticism, | consented
to have a quick look at three ‘works'
undertaken by the ZZAP! reviewers done
with the aid of MOUSE AND CHEESE. To
b eptirely frank, the results undoubtedly
say more aboul the psyche of the indi-
viduals concerned than anything about
the art utility invaolved,

Brigitte van Reuben

I;qun!dﬂwn to Chemobyl by Gary Lid-
oo .

Mr L Iddr._m has chosen a subtle palette 1o
underwrite the strength of the cont

: sl ain-
ment dome (a fealure sadly |

i : acking it
Et s from the real thingl and the sharp
delineament of the explosion. The added
comic strip device of the word BANG
clearly shows that this is not from the

st's more mature period | -

Wi et

AN

e

i

i eme g :
||Eﬂll| g : il My Dream House in the Country by
i y Juliam Rignall
| — Taking his influence from the post-impre
ssionists, this view of an arboreal abode
ot |......:_, sy P by Rignall has clear links to the bravura
" drawing of the French master, Cezanne
The artist has made good use of the strong
crayon efiect possible and could well be
the founder of a new school — Barrat-
tism

Squiffy the Bear (Bare) by t':_arf,- Penn
What we have here is a variation on the
theme of ‘Olympia’ by Manel _l:riwn:-
pleted 1863 and exhibited in 1865, &t
caused an immediate scandal and
shocked the art world)., Penn's Elﬂ,-!dl'_-r.
line emphasises the sensuous pose of his
model, combining softness and :lrengl_h
by setting the figure against an enigmatic
background. One of the last an.n_*] st
masterful of this artist's ‘bear’ period, lh.P
a5 should fetch a fortune at Regent's
F

&

W T e -

L0040,

T e P LY e st Bl e ST

50 ZZAP!64 July 1986




GARY LIDDON has long been consi-
dered an artist when it comes
to making tea, but so far his
fluency with the paint brush
has remained an enigma. Still,
he knows all about cheese
butties and has been a keen
rodent catcher in another
incarnation, so itseemed logi-
calenough to gethim to take a
look at MOUSE AND CHEESE, the new
hardware/software package
from EUROMAX
Dkuylmlghtnwallgotallﬂupueﬂhmuu]uhaauutnfrmr
system now. First the straight mouse joke:

Q: What squeaks and is attached to a computer?

Az a mousea.

Next the technical mouse joke: Q: What nybbies and is attached
to a computer?

A: a mouse — and finally the alternative mouse joke:

Q: What is really an uptumed trackball and attached to a computer?
A: Dwight Eisenhower.

Waell with those little jollities out
of the way that other mags
insist on reprinting any time a
company dares to bring out any
rodent based hardware, I'll now
be able to tell you all about The
Mouse and Cheese from
Euromanx.

MOUSE

Well this really is a bit of quality The quality of construction is
hardware. Unlike other models | high indeed — we took it apart to
have seen available forthe 64 and  find the main ball underneath the

other machines it is analogue. mouse to be of plastic coated
Some manufacturers cheat by metal pushed inst two poten-
making their mice digitalandasa  tiometers, one for each axis.
result they handle very badly There's also a stabilising wheel to

indeed. Analogue is cool and
means that when you whizz the
mousé across your desk at great
spead the pointer on the screen
mimics your movements
almost perfectly. An analogue
mouse not only comprehends
direction but it can also sense
speed of movement. A digital
mouse only senses directions and
as a result even the most artistic
flourish will produce not curves
and twists but diagonals and
straight lines. The Euromax
analogue mouse is a very good

keep the ball's position constant.
As well as the actual rolly mouse
bits there's also a couple of fire
buttons on top of the animal. The
64 has quite good analogue to
digital converters in both joystick
ports so to use your new rodentoid
add-on just slot it into port twa.
That's all that can be said about
the hardware really as, afterall, it's
only a mouse and unless you
intend to prog your own software
thera's not a lot you can really do
with it. As with most hardware
add-ons it's the software that
really counts.

WCHEESE

Cheese is an implementation of
about the most useful thing a
mouse can be usaed for—it's anart

colour square chosen from the
B4's quite complete range of 16
hues. The whole package is icon

p , 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

based and to sea how "user
friendly’ it is | used the usual
reviewers' acme standard test and
decided toignore the instructions,

plunging straight in instead. Even
though I've often regarded such
! peasy even a cat could use
it' claims for such packages as a
bit exaggerated | found myself
doodling away within a matter of
seconds after scrutinising the sen-
s'r‘qll_rl defined icons.
ere 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. Mext 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 pattemn 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

such as fill Cheese uses the pat-
tem selected as mask. Even
though there is a comprehensive
salaction of 30 different pattemns
it's a shame that no pattern adit
facility is supplied. The third icon
in this little sub-section is acat and
when selected it "scares away’ the
mouse's last operation. Really just
acute way of performing an undo.
The functions supplied by
Cheese are quite comprehensive
but I'll start with easy ones. To
select a function just position the
pointer over the required icon and
click the select key. Allyou have to
do then is drag the pointer onto the
main screen and execute that
function to your heart's desire. The
first command any end user is
bound to try out is the straight for-
ward draw one as the first thing
anyone does when given such a
piece of technology is try and
scribble their signature on screen.

When the draw icon is selected, or
anr;:cptlnn that neads to have a
colour selected, the complete set
of Commeodorian 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 comers 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,

OUSE

just plonk peter pointer in an
appropriate place and then define
a box for the lower right hand side
of the ellipse. Letting go of select
then puts Cheese into ellipsa
drawing mode. There are two
ways of using these most handy
facilities — one is to have them just
produce a line outline of the
requiredsh while the otheristo
have a filled in shape. The box or
ellipse is filled with the pattern
selected as well so some very
pratty effects can be created.

Other goodies included are a
very usable zoom mode for close
up pixel pounding, a symmetry
selector that allows operations to
be copied across various axas on
the canvas, colour changing within
a block, block move and copy, line
drawing and many others that
should even the most har-
dened digital Degas amazed fora
fair long time.

CHEDDAR

O R

STILTON?

Mouse and Cheeseis 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, 8 computer artist you are
then after playing around with it 'm
sure you'd easily find ajustification
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

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

Mouse and Cheese hardware and software, is available now,
price £64.95. If you can't find it in your local computer shop,
Euromax are at Pinfold Lane, Bridlington, North Humberside

Y016 5XR, Tel: 0262 60100
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I..'- ."~. 53 FENNEL STREET

\ MANCHESTER M4 3DU

| ) . & L
Q.“-'"-') TEL 061834 2808

COMMODORE COMMODORE

RRP OURPRICE RRP OURPRICE
Music Systems Commodore 64 £199.95 £185.00
{includes Commodore 64) £329.99 £300.99 Commodore 128 £269.95 £250.00
Currah Speech £21.95 £19.95 Commodore128D £499.00 £470.00
1570 Disc Drive £199.99 £179.99 Commodore 128 D & Monitor £631.00 £545.00
Music Expansion £150.00 £140.00
SOFTWARE ON DISC 1541 Disc Drive £159.95 £149.95
1571 Disc Drive £299.95 £279.95
Textpro-Wordprocessor - £12.95 Modem £79.95 £69.95
Datapro - Database— £E12.95 Mouse £69.95 £59.95
Zork| £11.95 Light Pen £29.95 £24.95
Zorkll £11.98 Sketch Pad £49.95 £44.95
Zork il £11.85 Speech Synthesiser £24.95 £21.95
Hitch Hikers Guide £24.95 Blank Discs-Sony SS Boxof10 £12.95 £10.95
Gemini-Home Accounts £24.95 DS Boxot10 £16.95 £12.95
Database £24.95
- e o
VAT File £24.95

oystick £8.95 £7.95
Superscript £79.95 Pro 5000 Joystick £18.95 £16.50

; Comdrum T orDisc £29.95 £26.95
the title you want is not listed all you have to dois send your cheque e
or P.O. for the retail price less our 10% Discount and srata whether Sound Sampler- Commodore £40.95 £44.95
disc or cassetie. Data Recorders forall

Commodores £39.95 £33.95

ALL DISC AND CASSETTE TITLES Post and Packing: FREE. ALL Computers ADD £8 for value UNDER £250
1 DU/' OFF_ All payments cheque or P.O. to: MICRO MAIL.
JUST TELL US WHAT YOU WANT! SHOWROOM NOW OPEN

FAST COMPUTER REPAIRS

= VIDEO VAULT INTERNATIONAL =
Ny, 10* REPAIR SERVICE PN  m

, 1 HOUR ™y,
> ceone cenTRE COMMODORE 64 REPAIRED FOR ONLY £35.00 including POST &
 NTHELK : PACKING - PARTS - INSURANCE - NO HIDDEN EXTRAS!

W A e % walting weeks  While you walt repair service. % Most Commodores repaired
FOLLO " L/ :ﬂrﬁﬁmﬂr to be remlrgﬂm 4 IMonth written guarantes on 2 within 1 hr.
| well walt no longer, We repair all repairs. J Al Micros insured for returm jJourmey.
Commodores same day. Wealso - International Repair Company. We  + OverE years experience working witn
do Com 16, Vic 20, 1541 Disk repair computers from all over the COMPULETS.
Drives, plus 4, or you can order word. % All computers fully tested.
the Chips fromour 4 )l Computers sent Mall Order turned + Power supplies fully tested,
D.LY. section around in 24 hrs. % RGBoutput fully tested,

RADE SUPPLIED |
T EROM STOCK!

If you know what chip has gone In your computer you

can order the replacement I.C. from our range.

6526 23.00| 901225-01

6510 23.00 | 6569

6581 23.00 | 4164RAMS

901227-03 25.00| Power Supply

901226-01 23.00| Units :
Telephone: Glossop (STD 04574) 66555/67761 PP et e PO e SLIN 1D CoVX
140 High St. West, Glossop, Derbyshire, England b o vt s

Copyright Videovault Ltd. No. 151085
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CRAZY COMETS [Martech)

Dig deep into your software library
and take out a copy of Crazy Cam-
gls. Stick the cassette in the tape
deck, rewind it and typa in this list-
ina from Andrew P Scouler of Tot-
ton, Southampton

10 PRINT CHR$(147)

20 FOR 1-4096 TO 4125:READ
A:POKE I,A:NEXT

30 PRINT *PRESS ANY KEY TO
LOAD CRAZY COMETS"

40 GET AS:IF AS—"""" THEN 40
50 SYS 4096

60DATA 169, 1, 170, 168, 32, 186
70 DATA 255, 169, 0,133, 183,32
80 DATA 213, 255, 169, 76, 141,
149

90 DATA 3, 169, 226, 141, 150, 3
100 DATA 169, 252, 141, 151, 3,
96

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

SYS 24808 (RETURN)
POKE 780,0 (RETURN|

PARADROID
(Hewson)

Paul J Johnson from Liverpool
wrate in to say that he: "'didn’t think
much of the Paradroid POKES in
the April issue (no sprite collisions

great! How do you transter?)
0 here 5 a --|_||;|'4.r|".~r
delectation. They allow you to
become impearnvious to lasers and
bullets, and leap tall buldings ina
single bound etc, but you can still
KILL other droids and go into
transfer mode. There are also a

sat for your

5Y5 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
S¥S 26386 (RETURN), but it didn't
work. Fortunately, the 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 with how to start the
game: SYS 24882 (RETURN)

few amusing side effects, for
example, soma droids exploda on
contact, others ":L'I-'Jf'lr.:.i-”t“'r'.I!:'-l'_f
combust off-screen, and some
attermpt to blast you only 1o either
blow themselves to bits, blow
some-droid else to bits, or suc
cead I mere I-II =in I"I':I"Il'_',l the old
paintwork slightly with no loss of
energy on your part. Bul —beware
the dreaded disruptor!”

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

10 POKE 28640, 76:POKE
28641,0:POKE 28642,T7
20 FOR T-0 TO 20:READ

U L] H L)
o,
=5 = H
Y
TIHE
A FUEL
AL | l
b : TURED
|
GBHIELD
2 } l..'

S

A:POKE 19712+ T,A:NEXT

30 SY'S 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 Paradrord cassette and
put it in the "pi |,r-:' Rewind the
cassette 1o the beginning and load
it as usual, BUT and this s a
very important 'BUT — when the
FOUND PARADROID' message
appears, hit RUN/STOPR instead of
the CBM key to stop loading. Now
type in directly

o

- mam .

0 DA L (]
e 38
BD DA A9 [
A& DA 0 i
00 DATA 1 Rg
85 DATA
00 DATE !
0 ‘0

|

1

i i Y

et e g
e
iy 2] | “\

08 = %

POKE 964, 7T6:POKE
965,102:POKE 966,254:5Y5 848
(RETURN)

Paradroid will now load. When the
READY' prompl appears, type in
the following

POKE 49152,0:POKE
44 192:POKE 56,208:POKE
52 208:NEW (RETURN)

Than LOAD the previously saved
program and type RUN (RETURN)
ta start the game. You will now be
virtually invincible, so get cut there
and kick ass!
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FINDERS KEEPERS (Mastertronic)
Once again, Colchester's very 20 POKE  48332,248:POKE
Gary Saunders 49333,252:5YS

comes to the

When 'SYNTAX ERROR' appears,
enter the following:

POKE 43,1 (RETURN)

ARC OF YESOD
(Thor)

Look! Up there in the sky! Is it —
yes it is, it's, it's , . . Superman of
the Essex Cracking Service with
some more super duper, really
excellent, excellent POKEs. Sari-
ously, though, type in this shor
listirg . . .

10 FOR X=679 TO 692

20 READ A:POKE X,A:NEXT

30 DATA 169, 251, 141, 126, 206
40 DATA 1689, 252, 141, 127, 206
50 DATA 32, 0, 206, 96

Done that? Fine. Type RUN (RE-
TURN) followed by LOAD (RE-
TURN,) to load the first part of the
game. When the "READY' prompt
appears, anter these POKEs:

POKE 1007167 (RETURN)
POKE 1008,2 (RETURN)

Now type RUN [RETURN) to load
the rest of the game. When the 64
resels, 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

infimte lives

SYS 2053 (RETURN) starts the
gamsa

e b T T A

IE ey o A
g‘:‘ﬁe:’-‘;g%%.ﬁu}m?_ L

49152 (RETURN)

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

POKE 29791,0 (RETURN)

- . - followed by SYS 40083 (RE-
mtnumgymegma. -

TAPPER

(US Gold/Sega)

Tap, tap, tappity-lag

been tapping.a
thanks

¥51,128
255, 96

ow that you've done that, rewind
the Tapper tape and type RUN

IRETUHN; followed by LOAD
(at this stage, it does

(RETURN
help if you depress the play button
on the cassette deck). Whea
'READY' prompt rearsd

cursor, enter the

an, and

e lives to play

also start on the level
choice!

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 andg enter the ."',;Iir,u,l'.,nll‘:-"_]

POKE 43,255:LOAD (RETURN)

When
!

> TNTAX ERROR appeEars,

i aT=21i
B T

KONG [Anirog)

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

POKE 43,255:LOAD (RETURN)

ACTION BIKER [Mastertronic)

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

followed by RUN (RETURN)
The game will load and run
automatically, and ali thern Iuverly
ivas are yours Tor the wasting

When 'SYNTAX ERROR' appears,
yiou know what youcando. . .

POKE 12176,(0-255) number of
lives (RETURN)

... followed by SYS 12128 (RE-
TURN) to start the game.

SKY JET (Mastertronic)

Mr Paul C ot Sutton Coldfield,
THESE are YOUR POKEs. Yes
they are. Rewind your copy of Sk
Jet (make sureit's in the tape dec
first)and type in . . .

POKE 43,255:LOAD (RETURN)

Whan 'SYNTAX ERROR" appears,
anter the following:

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

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

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

P

Or these POKEs:

POKE 27016,234 (RETURN)
POKE 27017,234 (RETURN)
POKE 27018,234 (RETURN) for
infinite lives

Or even this POKE

POKE 27183,96 (RETURN) 1o
remove the flashing screen sequ-
ence which tells you that you're
dead

SYS 29350 (RETURN) starts the
game. Yes, | do realise that these
POKESs have been printed before,
but the above technique doesn't
involve a reset, and | thought it
wolld be nice to reprint the POKEs
élong with a safer method of enter-
ing them.
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INTERNATIONAL KARATE (System 3)

Mow wot do | have here, ladies and rhe own granny ko white stave trad
gents? It's yer actual Inte nal  ers to bring you ‘em, but yer werl
Karate cheat, innit?! Naot one, not it, ‘cos you'ra me public, in'yer?
one-and-a-half, but TWO! | kid you Y ou most certanly are

ot ladies (and genlts) TWO Fhrjr:-‘ wiot you do is 'ogld dahn
CHEATS! Wotwe have hereistwo  these keys and sumfin® ‘appens,

very tasty littlie cheals, courtesy of dunnit, if you ' old dahn ADZM, yer
Mark 'awlritedariinwannaride?’ actual backgrahnds change, and
Cale from System 3! No, please f yer 'old dahn SE the two geszers

B snoured, but I'm "ere t JIVE wirn ranmnd r face e Mow that's
you these cheats — yes missis, | wot | call a cheat, missis. Yes | do,
did say GIVE | W ..', mis&allin and no mistakr

| SPINDIZZY (Electric Dreams)

Wall, there we all were at tha Com 30 READ A
madore show, memily quaffingale 40 POKEF.A
by the bar (ah, how we guaffed), 50F=F+1
when who should we bump info 60 IF A<>255 THEN 30
but . . . Paul Shirley! So, we took 70 SYS 679
the opportunity to buy hima drink 80 LOAD
and had a quick chat and he told 100 DATA 120, 169, 52, 133, 1
us about this neat little cheat for 110 DATA 162, 6, 189,7,8
| Spindizzy . . 120 DATA 157, 0, 223, 202, 16
Rewind your Spindizzy cassette 130 DATA 247, 169, 55, 133, 1
imake surg that it's in the tape 140 DATA B8, 96, 255
deck in the first place) and then
type in this listing. as suppled by
our very own Garg {and that'snot  Now type RUN (RETURN) and
a spelling mistake — he likes it  press play on tape when promp-

| that way) Liddon ted. Spindizzy will load and run as

| normal, but when you commence
10 REM I LIED! play the timer won't tick down.
20F=679 Good, eh?

PAC MAN [US Golid/Datasoft)

Some more POKEs, couriesy of  The rest of the game will now load.,
Angus, Stuff your Pac Man lape  When the 64 resets, type in this
into the ‘player’, type LOAD (RE- POKE

TURN) and press play on lape.

When the 'READY' prompt POKE 5737,(0-255) number of
appears, enter the following: lives (RETURN)

POKE 1010,76:POKE
1011,248:POKE 1012,252:RUN  Enter SYS 2064 (RETURN) to start
(RETURN) the game

WILLOW PATTERN |
|Firebird)

Ol Just thought that I'd let you
know that the following POKES
reduire you 1o reset your 64, and
that they were provided by Simon
and Stephen Stockdale of
Hucknall, Notts. Load the game, |
reset the 64 and type in the POKEs

POKE 3121,32 (RETURN) 1o stop
the arms on the bridge Killing you
POKE 23594,(0-255) number of
lives (RETURN) |

Mow SYS 2304 (RETURN) to start
the gama.
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“TRAFFIC LIGHT® — .
eh? Take a physics book and
examine it.

OLLIE’'S FOLLIES (US Gold/Americana)

Hey! Did you know, that ifyou start  because if you type in FANDA
the game and type in FRANK you you jump to level nine!
jump tolevel five?! Wow! Howsim-  Aaaaaaw-wot! — you're jokin'l?
ply wacky! Well — and this is the  Nope.

really zany bit — that's not all,

TIME TUNNEL (US Gold)

Do you wanna know how to complete the last three time zones and
ﬂ'na_r?ma itself? Alright then, herewe go . . .

anks to Mark iraine from Edinburgh who helped make the
following tips possible.

1692 Colonial Salem
Go into the Chemist, pick up the potion and walk to the far rigrhlet!
t

hand location — a shack beside a lake. Enter the shack and dr

mﬂnn. Get the cauldron from the closet and put it in the firep
w 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. Remaove 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 ical Greece
Goto BG—M?"';&I Persia — walk up one screen and get the
shield to your right. Put it in the closet and keep walking down until

transported back to Gnome Mansion. otoBEBC. . .

SKOOLDAZE (Microsphere)

Here are a few quick tips from S
Clifford (no address supplied):

* Hit the teachers when a big

pupil is near — his lines become
your points,

* Follow Boy Wander at play-
time to the exam room and while
he writes on the blackboard,
knock him down and hit the
shield.
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* Go to lessons but wait outside
the room until the 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
Hmdi\llg‘:lunm as he never goes
thare n he has mumps.

you are

Go straight ahead, th h the door and through the pillars. Get
the shield the closet, o left until you meet Medusa. She
will fire at you but the shield will deflect her shot and kill her instead.
Drg{: the shield and get the glowing sword, then ga 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 ... another
candleabra. Get it, walk up then left into the location which
Medusa once inhabited. Drop the candleabra on top of the far right
pedestal. Now Ie%u 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
pleces by the dynamite. Enter the caves (make sure that you have
the tnn:h{— avoid the pit in the centre of the room, as it transports
gbﬂdﬂﬂﬂﬂm&mmm—w walk right, into the next room,

mm:“nughhmmmninﬂmdnm,uwemammand .
go : E

To left there should be a yellow pot. Get the magic lantern i
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

iece of map to 9999 and wait for the full to assemble. When it
done so, the ‘'THE DAIMYO RIES 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 fiute by the
pot then shoot the snake. Gm.:gtaﬂmput and a staff will appear in
your hand. Walk up and enter the caves. Walk around the pit in the
nantrenfﬂ'ﬁmnm.ﬂﬂﬂ'mughtha middle door and . . . You've
completed the game!!

—— - -

Send all relevant bits of mail (and that doesn’t include SAEs)
to: ZZAP! TIPS, ZZAP! MAGAZINE, PO BOX 10, LUDLOW,

SHROPSHIRE SY8 1DB
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THE EYES
HAVEIT

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
Byes,

EYEBALL

thacked by Chris)
Again, a closeup of
the eve draws us in,
but this time eye

All the elements of
this picture conspire
fo a calmness, mis-
sing from Jacksons
work. See how the
shape of the blue
matches the
weight and shape of
the pale skin tones
that delineate the
nose

area

TIGER, TIGER
thacked by Chris)
Human eyes a ied
to have the power of
dominating and
frightening animals,
but the reverse is
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true, and never
more 50 than in pic-
tures. This one is re-
miniscent of those
well loved animal
prints that hang on

HRHCHEED By
CHEIS (R

so many lving room
walls around the
country, but the
compositional  ele-
ments of the circling
black lines in the

tiger's fur, spiraling
in towards the crea-
ture's eyes, ane nod
accidental, and lift
this work above the
merely decorative.




thie awiul fate await-
ing the victim — a

Gruninger here opts
for the simplicity of

RITE H Gruninger
Continuing with his
prenccupation with
strong and large pic

position, presenting
litthe problem to the
viewer, leaving us
free 1o contemplate

against a stark and
angry sky. It's a clas-

HUMMING BIRD
Rob fackson

With simple and deft
strokes of fat colour
and line, Jackson
tums his picture into
an almost Japanese
composition,  The
blue of the hbird
seams to be colour-
ing the face as it
blurs  across  the
huge eye, |s there an
element of aprehen-
sion? Perhaps the
raror sharp bill, cut-
ting across  the
eyveball is intended
to cause a frisson of
danger

BRING DOWMN
Hugh Riley

Master of the un-
usual, Hugh Riley's
fatest is an animated

ROCKFOR-
DANGELO
Gruninger
Maowving away from
eyes, this amusing
lampoon from
Gruninger employs
the strong perspec-
tive of the ZZAP! 64

shut,

ing

raid

abysg

scends
floars.
remain in ashamed,
frozen poses, sikent,
uncomunicative,

But their eves tell the
story, furtively shift-
ing left, right, for-
ward, secretly eye-
each other,
glancing away when
cantact is made, al-
yet  desiring,
potsed

hopo a5 a
background 1o the
activities af a

strange, insect-like
creature who ap-
pears 1o be either
sculpting the artifact
{or is it actually de-
facing ih?

sequence that sadly
loses much of its sig-
nificance here., Four
people get in a lift,
we sense the doors
the lift de-

several
The figures

above the

of life rep-
resented by the lift

TORN

fiob Stephenson
It's the solated eye
in this latest picture
from  Stephenson
that first catches the
attention, although
the surrealist de-
struction of the
photograph is much
the stronger device
Is the torm face a hid-
den desire o de-
stroy the person de-
picted, or merely an
accident of fife? The
calmly disengaged,
almost disin-
terested, eye tells us
nothing
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Tue 18 March — in France

Settled in here now. Found an ace
black run today, you can go fora
whale side of is down it
without stopping, but on the sec-
ond time down | hit a tree stump
protruding through the snow, and
didan 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 tha
Mushroom planet and designed
one more, then did anice fade bet-
ween planets routine.

Wed 19 Mar

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

Thur 20 Mar
Still cloudy. Some snow. Had to

buy crappy, French headphones
to replace my excellent Sony pair

that | knackered when | got them 1}

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
frametime.

Sat 22 Mar

Excellent day — bright sun, good
snow, didn't start work till late coz
| went on sh;iin% s0 long. Wrote
maodule 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 |
got back from the bar.

Sun 23 Mar

Really bad weather, horrible snow
that's nearer rain and 5o sticky you
need to be standing on a near-ver-
tical incline before you even start
muvlr;gl} Hit thaGbar E;_rry. then
back a Guardian 10,
thena Ibrtri?ngmm work on the
pause mode.

Mon 24 Mar

REALLY crappy weather. Got
soaked skiing, thawed out in the
bar. Ratired to room to think about
the alien control system while lis-
taning to ‘The Wall'. Planned it out
onpapern tocode later. Gota
neat idea for Phase |l of the game,
thinking along the lines of Balalyx
Subgame 1 crossed with a sort of
overhead view vertically-scrolling
Marble 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
vary expensive Guiness).

We had to miss out part two of the Daily

Liama (Jeff Minter’s diary of his latest
game, IRIDIS 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

MNew 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 moming . . . ace!!

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 forthe last
day's coding in France, | go home
tomarrow. 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
bacause me 128 is in France and |
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 duti-
fully do some work, but instead
met some of the Incentive maob,
went to pub (fatal mistake for prog-
rammers), all ended back in Tadley
formega-Colourspace session, S0
fat chance of getting any work
done there. . .

Wed 2 Apr

Set up new 128D, 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 Aricla
maob and copped some Amiga

stuff off them — EA stuff but not
Marble Madness yet — they seem
guite keen on |A, espacially my
ideas for phase 2.

Frid4 Apr

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

Sat5 Apr

Lots more work done today, | 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 | have to get my newslet-
ter done before | 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 | get some sleap.

Mon 7 Apr

Did a little more tweaking to phase
2, remaoving 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 geta
decent stretch of work done . . .
(hehehe)

Thu 10/Thu 17 Apr
Sun, sea, sand and CAMELS.
Fri 18 Apt'

Prepared demos to send off to
ZZAP! Couldn't get much serious
done because | have to cart all my
g’ear up ta London tomormrow for

ES Show at Olympia, goes on till
Thursday! Then, thank goodness,
| get a clear run till the Commodore
show, | will at last be able to settle
down to some decent coding.
Holidays and shows are fine but
tend to disrupt you something
chronic!!!

Mare thrills and data spills next
month as IRIDIS ALPHA hurtles
towards the Commodore Show

(retrospectively) and Jeff sam-
ples the delights of foreign lamb.
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Popeye's a very different kinda
hero. None of this “*wearing your
underpants on the outside of your
trousers'" stuff for HIM, oh dearie
me, no. All he's interested in is pro-
tectin' Olive Oyl and Biffing Bluto
the hairy bad guy. A true crusader
for Truth and Beauty.
It's not too surprising that the
heroic sailorman quaffs spinach
every time he needs a bit of
boosted muscle power — it's
definitely very good for you. That's
why your Mum keeps going on at
U to eat up your greens, you see.
ut over the years, just ripping the
top off can after can of spinach
and gulping it down must get a bit
boring — let's face it, mouthful
after mouthful of 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 you're Gary Liddon,
Foodaholic of this Parish who eats
anything that comes within grab-
bing range, no matter what).
Popeye, the game is herel
Released by Macmillan, the game
gets a close examination this
issue. And a very jolly game it is
too!
To mark the event of the launch of
the greenchomp guzzlin® game,
the nice Mr MNeild (Marketing Big
Cheese at MacM's) is offering
some very tasty prizes indeed to
the winners of this competition. To
anter, we'd like you to get into Chef
Celebre mode and dream up a
delicious new dish featuring

THE GREENCHOMP

spinach —a little more imaginative
than Spinach on Toast, or
Spinach and Chips if you don't
mind.

Come up with a really yummy
recipe to take the tedium out of
spinach straight from the can for
old Popeye the Sailorman. Send
us your recipe, or a drawing or

maybe even a photograph of your
culinary creation (but please, NO
SPINACHI)
The ftwo most scrumptious
spinach recipes on the day of
judging will win their creators a
Popeye alarm clock, aTshinanda
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 creationsinto
the ZZAP! office by 10th July.

Design a recipe

for POPEYE
and win! win! win!

Clocks, T Shirts and
CQPFES’ of POPEYE
the game to be won

Send them by Interveggie if you
like, but make sure they arrive at
SPINACH COMP, ZZAP!
TOWERS, PO BOX 10, Ludiow,
Shropshire, SY8 1DB. Remeber
MO FOOD — recipies/drawings/
photos/restaurants 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
tﬂ\:ﬁap‘ him quiet (and healthy) for
a while!
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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 I11, and
SEABASE DELTA. What’s more, courtesy of CRL and St
Brides, we take an in-depth look at the very first adven-

CRL/S¢ Brides, £7.95 cagselie

=—1 Brides, after

2 with
4" Audiogenic, now
U seem to have set-
jltled down with
UCRL. CRL. in
{their turn, are

4 demonstrating
(et Chen -1 serious intent in
the adventure market by taking on
a number of well-known fringe
adventures, including Robin of

amMp a q 1Ng b 1__|.'.i

penny Lold

{ ture of them all . . . THE VERY BIG CAVE ADVENTURE.
Adjust your pointed hat, fasten your cloak-zip and read
on. ..

Sherlock and Bored of the Rings. How
does this 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

THEEL

i 1" 3 = iy

The Pery Big Cave Adbenture '

A

of the game is playing a graphics
version of Colossal — I've always
wondered what the Hall of the
Mountain King looked like. 5t
Brides have really gone to town on
the pics 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 1 have
ever encountered. Right from the
very beginning when you find
yourself having to insert a penny
in the slot to enter the small brick
building, you are assaulted by a
series of comic situations, some of
which are genuinely amusing and
some 50 un-funny that you have
to laugh anyway.

The structure of the game itsell
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 carry that 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, you are almost
immediately confronted by an
angry bull that refuses to let you
wander down the infamous gully
towards the equally infamous
locked grille. * Are you still there?’
roars the bull, having refused to let
you pass . . . If you reply ‘No’, he

goes away, because — you guessed

it — he’s gully-bull,

OK, don't say I didn't warn you.

As it is, I found the game very
enjoyable to play. There are one or
two 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, 1 feel that this game repre-
sents the Quill at it's best. Despite
the rather high cost of £7.95, 1 feel
that this is a must for all spelun-
kers.

Atmosphere 78%
Interaction 68%
Lastability 67%
Value For Money 70%
Overall 75%
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| ambitious in
old age.
| This is the second
L featuring
their new adven-
lure system,
Cl which now offers
1000 word-plus vocabularies, bet-
ter parsing, and even (on this latest
version) RAM SAVE, RAM
RESTORE, and an 'OOFPS’ 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 of
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 time 1 was playing,

Liha?.
You
Exits are upwards

are on a

downwanrds
Hhat now? U

You are on a vine,
mass of decaying
upwards To the
downwards o T
Hhat now?

to
tTop

which only 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 of Dungeon Advemiure. 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. 1
played it for 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 of excellent drawing
routines (which you can interrupt
lo pass on lo the next location
without waiting for them to finish)
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The Price of Magik

Lebel 9, £9.95 ragsette

with really rather abominable pic-
tures.

That said, I reckon that the Price
of Magik pics are slightly better

an any of 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. S0, 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 slightly
more serious criticisms of this
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
onej. The Red Moon crystal is
being exploited by an unscrupul-
ous magician from whose control
you must wrest the wvaluable

To
in

4 WoDdshed
through a

STrong branches
ne and
anr i ve .

Through
Exits are

the vine and

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 or how to use
them. However, as a word of
advice, the Wiz reckons that you
should take careful note of all
inscriptions, most of 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 emprty inven-
tory. The program will tell you
which talisman is required.

Finding out exactly what the
spells do isn’t quite so easy. For the
maost part this 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

0T

G
T e, T 1o

S
v

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. Mr Austin apparently
thinks that a belief in magik and a
mastery of it can only be
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 1o 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 well
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 mupre of eas-
ily solved puzzles), but much of
the time you will be tempted o
use magik in combat, if you can.

This question of 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

R edbatok

SHelbourne ouse, £8.95 casselte

elbourne House
{ seem to have a
thing about new
adventure for-
Bl mats. Not con-
tent with having
led the field with
the Hobbit, they
1 then dabbled
with such obscurities as Mugsy
(more of a strategy game) and Zim
Sala Bim. The latler, 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 of interactive
movie.

Unfortunately, Zim Sala Bim,
though a brave attempt, was really
preity dull fare for most adventur-
ers. The parser was rather limited
and the vocabulary wasn't exactly
enormous. 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 yeraverage werewoll indulges
in a good deal of grunting, sway-
ing, standing on hind-legs, and
even attempting to speak, but
there is a slight feeling of deja-vu,
since other games have been
including similar features for a
couple of years now. True, [ think,
that they havent been
implemented quite so well, but
Level 9, by entering this field so
late, have given themselves an ini-
tial disadvaniage .in that their
achievement comes across as
being slightly lacking in original-
iy,

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 time atempting either 1o
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, but the Wiz
believes that POM is an important
step for the Austins. The new
adventure system is quite simply
excellent, the vocabulary is
enormous, the features (such as
QOPS) comprehensive, and the
program as a whole a firm base on
which to build future, more startl-

e L e

ingly original, character-based
games.
Atmosphere 78%
Interaction 88%
Lastability 88%
Value For Money 85%
Overall 85%
adventure’,

Well, it'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 actually happens
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 plot is
pretty standard comic-strip fare.
Kevin (alias Redhawk) awakes in
hospital to find that by saying the
word ‘KWAH!" he can instanily
change into his superhero alter-
ego, and then fly about the place
apprehending baddies.

There is a slight strategy element
to the pru?ram 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
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his is the latest in
ithe long line of
Scott Adams

{ Questprobe
series featurin
alhe Marve
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 to be rather less than com-
plimentary about certain aspects
of Scott Adams’ games in the past.
In this particular instance he
ended wup feeling positively
bloody-minded since US Gold
didn't supply him with a hint
sheet. This is a favourite pastime
with adventure software houses,
who arrogantly assume that
you're prepared to spend days on
end reviewing their games and
cracking their frequently illogical
puzzles in return for a reviewer's

ittance. 1 certainly don‘t rely on

int 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 the
time 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 iricky problems that
you have to solve, sometimes by
inspired lateral thinking and
spmetimes, it must be said, by
sheer luck.

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

in super-hero mode, otherwise
things would really be too easy.

Redhawtk 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 for the program's
main weaknesses. There are a
limited number of thingsto do (de-
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 thrill of arresting a
mugger in the park, the Wiz
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

scripp — Redhawk has only
mediocre helpings of both.

Atmosphere 50%
Interaction 60%
Lastability 68%
Value For Money 59%
Overall 58%

Questprobe III — The Fantasgtic Four

HS Sold, £9.95 rassette, £14.95 bisk

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

with
iterns that aren‘t present results in
the message ‘You see nothing spe-
cial’, which gives rise to confusion

them either. Examining

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 apparently doesn’t under-
stand ‘chimney’ — however, it
does understand “shaft’. Entering
‘Examine shalt’ gets you the
aforementioned response, and
simply leads one to wonder
whether one has actually
examined something or not.
There is no RAM SAVE or
RESTORE option, sosavinga game
involves the usual absurd palaver
of swapping discs, formatting spe-
cial SAVE discs, and so on. This is
particularly annoying in
Questprobe 111 since there's a puz-
zle at the beginning of the game
that results in your rapid death
unless you solve it ASAP. That
means frequent RESTOREing
each time you die until you get it
right — all very time 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 flashes white and your
input disappears. There's then a
pause while the program processes
your input, followed by a
response. There's then another
pause, and the 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 — 1 can't.
As with all Scott’s games, the
location descriptions are
extremely brief, though in this
case the graphj-:s are of such a hi
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 1o explore with-
out having to crack endless, tricky
puzzles, or for those who like a
game that can move along at a
cracking pace, or for those who
want a game with a helpful parser.
1leave you, members of the Magic
Circle, to draw your own conclu-
sions,

Atmosphere 75%
Interaction 59%
Lastability 75%
Value For Money 58%
Overall 62%




Seabage Delta

Sfrebirh, £199 cagsette

1T have aln:l.lid'f
-l | dipped their feet
;\"\QE into the budget
{ adventure mar-
ket with Subsunk,
a pleasant little
Quilled ditty that
44 represented very
8 pood  value at
£1.99. Now they've come up with
a sequel, Seabase Delta, al 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 will tell 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 adveniure
software. The fact is that once
you've cracked a game there is
very little enjoyment left in it,
unlike an arcade-based game
where you can continue to try and
improve your performance. If

your objective.

The base is constructed around
aseries of 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 unfastening of
seat-belts which irritated me
slightly.

The graphics are really excellent
for a game in this price range. the
puzzles are many, and for the most
part very logical. If you enjoyed
Subsunk then I think you'll agree
with me that Seabase Delta is even
better. When I think of companies
like 8th Day Software who have
entered the budget market in the
last year or two, all I can say is that
at £1.99 Seabase Delia makes most
of the budget competition look

budget in price means budget in
size (and [ suppose it doesn't have
to) then I'm not sure just how
worthwhile budget adventures
are. Personally 1 would prefer to
save up my pennies and get some-
thing that was going to keep me
occupied for longer. However, if
you can accept the idea of a simpler
game that won't take you months
to solve, then this particular exam-

le definitely belongs in your col-
ection — it's neatly presented,
neatly programmed, and,
although it doesn't offer a massive
number of locations, it's lots of
fun.

Atmosphere 72%
Interaction 68%
Lastability 65%
Value For Money 95%
Overall 85%

Wizard Netws

Melbourne House are poised for a
huge Hebbit relaunch, with a
cheaper version coming into the
shops at £9.95, The company claim
that the package represents ‘tre-
mendous value®, but then go on to
point out that it will no longer
include the book. Hmmm . . . Isn'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 £7.95. With over
100 locations to explore, the Wiz
can't help feeling that this repre-
sents better value than its more
seripus predecessor — look out for
a review in the near future.

Infogrames, a French company
renowned for their excellent
graphics and original games, are

ere. Their first product, Mandra-
gore, offers 64 owners 260K of
program, ‘a graphic adventure of
colossal proportions’, plus a ten
chapier booklet.

e 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, :

Biza's Mailbag

Chris Gunning 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: ‘You,
Buckaroe, have discovered with the
aid of your jet car, a race of aliens called
the Lectroids who are out (o 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.” Sounds  promising,
though apparently we'll have to
wait for the film upon which the
game is based o be released aver
here before we can play the adven-
ture.

News of a new adventure club has
réached me, Adventurers
Anonymous, run by Richard
Gibson and Gavin Day. The
membership fee is £5.00, and
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, I'll con-
sider it — maps take up rather a lot
of space in the column (and also
take time to prepare) but I'll be

delighted to print any 1 receive,
space permitting. How abour it,
mappers?

Alan also writes: ' Please gef on fo
Roger (Kean) and get the old skinflint
{only joking Roger) to organise an
interview or feature om Infocom’.
Shame on you, Alan! Roger a skin-
flint?! Haven't you read the last
two issuel?

Seriously, though, Infocom got
themselves into a bit of a jam this
year, after spending ages working
on an ‘intelligent’ business prog-
ram that would accept English
inputs. Unfortunately this excel-
lent idea for a spin-off from their
adventure games succeeded in
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 — THinity (for the C128 only)
and Leather Goddesses of Phobos (for
the 64) — along with all of their
older titles. More 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, SO3 4LE.

Wizard Tips

Let’s face it, if you want to live
long enough to get a beard as long
as you-know-who, you'll need a
bit of help . . . Especially if a large
ogre is heading straight for you
with murder in his eye and a
Balrog straining at the leash.
Shnuﬁi that be your problem, I
suggest you swiitch off the
computer or, ifit"s already off. stop
taking the pills. In the meantime,

you might try some of the
Whizzard 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,
To pass a skeleton, throw a gem.

SEABASE DELTA

Wear flippers to examine table.
Get ink from octopus.

Forget the torch.

THE PILGRIM

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 enun-
ciator then press appropriate but-
ton in machine shop.

TRACER SANCTION

Go mining on Jubilex and sell pro-
ceeds on Solex.

Switch ace on Metropolis 10 gel

1875 sals,

ZZAP!64 July 1986 73

>



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 forall . ..
In fact, why isn't YOUR name
here? If you've finished a game (or
ames) and want to see your name
n ﬁjrin[ and your mail-box packed
full of epistles from fellow
adventurers, then write to The
White Wizard's Dungeon, PO
Box 10, Ludlow, Shropshire,

wherever possible, please.
If youre writing requesting help,
then please be aware that [ may
not always be able to find room for
;(c-ur request on these pages. By
ar 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 Questline Adventure Club
now boasts over a thousand
members under the guidance of
Tony Treadwell in Oxford.
Questline also appears on
Compunet and Micronet,

though the 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, 1
believe — even poor Tony has to
eat, you know), send an SAE to
Questline, 17 Headley Way,
Headin . Oxford. Tel:
{0865) 37

Adventureline, run by Roger
Garrett of Chelmsford, is a rather
more djsdiplintd affair, and Roger
ﬁﬂl hold of me on Prestel the other

ay with the following message:
‘Adventureline is now strictly a
memberts only club. Membership
is £12 a year, and members receive
a free monthly magazine, ‘The
Guiding Light, in which we run
competitions, reviews, hints eic,
There are 8 helplines manned by
master adventurers and o 16
hours a day, 7 days a week.’

Sounds like quite an

undertaking, Roger and I wish you
well. Readers who are on-line can
contact Roger on Prestel
919998507

If there are any other clubs out
there in the big, bad world who
would like to use this spot to
publicize their activities, then
please send full details to the Wiz. 1
should warn you, however, that |
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 shiris
— all of which should be sent to
me c/o the Zzap! office.
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SY8 1DB. All details on a postcard |

Help Offered

Heroes of Karn, Empire of Karn,
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 1, Pirate Adventure,
Ten Little Indians, Ring of Power,
Aztec Tomb Part 1, Gremlins,
Jewels of Babylon

Simon Gaunt, Tel. 0302 726917
between 5pm and 9.30pm
only.

Valhalla, Waxworks, Golden
Baton, Hulk, Spiderman,
Snowball, Arrow of Death Paris 1
and 2, Hobbit, Hitch-hikers Guide
to the Galaxy, Terrormolinos,
Hampstead, Eureka

Nick Wright, 1 Eastleigh Drive,
Mickleover, Derby, DE3 SHZ.

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 1, Hulk,
Spiderman, Adventureland,
Secret Mission, Sorcerer of
Claymorgue Castle, Gremlins,
Lords of Time, Colossal Adventure
Gavin Berry, 25 Beauvale
Road, Hucknall, Nottingham,
NG15 6PF Tel (0602) 635117
between 2pm and 5pm only.

Hacker, Dragonsworld,
Hampstead, Empire of Karn,
Heroes of Karn

Lgn 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,
Belleek, County Fermanagh, N
Ireland.

Quest for the Holy Grail, Hobbit,
Grand Larceny, Castle of Terror,
Terrormolinos, Ring of Power,
Gremlins, Danger Mouse in the
Black Forest Chateau, Adventure-
land, Hulk, Red Moon, Ten Little
Indians, Heroes of Karn, Spider-
man, Mindshadow, Arrow of
Death Part 1, Mordons Quest,
Crystals of Carus, Never Ending
Story., Return to Eden, Emerald
Isle, Wizard of Akyrz, Circus,
Escape from Pulsar 7

Graham Robson, 169 Buddle
Road, Benwell, Newcastle
upon Tyne, NE4 BJW

Hobbit, Twin Kingdom Valley,
Hulk, Gremlins, Bureka (Prehis-
toric), Sherlock, Valkyrie 17 Mac-
beth 2, Valhalla

Kevin Eason, 24 Bulwer Road,
Kirkby in Ashfield, Nottin-
gham, NG17 8DR. Tel: {0623)
753725 after 4:30pm weekdays
or after 2pm weekends.

Gremlins, Fourth Protocol,
Hobbit, Empire of Karn, Snowball,
Lords of Time, Red Moon, Twin
Kingdom Valley, Tower of
Despair, Mindshadow, Tracer
Sanction, Spiderman, Adventure
Quest, Lords of Midnight

Sanjay Keswani, 76 Girdwood
Road, London, SW18 50QT. 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,
Malta

The Hobbit, Tower of Despair,
Eureka, Perseus and Andromeda,
Colossal Cave, Wizard of Akyrz,
Munroe Manor, Fourth Protocol
Part[

Geoff Wing, 171 Beadlemead,
Netherfield, Milton Keynes,
MK6 4HY Tel: 0908 661287

Ultima I, Zork I, Fahrenheit 451,
Hobbit, Twin Kingdom Valley,
Urban Upstart

John Macvie, 22 Loanhead
Street, Kilmarnock, Ayrshire,
KAl 3AU. Tel: 0563 42816
between 6pm and 9pm only.

Hampstead, Smowball,
Terrormolinos, Gremlins, Never
Ending Story, Heroes of Karn
David, 179 Gilbert Road,
Smethwick, Warley, West
;I;gdzlands, B&6 4PT Tel: 021 565

Hobbit, Erik the Viking, Fourth
Protocol I & 11, Hacker, Castle of
Terror, Zork IT1, Ring of Power

Steven Kelly, 4 South View,
Whins Lane, Simonstone,
Burnley, Lancs, BB12 7QU

Eureka

Andrew Froggatt, 195 White
Swan Road, Mt Roskill,
Auckland 4, New Zealand.

Heroes of Karn, Empire of Karn,
Hobbit, Gremlins, Terrormolinos,
Never Ending Slurt‘ir,
Mindshadow, Lord of the Rings
Kevin Murphy, 13 Munro
Street, Kirkcaldy, Fife, KY1
1PX Tel: (0592) 201384 after
4pm Mon to Fri; all day
Saturday, but not Sunday.

Zork LILIN, Planetfall, Witness,
Deadline, Sus . Enchanter,
Sorceror, Infidel, Suspended,
Starcross, Seastalker, Cutthroats,
Hitchhikers, Spiderman, the Hulk,
Voodoo Castle, Mission
Impossible, Pirate Adventure,
Pyramid of Doom, the Count,
Adventureland, Strange
Odysseys, Golden Voyage,
Myt:;tery Funhouse, Ghost Town,
Robin of Sherwood, Gremlins,
The Time Machine, Escape from
Pulsar 7, Arrow of Death I & 11,
Golden Baton, Perseus and
Andromeda, Hobbit, Hampstead,
Terrormolinos, Amazon,
Dragonworld, Perry Mason
Mandarin Murder, Erik the
\-’iking, Mindshadow, Tracer
Sanction, Dallas Quest, Aztec
Tomb Adventure I

Christian Martensen, St
Kongensgade 72, 1264
KOBENHAVN K, Denmark

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

You can contact the White Wizard
by writing to him cfo ZZAP! 64. 1
love getting letters and will always
publish them on these pages if I've
gl(;l the space. Remember that
there may be some delay between
your sending the letter and seein
it in print — we work to very
schedules in the publishing
industry.

If you have one of these new
fangled modem things, you can

et me on Prestel 919994854 or

Gold on 83:TNL251. Peaple

who contact me on electronic mail
have a better chance of getting a
direct reply, but please remember
that 1am NOT a helpline service!
That's what the Clever Contacts
are there for, and they're very
good at their job,

ON-LINE WIZARDS

Brief jottings from the world of the
Modem-0Owning Magicians . . .

Chris Gunning (232618977) has
been much on the wires recently.

Like many others he seems to be
stumped in Borrowed Time. ‘1 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
wanits 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 Onel

Tam Carson (07:TQCO001) sent
in a remote mail from Aussieland
with a big hello to all who cavort
on these p:ffs. Ah! The bliss of BT
Gold long-distance comms!
Anyone else out thereon a
Dialcom network?

&, "B ME FIGHT TUINGIE.!"

i




AN EDITOR, ASSEMBLER, MONITOR AND
ANALYSER THAT REPRESENTS A NEW APPROACH
TO MACHINE CODE DEVELOPMENT.

THE EDITOR

Produces tokenised source
files which occupy about
half the normal space and
accelerate assembly to
three times the normal
speed.

Source files can be loaded/saved
to and from tape and disc from
within the editor. Source files from
other popular assemblers can be
looded and tokemsed

A full screen editor which
replaces conventional text

handling with a block/paragraph -

numbermg scheme

THE ASSEMBLER

A full two-pass macro
assembler (co-resident with
thg 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
symbaol table after assembly
" Symbaol table may be saved and
loaded for cross reference and
selective assembly of 3|rhrmr[m:-
libraries

" Z80 mnemonics can,be freely
meced with Phoenix, a high level
compiling language

THE MONITOR

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-gssembled

“ 4 slow runming modes with a
trace facility that allows the path
of @ program to be stored so that
bugs can.be traced back to their
source

" |7 types of breakpoints are

up to 8 can be set at
any one tume. Options include
“down-count” and control of slow
run modes

available

THE ANALYSER

A coinpletely new concept in
program debugging. This umique

_ utility allows you to execute up to,

ten analyser programs that
scrutimse your machine code
program while itis running. When
a particular conditions found the
;'}rc:gmrrr 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 g
particular area of jhe screen The
path can then be listed to find
where the error originated

LASER GEMNIUIS, the defimtive system
for mpchme code programirring, 15
part of the OCEAN “lnnovation and
fuality” range, brought te you with
the combined skills and resources of
GCEAN and OASIS (producer nf

“White Lightning °). Other
products i this rang

B T T

&

i oo £ 14.95
AMETRAD CPC 464/664/6128

14.95: £I9 95:
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“Rocuronts
favipsy Bit
THE MIDEwE™

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 | was more than surprised. And a very nice time | had there
too as did, | suspect, the representatives of other ma%:;];'nes. MarH a I
otel

hack journalist was to be seen to be staggering from

towards Knightsbri
Laser Genius. And

First a bit of history, a long time
ago a there was a company called
Dasis Software who were
responsible for White Lightning, a

mes design package for the

rum. It was quite successful

s0 they decided to widen their
horizons to the 64 field and
released Machine Lightning. For
forty quid Oasis supplied punters
with an assembiler plus a host of
graphics subroutines. The
response, needless to say, was
rather low. Even though t
assembler itself was excellent, the
price tag on the disk version was
more than enough to scare off
many and users. Nonetheless,
Machine 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 Light-
ning. Newly renamed Laser
Genius the package contains the
old Machine Lightning assembler
plus an interesting new goody
ﬂ‘g by the name of 6502

lyser.

First the assembler:

The range of assemblers to be
found for the 64 iz 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 writing an assembler
this approach makes sense since
you don’t have to be bothered by
writinﬁﬂgmli',r fledged editor as
well. The Laser Genius assembler,
however, takes a totally different
approach and includes an
axtremely nice editor through
which to input your source code.
Youtype in mnemonicsin the fairly
standard label, mnemonic, com-
ment format and although you may
them in a slovenly manner,
en listed the text is shown for-
matted. For example typing:

100LO0OP LDX TIME
would list as:

100 LOOP LDX TIME

il House

Tube station clutching their review copies of
at of the product? Well I'll describe it now:

You may think that haw'm? pretty
looking source code is a finicky
detail, butto me it"s very important
indeed. | 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 obwi-
ous mistakes and points them out.
To make inputting 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 findin
of a particular section of text. LIS
ILOOP will list the line where label
LOOP occurs, LIST ILOOP, will
list from LOOP onwards and LIST
ILOOP,!ILOOP2 will dump to
screen all the text between LOOP
and LOOP2.

The assembiler itself is replete
with all the functions you would
expect to find in any good assem-

e I

ot e o s,

bler. 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 performead on tha
data. A line stating:

LDA CSET +'A™8

is quite valid because while
assembling Laser Genius figures
out what CSET +'A"™8 is and
places that value into the object
code. All very clever indeed.

To test the value of an expres-
sion beforehand just input EVAL
then 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
assembila it. Ltﬁ;icatly 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 asit reports any errors
that may crop up in your virgin list-
ing. To commit your work to mem-
ory ASM,M (AﬁMtﬂe,Mnmﬂw
— it's all very logical you see) is

needed. Another X 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 dat?) 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 assembile into
memory and produce both a con-
cordance table plus a listing.
Phew!

To test out your assam-
bled routine use the SYS com-
mand to get things going. The
most sansible coursa of action is
to define alabel at the start of your
prog, for example one called
START. Instead of having to
itrarrmmbagl n';uclﬁr start addm;as

's ible just to type in
BTfnu’?'? All the operations in Laser
Genius label can be freely used as
expressions which is really vary
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 ius caters more
than ax:lag:;lely. preceeding an
of Laser ius’ commands wit
an asterisk causes the results to be
sentto the printer. There arealsoa
large amount formatting com-
mands available that allow listings
to be paginated with both ' header’
and 'footer’ (top and base) titles.
How handy.
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FINAL POWER

After reviewing Evesham's Gartroidal offerings lastmonth I've been inun-
dated by a whole host of other such products for evaluation. Twoequally
impressive looking ones both purporting to perform near identical tasks
are the Final and The Power Cartridge. The Final Cartridge
has been around for quite a whilebut as it's being constantly updated the
version weweragiven (version 7) bears little resemblancetoitsfirstincar-
nation. Power Cartridge is a new thing packaged in a very natty as—
never—sean—befora 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

weaarers into designing new hardware for their 64s. Well it beats
stuffing yourself with Edam.

Both cartridges provide an alternative operating system forthe 64 and
add manr much needad facilities that should really and truly have been
included inthefirst place. Still what doesa porky review person dowhen
toldthatacartridgeis a 16K operating system? He totally disbelieves them
that's what he does. With screwdriverinhand | managed to prise the tﬂﬁ&
off both cartridges and found that what the literature said was true. Bot
boxes hold sixteen K eproms and a whole bunch of switching circuitry
(TTL'sandsuch like) for chugging out the old operating system and elec-
tronically plugging in the new.

Themain features provided by both carts are very similar. First, for the
ardentfans of BASIC, there's thetoolkit givingaccess toalarge number
of extra editing commands plus tha ability to handle Hex, a task notori-
ously nastyin IC. Ofthetwo The Power Cartridge just wins outasall
the extensions provided by FC are provided plus a few other equally useful
functions including the very handy DOKE (a 2 byte poke).

Nextinthe line of handy add-ons added on are the various turbo tools.
For the lﬁ uszer 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

n.

Thedisk turbos are also handy since, as any 1541 owner willnow know,
Commaodore’s disk drive is pathetically slow. With either of these handy
hunks of plastic installed certain disk o ions are speeded up by five
times. The Final Cartridge turbos both loading and saving while Power
Gartric:ga only gll_lms the loading process a helping hand.

Thefirst Gary Liddon test of any disk turbois to seeif it works with my
assembler, Machine Lighting. It's morean exerciseinhopethanatrue test
of the turbo since it would be so nice to have a disk turbo when heavily
accessing the disk as is oftan the case when I've got the assembler out.
Todateallturbo cartridges have managed to cormupt 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
complete and utterunsu @, foul up while The Power Cartridge worked

‘ectly well cheering up the Liddon visage a great deal. Still Final Car-
tridge works well with a majority of programs atarespectable 5 times the
normal speed — 50 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
E?AH‘E ﬂnmnda thattake away allthe hassle of having to typeall that

: ish,

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 for the user's delectation. There's not really alot to choose bet-
ween the two except for some rather silly reason (probably just a slip of
"'“’""BRF"’ Power Cartridge denies the user any ability to look under-
neath IC or Kernel. The Final Cartridge, however, allows all of the
ROMS to be turned off and you can even knock out /O (ED000,EDFFF)
and have a PEEK at what's lurking under there.

Printer Bits

Wallthankstothe frugalness of ZZAP! financial director, Franco Frey, we
don'tactually havea printer forour 84 and as aresultwas unabletotest
out any of the comprehensive 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 possible to dump out gamescreens. Ifthe screenischaracter based,
however, you won't see the redefined characters. Ifit's a high res screen
thenitdumps using shades to depict the sixteen different colours. Power
Cartridge supports a wider range of printers, soit's more likely to be useful
than Final Cartridge.

Freezin
Both boxes have some manner of reset on the back. Hitting them takes
youtoamenuandboth allow the state of themachine tobe saved outas
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itis. 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
placewhenloading back what's been saved out. It's quite sensible really
sincegames saved out shouldn’t really be loaded by anyone else except
the owneroftheoriginal. Fromtheseresetmenusit's also possible toget
into a monitor. Very handy if you know the start address of a game and
want to bung in some pokes.

Extras

As aplus the Final Cartridge also comes complete with a game killer var-
iantthoughto be honest | couldn't getittowork. An "extra’ also included
on Final Cartridge is an increased finickiness over loading tape games.
Withthe FCinit was loathtoload quiteafew of ourtapes. Stillthere’'san
on/off switch at the back which should cure the problem. If you wish it's
also possible to quit the Power Cartridge with the fairly obvious QUIT com-
mand. With eithercartridge instalied the function keysare reprogrammed
to handy functions.

Summary

Both cartridges function fairly well though afew quirks came up with the
Final Cartridge, anasty onewasfrom thefreeze menu. There's an option
tojump tothe 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 pressesinthe reset menu. This only happened twiceand 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 | like the
Power Cartridge best, mainly because it's slightly easier to use than FC.
Inthe documentation stakes the PC alsocomesout justontop asitdoes
on the packaging side of things. | know it may seem a bit petty to go on
aboutthe aging but after skinning out forty five quid (which both add-
ons cost) it's nice to feel you've bought something. The PC packaging is
veryneat and professional whilethe Final Cartridge camein aclear plastic
with a computer print out instruction leaflet.

yway | can recommend either of the twoto any 64 user/ FEMmmer,
especially those with disk drives, and thoughthe priceis a mite steep you'll
find yourself wondering how you evermanaged without the help they pro-
vide.
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YouE'S BAD
EroueH!”

Monitoring the bugs

Laser Geniusis not only an assem-
blerfeditor, it also includes a full
monitor and debugger. The best
thing about this is its ability to work
with all of your program’s labels. If
you suddenly need to look at the
contents of a variable then MLIST
varmame will do the job.

Included in this section are
handy single step routines for

a faulty listing.

All in alﬁ regard the assembler
as excellent, it provides the best
environment |'ve seen yet on a 64

for the creation of code, Evenifthe
Laser Genius package only con-
sisted of the assembler/editor it
wiould still be top of my utilities list,
but it doesn't end there, yet before
us lies the Analyser.

Interpreting 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 neatand
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

you aﬁmgmm under such control
|t es checking 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 thay corrupt certain
areas of memory they shouldn't.
Hunting down the misprogram-
med object code causing such

WHY PAY HIGH
‘FIXED' PRICES

(We do not charge you for our
fancy premises by charging
high *fixed’ prices!)
Reputations take time to build,
we have been repairing ZxX 81's,
Spectrums, QL's, Apples and
BBC's professionally, for 2%
years — whao is coming second?

in all UK with ‘While-u-Wait repairs!
with INTERNATIONAL repair service!

@.

&

" and a helpful attitude™ AUG BS

FOR HOMNESTY - We let you watch
your computer being repaired and if
there is nurhlng WITON] WL T, e wall

tell youl |

1‘* FOR REFPUTATION & HELPFULNESS -
“I| hawve come across a firm that will be
maore than willing to advise you as 1o
how to remedy your probems. They
are calied MANCOMP and as weil as
repairing faulty computers, are also
quite willing to discuss your problems
with you and offer reasonabiy cheap
and more impartantly CORRECT
CURES" Phil Rogers POPULAR
COMPUTING WEEKLY JAN BS

FOR PROFESSIONALISM — ~0f all the
repair companies “Sinclair Liser” spoke
o, MANCOMP =eemed the MOST

pe———

—EXPRESS SPECTRUM,

BBC and COMMODORE
“” REPAIRS!

PROFESSIONAL when it came to advice

NOTE OUR PRICES AND WATCH OTHERS FOLLOW THE LEADER

errors is usually time consuming
and awkward. Using the
Analyser's facilities it is possible to
have your code interpreted in real
time until certain conditions are
met. Telling the Analyser which
conditions have to be met to stop
execution is done viaa FORTHlike
language. Using this flexible sys-
temn 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 | wouldn't hesitate in
recommanding 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, |
should still take a look at Ocean's
latest as I'm sure you'll be sur-
prised by the amount of work it will
save you.

“-,-m .M""-"
Lzm
*'p [ P
Every parcel sent r,-
Royal Mail Recespted Post and insured
for return journey!
{Far next day delivery include £1.50
extra)
{Seturicor by prior arrangement)
On-site maintenance for Apples,
|.B.M.'s and most makes of printers
also available.
Guaranteed 4hr response!

WHY DELAY — OUR ESTIMATES ARE
FREE ANDWITHOUT OBLIGATION. IF
YOU DO NOT LIKE OUR ESTIMATE
WE WILL RETURN THE COMPUTER
AND REFUND THE POSTAGE
INCURRED!

MANCOMP uro
(Dept.Z7 )
Printworks Lane. Lgwnenshulme.
Manchester M19 3P
Phone 061-224 1888
OR 061-224 9888
OPEN MOHN - SAT Sam to Tpm
EXTRA-SPECIAL DISCOUNTS FOR
EDUC INST., H.M. FORCES
CHARITIES, HOSPITALS, ETC

Hardware and software desian
probems? Contact us for the
complete service, from design
through to manufacture

What we do today . ..
others do tomorrow!
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GONZO BOMBO
Well | certainly had a wee bit of
chortle this month moétly ue 10

“

80 ZZAP!164 July 1986

T ¥

is very sasy mw
.

can'tbe seen. It'san oldtrick and

JediN:

TIPS +plus ++++++

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
talklg? about Sean Masterson) who inhabit a certain computer,
namely the Commodore 64. | 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 | do not
wholly believe that this is the case) have actually been tl’l-""’;fl 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 do. You can't go around
POKEing him just because find him boring!! How would you feel
is someone POKEd you in the CPU? You wouldn't like it, now would
you? Mo. Precisely.

It is therefore hardly surprising that your Little Person has now
evacuated the premises and moved on to pastures new, leaving
behind a hologram (| bet you didn't know about the hulo%aggr inthe
‘back room’) of a ‘ghost’ to tweak your conscience (Litt ple are
{mﬂwndimm, you see, and | can't say that | blame them, because

However, | am willing to believe that you deserve a second chance.
So, here is a listing 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

r new found friend — | don't want to hear of any more cases of
ittle Computer Person Abuse. OK? OK.

You can thank my assistant, David Chiles — who lives and waorks in
Saltbum-by-the-Sea, Cleveland — for his dedicated research and
the helpful program. Go on.. . . ‘Thank you, David', Good. Goodbye.

0 A=RND{-TI)

SPRINT “SEARCHING FOR A LITTLE PERSON..."

10 OPEN 15,8,15,"°10"

20 OPEN 2,8,2,"'%"

30 PRINT#15,"'B-P:"2,0,0

40 RESTORE:-FOR |=0TO 255:READ A:PRINT#Z,CHR$(A);:NEXT
50 PRINT#15,"'U2:"2;0;1;4

51 PRINT#15,"'B-P:"2;0;0:PRINT&15,' U1:"2;0;18;17:
PRINT#15,"'B-P:"2;0;0

52 FOR I=1 TO 8:PRINT#2,CHR$(48+ INT(RND(1)*15));:NEXT
53 PRINT#15," U2:""2,0;18;17

60 CLOSE2:CLOSE1S

70 PRINT:PRINT ““FOUND A LITTLE COMPUTER PERSON!"
B80PRINT "'PLEASE TURN OFF COMPUTER AND REBOOTLCP”
80 PRINT “HOUSEONADISK..."

100 DATA 255, 3, 3, 23,3
101 DATA 2,4, 3,107, 75 126 DATA 4,5,1,1,2
127 DATA3,4,1,3,2,0

102 DATA 11,0,0,1,109,0
103 DATAQ,0,0,1,6,1 128 DATA 0, 254, 253, 251

104 DATA2,2,2,2,0,0 120 DATA 247, 239, 223, 191
105 DATA2,0,0,45 130 DATA 127,1,2, 4

106 DATA 34, 2,12,17,0 131 DATAS, 16,32, 64

107 DATA 15, 36, 0, 20,40 132 DATA 128, 0, 66, 44
108 DATAO, 7,0,6, 0,15 133 DATA 22,0,0,0,0,0
109 DATA D, 122,5,0,0 134 DATA0,0,0,0,1,8
110DATA0,0,12,12,0 135 DATA 489, 68, 105
111 DATA D, 12,13,9,1,1 136 DATA 108, 108, 121, 32
112DATAT7, 33,4, 16,21 137 DATA 66, 111,98, 32
113DATA 11,4,0,0, 138 DATA 66, 105, 110, 107
114 DATA 255, 255,0,0,0,0 139 DATA 108, 101,0,0,0
115DATAB, 4,0,0,8,1 140 DATA0, 0,0, 0, 0, 90
116 DATA 1, 0, 0, 164, 160 141 DATA 101,107,101, 0,0
117 DATA 90, 0, 70, 64, 181 142 DATA0,0,0,0,0,0
118 DATA 128, 16,32, 0 143 DATAD, 0,0, 0, 143
119 DATA 0, 229, 229, 165 144 DATAQ,0,1,18,0,0
120 DATA 229, 18, 18, 11 145 DATA 4,89,9,7,0,0
121 DATA 9, 254, 0,2 146 DATA 191, 255, 0, 64
122 DATA 248,0,0, 0, 147 DATA 255, 191, 0,0, 191

:
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148 DATA 191, 0, 0, 255, 191
124 DATA 131, 1 140 DATA 0, 0, 191, 255,0
125 DATAG, 4,5,0,6 150 DATAO, 191,191,0,0, 191
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Gavva round Ladies and Gents because "ave | got a bargain
for you today! Today we've got 'INCONTINENTAL KARATE', a
game of taste for yeldemay jusie . It's one of yer actual fighting
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 | 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 | knocked out my game for a tenner | could
get her seen to on the private, none of that waiting about on the
NHS. But | 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 | don't
mind telling you, it breaks my heart down the straight and narra
but for you misters and missus | 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 Activision's new fake castle abode and what should
be going on but a pleasant little crenellated five story building
warming party. | was discreetly mingling with various affluent and
effluent members of the computer trade when who should comea
up to me with an interesting story but Activision's very own radio
Flathead, Andy Wright. Apparently Activision supremo Hugh
Rees Pamall has suddenly developed a rather strange aversion
to all sorts of dairy product. From now on for the medallioned MD
it's black coffes, dry Special K and yo?hurtlrass 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 Chemobyl and resultant radioactive dust cloud, the
poor man fears he may wake up one mom looking somewhat
similar to the child in the Ready Brek ad. Rumour has it that's
Hugh's fears of glowing Chemobyl green have reached such a
heighﬁ that he even refusesto waarnis Action Man Glo-in-the-dark
watch.




PAWN
INCOMMODED

Picking up a copy of that pre-
stigious organ Commode User
recently (someone has to doit),
supplied The Shadow with a
handy glimpse at the forth-

ing Pawn adventure from
Rainbird. The Shadow,
intrigued to know why review
person Keith Gampbell had
awarded The Pawn 5 out of 5
for graphics even though he
only saw the ST version,
decided to phone the shortest
staff writer in town, Mike Pat-
tenden to sort this cock up out.
Poor old Mike must have been
hitting the Babycham prior to
our phona call since ha 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 to know anyway?' he
tetchily inquired. Dear old
Mike, The 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 Biggles.

Well after last month's
incredible joystick
wielding performance
from our own in-house
software cutie Gary
Penn, the poor man
was s0 pleased with his
previous performance
that he decided to make
Ego Corner his domain
yet again. This month's
stupid hiscore is four
sections of Kit Kat eaten
sideways, at once, with-
out breaking — AND —
still wrapped! Though
this may seem a little tri-
vial | wouldn't advise
any aspiring reader to
even try and put even
one section of Kit Kat in
their mouths sideways
unless equipped with a
Penn sized elasti-gob.
Pictured here is the
exact seguence in
which the event took
place upon a hill within
our own fair Ludlow.
Any other entries to

Comer should
addressaed (o = e




ZZAP! took a stand (under the
MNewsfield Publications heading)
and the crew found themselves
just around the comer from Com-
modore ing International
and across the way from Commo-
dore Userl It must have irked the
CClpeople on their stand because
they wera runm'g a video adver-
tising current and forthcoming
programs, and all we could haar
were the words, ' ZZAP! said this
.. 'Clest la vie.

From our position at the bottomn
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 ur?annsdng
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
shouldlook 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
vary difficult period for the Com-
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
pecple feel, overpriced. Its suc-
cassor, the 128, launched at last
E?)ZI'EPGW show iswr;u';tm&tany-
expected, or many

abﬂgwars wanted. Finally there is
the Amiga — Commodore's last
chance to recover from months of
bad publicity (caused by such

nings as the closure of the

plant), missad oppor-
tunities and an appalling financial
situation.

An awful lot of people were look-
ing to this show for signs of reas-
surance from Commodora that
averything was now under control.
CBM themselves would have you
beliave that the most impaortant
event was the launch of the Amiga
inthe UK. Thistook place ata spe-
cial champagne breakfast on the
first day oftheshow. Okay, Iwas a
little sore at not having a ticket, but
from all accounts, | didn't miss
much. One representative from a
dealer chain said afterwards,
‘Everybody's worst fears were
realised — the idiots put a £1475
ex VAT price tag on it."

Argue if you will that the compu-
ter is worth that much (bearing i |n
mind that the main components
that machine were nalty tu
form the basis of a ggﬂ
machine), but | reckon it’ s atlil

miss-marketing a good product.
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 encugh to
sall 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

about. She told me that in
iha es, Amiga orders for her
game wera 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 Cale 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
first— busy. And all the fun was at
the watering hole. This time it was
the turn of GRL's answer to Jimmy
Tarbuck, lan Ellery. For the most
part, lan’s ently fixed smile
could be justified by the excellent
progress of the Commodore ver-
sion of Tau Ceti, which is close to

THE 7th OFFICIAL COMMODOR

THESHOWTO WHICHEVERYONE WENT —EXCEPT THE GAMS £
(But well done Llamasoft, Level 9, Bubble Bus, Martech, Mirrooft

completion and had everybody on
the Newsfield stand crushing the
solitary 64 just to get a closer look.
However, lan's healthy consump-
tion of the old Eurofizz probably
did something to make the occa-
sion seem a whole lot sunnier.
Unfortunately, just as he was
discussing Tubular Bells, a per-
turbed Minter arrived and
bared his teeth much in the same
way as a gorille 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
axplained 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 Liamasoft
was one of the few software com-
panies to actually have a stand at
the show and it seemed to be wall
attended at all times. Apart from
pushing his new Vic compilation,
he ran demos of Iridlis 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)




. (Now ex-CC/) newshound, FRANCIS JAGO ponders on the merits of a rival magazine.

mnm of that timelass acid
‘One Of These Days I'm

" Going To Cut You Into Little

Pieces,” but at least it educated
the masses.

On the subject of dinosaur rock,
the one autograph hunt of the
show for me, was Rick Wakeman
whao 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-
fion. The purpose of his visit was
to show that if you spent £149.99
ona Gmnnmclﬁgm Music expan-
s0n, cou somethi
uﬂwmzmm':;; aliens. Hr;gmg-
lected to mention that it helped if
%SE tohaveafivefi

A systermn of the kind -
modore had so kindly rigged up for
him. Nevertheless, his demos
were one of the highlights of the

interested. And that's not justa
sad situation, it's adangerous one.
Sean Masterson
What a busy time! Hordes and
hordes of people crammed into a
small area — enough 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 tumout 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 pr mers 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

| visited the Austin entourage at
tha Level 8 stand where Pete gave
me a guided tour of their latest
The Price Of Magick. It takes
time to appreciate fully the sub-
tiety of many of the game's best
features so reviewers' opinions
are likely to be mixed. This didn't
in Peta's way as he happily
nstrated the dubious advan-
tage of being able to hypnotise a
vampire bat and then command it
to try and hypnotise youl
On Sunday, | spent most of the
time at the P! stand. Whatever
the disappointments g
at the Is k
ourselves and the public alike,
seamed very happy indeed.
Alright, it's easy to accuse me of
being biassed, but we did sell an
lot of our fluff coverad lol-
lipops and all the rest of the ragalia
that transforms an intelligent com-
puter owner into a gibbering idiot
atacostto CCI's circulation ratas.
Looking back, it was obvious
that whatever Commodore's
Froblﬂ'na. they still have a damn
pyal 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 ane thing — they’re not

ABSOFTWARE HOUSES
roft and CDS for Being There)

Commodore 64. ;
Alsoon display was the Amiga. |
hadn't seen one before, but a few
minutes display courtesy of CCI
hack journalist Francis Jago was
enough to convince me — the
raphics potential is huge and as
or the sound . . . sw-0-0-nl 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'vegotto
do is persuade my bank manager
tograntmealoan. ..
all 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 Jago's lead

and

VIrOIN Dames

Invite you to take advantage
of Exclusive Virgin Value:
FALCON PATROL

and £12.95 disc)

COMPETITION:
Buy any Virgin Game at any Virgin Games Centre and enter
our competition to win one of 10 goodie bags containing

a Virgin LP Tape, T-shirt, Book and Game

or 1 of 10 games of THE BIZ for 10 runners-up

Fresh games for tired minds at

the noe.1 choice
for games

ABERDEEN 172 Union Strect m BIRMINGHAM 953 Corporation Street
BRIGHTON 157/161 Western Road i BRISTOL 18 Merchant Street
BROMLEY 140144 High Street (in Burton Menswear)

GLASBOW 28,32 Union Street m (LEEDS 94/96 Briggate
PLYMOUTH 105 Armada Way 8 LONDON 100 Oxford Street

TOP MAN Oxord Circus.
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One
SOon
His name is VUi
while you and
alone,

Raaytgp“ﬂhﬂ“hﬂ lieve game of
OC -

good ideas,
with it? He
remove your
down on the

Just as you
undressing,
comes into
loudly.

The female version of Alter Egois
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
similar, so if you've played the
male varsion quite extensively you
will recognise a majority of the dif-
ferent situations. Obviously there

of your playnages is the
of your mother

you become Uﬁl‘g
curious about one another.
Vincent suggests that

VUincent seenms to be full of
50 why not go
requests that vyou
clothes and lie
operating table.

have finished
Vincent’s mom
the
She pul
O0f the room and describes the
scened to yvour mother.

s riend.
cent. ne day,
incent are

room and gasps
1s Gil‘lt ent out

ALTER EGO — FOR GIRLIES!?

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 — try before you
buy — as you may be disap-
pointed. le Alter Ego costs
£24.99 for a three disk package.
There will NOT be a cassette ver-
sion. Not never, ever, ever.

WEALTHY
BUSINESSMAN
MURDERED

ON STEAMBOAT

HEADING FOR
NEW ORLEANS!
SHOCK HORROR
INCLUSIVE!

Relax, it's only a game — Murder
on the Mississippito be precise, a
new variation on the arcade
adventure theme brought to you

by Activision.

Someone has been murdered
on the Delta Princess, and it's up
to you to find out who did it! In only
threa days! Gasp! Sir Charles Fox-
worth and his relentless sidekick,
Regis Phealps, 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
15 & killer—the other seven are just
plain nasty. Who dunnit? You may
or may not find out naxt month, but
at least you canread the full review
ofthe game. ..

A
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ALMOST
MEDIEVAL [NO
GIRLIES, JUST
MEN!)

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 evants.?-lera area
couple of screen shots to whet

your appetite.. . .
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8 THE LEGEND IS

! REALITY (MORE

GIRLIES)

B After many months of promotion

it

¢ opposition from th

Waoman thams

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
Movotel Commodore Show. All the
fave IDs 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-
ars 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
someona who's previous sole
existence as far as you are con-
cermad has been a stream of
ASCIL Even so most of the natters
looked as one may well have
envisaged them but some excep-
tions were quite amusing. It 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, MACHB1, Psy, Mat, Adder
SJ3, Stoat, Tim and LIZARD plus
all the other netters present at the
show.

Many of this month's most
noteworthy doobries ﬂnked up
from the net came from Metal Bar,
a fairly newish directory set up by
net veterans Mat and . Living
inside Jungle Il 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. PAG1's Demon
Demo however is on a par, proba-
bly even a mite bit better, than
many of the soundtracks found on

professional software. Gatch},r itis
and unsurprisinﬁly it was netting in
votes of nine left ight and centre.
If you have a modem then log on
and gﬂt it now, a better 64 sound
you'd be hard put to find even from
the likes of Hubbard, Galway or
Daglish.

Another p 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 yeat.
_ 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
ma 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 ZZAP! office brew up.
Happy netting.

Music performance on the Met by Stoat and Tim
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HERE IS YOUR CHANCE TO PURCHASE THE FANTASTIC
SUPERKLONE

NOW ONLY
£8.95 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
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WARNING
IT1S AN OFFENCE TO COPY COPYRIGHT PROTECTED
SOFTWARE FOR GIFTS OR RESALE

FEEFEREFRERRRERER RN RN

TO RECEIVE YOUR SUPERKLONE

Please cross your chegue or postal order for £8.95 and make it
payable to " TURBOSOFT'
and send it off now to:
TURBOSOFT, 74 SKIPTON ROAD, BARNOLDSWICK, COLNME,
LANCASHIRE BBS 5EG

DONT FORGET TO ENCLOSE YOUR NAME AND ADDRESS,
in the unlikely event that your SUPERKLONE failing on any
program, just send it back within 28 days of receipt and we will
refund your money.

2
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® Computect can save expensive 64 repairs
@ Protects against power supply failure

@ Simply plug between supply and 64

@ Fuse Fail indicating L.E.D.

@ Transient suppressor also included
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Telephone (0942) 323884

AMERICANA
SOFTWARE
OWNERS

If you did then you're the

lucky winner of a free

Americana product of your

choice. If you didn't or your

Amernicana 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 Amencana game of your choice
in the space below and send it to Americana Software and we'll
forward your free game by retum.

Umin 10, Parkway
Industral Centre
Hemeage Sireei
Barmingham ET 4LY
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From ZZAP! 64, CRASH and
GREMLIN GRAPHICS

Normally £19.95, ZZAP! readers can buy this
marvellous tracksuit for

ONLY £16.95

(Inci 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 pale grey with the

Gremlin logo on'the back and the ZZA?'I and 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.

i < - - T
d‘_" E o Ao A _’ o

TRACKSUIT
OFFER

Please send me Super ZZAPI/CRASH/
GREMLIN tracksuit(s)

Tick sizes sizes: SO MO LO

Name @ F 8 & 8§ @ F R F PR R R EE O RRE R R RS R S E R R RR A
T R A e AR T e Tl
........... PORDSES . . s o Rl e

| enclose a maqua!?osmi order payable to
Newsfield Ltd for £

* UK prices only, Europe and Overseas, please add
£2 per item ordered. g

ZIAP! TRACKSUIT OFFER, PO BOX 10, LUDLOW, SHROPSHIRE
SY8 108 b
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ONLY

COMMODORE

COLLECTION

ONLY £7 99 POST FREE

*TOP + TRIGGER FIRE BUTTON

i Shos. O

For C64
orVIC 20

* AUTO FIREMODE *» EXTRALONG LEAD

« STABILIZING SUCTION PADS
*NOW FORTHE C16

POST FREE

THE ULTIMATE BACKUP

;.: COMPLETE WITH INTERFACE

CARTRIDGE IS HERE ACTIOMN REPLAY

WILL STOPTHE ACTION OF ANY GAME

AND MAKE A COMPLETE BACKUP TO DNSC

= Aetion Repaly taies an “Action Shot” of the while progrsm n memaory.
i dnes mat mastier how the program was isaded L. From ape o dsc ol
noremal or o speed. Theretore tape o dse or dest in disc hackups
are gy made. AN hackups well run independerly of the hardwere.

= WITH BUILT IN FAST LOAD CARTRIDGE

At the ik of & switch you have o fast losde cartridge tat will non onky
st load your ‘Acton Aaplay’ bacheps but wil akso fast load your other

softwsans a5 to B times normal disc speed

[EVEN HEAVILY PROTECTED SOFTWARE! |

Liniiks Sottwars hamsd bachup sysimms the achen repley cannidgs &
wary mmpls 1w lanky S butien b pres) el can cope with s

B bert protecied Sofvesrs  cEnD NOW FOR QUICK DELIVERY

B complete b ol parts lar n 31160 Susanen Canndge

chaing

= High guality double sde PLE

= lagcton moulted CaINEgE Case

& Feset bufnsliank tvwichiag faolly

= figoapts 76 o 27108 Eginen

* [ariridge con be conbigured m many weys - full mstrecions o
“Canidge Derepigmen Handoo ™

it inside pour PFOET FREE

commpeler @0d reglices the sormal sdom Keinal Rom with

superiasi desc oading ouines, ph exiended 005 commands

= | ady mast program a1 S5 b aped

* |rroved wngie sy commands

& b igals pormiilEl &0 ol paits e lise

& Finfurn in sormal loeesal ai fick of wweich

= Fifiet @ mmwies - no sploenng ussaly mesded un g e
B4’z e okl Reen may Sawe to e de sokiensdl

DIGITAL SOUND SAMPLING

COMPLETE PACKAGE

£49.99

POST FREE
FREE ALEND [TY LEADI

NOW FOR YOUR
COMMODORE B4

The Datel Sampler now brings you
this technology ot & sensible price!

* The Sample slows you 1o recond any sound digisally nio
LT l:i:ﬂn rmmu:;nm.mw loraii,
moEnding deszemding, with rirverh, flanging.

[T 1Y e Ty proh | tardwenn o
sFull B bt O end AOC conversion.

wLing o MIC inpet, line: cunput s Pesdbecck; control

W parerehengrve solteare packege

il lrww pifeces masu wath ache, everd, degisl delay, oz
*Full garmply ediiinyg [icitie with revies and on e
trogquency
S povesrful resl e mapEencE

Avaatie now Compee AarTeare e sectape Compee
W mraphcey. Py I S of e ey cigur e

Track and Secios
Ednar Cartndge

oy £10.99

POST FREE

Super Sncoper bty i euener decodi b Cange my JEgeam
drectly on e disc n you deve

w Grves readout o sach sectoewash n Hes, Decaral and AGE R
& Bl o powertel deit 1am Sipndir deassebler Ungrifechng
kdng poiees and makng becoups ane made sase wih S
Suped Sapoper Snde midl des protecton schernes are never
lnadad ot the compure (am B sk B 0 adior @
ervakunble 100l whes malong back ups fic

-
POST FREE "Ew

A miiti dgilure cartraige for
e disc derm LB
= FAST DISC COPIER copies mtre disc in 4 minutes
BVEN M@y protecied programs
* FAST FORMAT format an entice disc in 10 seconds
® FAST LOWMDER loads many programs #1 56 tiees nosmal
tisc spesd
= IMPROVED D035 COMMANDS single key commands for
Deeectory, Load, Scratch, eic., s
* POWERFUL MOMITORDISASSEMBLER wiews any aes
s full desasembly or HEXASCIL Fastures inchuding
Mave, Find, Fll, Compare, Assemble, Screen or Primier,
e mary fetures 1o st

COM DRUM

POST FREE
Ao
, OFF%
E-PE'G P*ﬂ\j;lﬂ
wﬂ“
FREE

DIGITAL DRUM
SYSTEM ror vie CB4

Mow wath the Care-leumn dapial syciem pou can prodhece: s

bty Grum rhwths weth sl deum joundy AJ e feaeie of
wystems 1 e the prce.

= & complets dgtally racorded dnum ki, 16 § voece — ik
drum, srare, fom tom, bi-hal, cpmbal wic. sic. NB. thess e el
deum ounds, ~ nal FETihesued

* Faal o ondl step o sequencery. * Full eding rysien

= 1 Al voces upobsd sl ¢ Moce voeoes 19 be relsied
fprice to be abowt (500 for 12 voices tape o diszl

] piw peagramiiad Sythind 0 260 yiu Gl * Easnel i
Hacskiy # Vory mmple (v use. # L suipui i b Sleng o fesugh
TV weth aptmesl seds T lesd e offer. & Dn-soeen memn. #
» Sryieh case v Plesss S8 6 o B A0PTARE
RILKELE WO =

£9.99 oxv  COM-DRUM SOFTWARE ONLY, TO WORK
PII_:-,l H-IH_WHEFP‘.I.HE:HJ'F_.H" WITH THE DIGITnL SI]UH[] snMFLEH

WITH THE SAMPLER

VDATEL

USUALLY SAME DAY
DESPATCH ON ALL ORDERS
SEND CHEQUES!P.O% TD
UNITS B3

24 HA CREDNT
CARD LINE

FENTON INDUSTRIAL ESTATE. E
DEWSBURY ROAD, fenton

STOKE-ON-TRENT TEL: 0782 273815




“‘Music doth soothe the savage
beast”, quoth a wveritable wit
many moons ago. It doesn't

quite work out way in the
ZZAP| offices though. I the
spiky haired ones are not
stretching their Commodore
Monitor speakers to the very
limit with the latest plece de
resistance from wotsit or thingy,
the office ghettoblaster is
pounding out the works of The
Art Of Noise or some other
mega-trendy  combo like
Bauhaus.

Being a Minion of sensitive
disposition (and tender ears)
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
ZZAP! reviewers' natures, but
this Minion is not so sure.
Assalled by practical jokes,
fiying rubber bands and much
verbal abuse, | have to attempt
to conduct my daily business
with as much decorum as possi-
ble. Maybe one day soon Girly's
Pet Black Hole will get big
enough to suck in soundwaves

and peace will be restored once
more to the sleepy market town
of Ludlow . . .

That could take a while,
though, so over the next Bank
Holiday Il ship in some roof
insulation stuff and try to sound-
proof the broom cupboard —
then at least there'd be one tran-
quil spot in ZZAP! Towers for me
to take my tea breaks. Who
knows, some soothing muzak
might complete the picture and
the broom cupboard could
become a veritable haven of cul-

ship. if you reckon you're up to
composing a tune on the Com-

modore, then some nifty
are on uhﬂ Read on, mdp:nm

A CULTURED
COMP

FOR A
CHANGE!

wizard, Rick Wakeman,
demonstrating said package.
The Spiky Boggers will no doubt

around with glee and
insist on interviewing the winner
in these hallowed pages. Five
mmmudllmam;nt
Rainbird's ADVANCED MUSIC
SYSTEM.

S0, what has to be done?
Compose a tune on your Com-
modore, that's what. | had
hoped that they'd allow their
humble Competition Minion to
specify a nice soothing, melodic
tune, no, the Spiky Ones

in the game that the animals
want you to write soma 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

punet — into the Music Hall

offices on disk or cassette.
Make sure your music softwara
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 cum? is not open to profes-
sional/full time computer musi-
cians. A noisy time will be
had by R Davis from Mel-
bourne House and Richard
Joseph (Palace’'s computer
muso) ‘cos they'll 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. | sup-
pose this Minion will have to go
and see the record shop abouta
copy of Klaus Wunderlich and
His Mighty Organ — you lot
aren't going to write any nice
soothing tunes for me, | can tell.

Entries to MINDSMEAR
MUSIC, ZZAPl, PO BOX 10,
LUDLOW, SHROPSHIRE, SY8
1DB and best of luck!
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 CRL tam, left to right:

m-mmuﬂ | Immm

Room), Lesiey

Gary Penn finds out. ..

omputer Rentals Limited — bet-
ter known as CRL —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 ontha 64

as yet. Their list of releases is
31uita lengthy, although most of

emarerather obscure. | mean, do

you remember Glug Glug (simple,
underwater arcade a::tim;). Derby
Day, Test Match Cricket, Tristam
and Isoide (a German arcade
adventuresetinacastieinwhicha
fat Bavarian herocalled Tristam has
to rescue his equally porky
beloved, Isolde), Whirlybird (a
helicopter shoot em up), Show-
jumping, Handicap Golf, Omega
Run (a simple 3D shoot em up
based veryloosely on StarWars) or
Highway Coda?

? How about some of their
more recent offerings, such as
Gilider Pilot (light simulation in a
glider), {an Australian
scrolling arcade adventure), The
Rocky Horror Show (arcade game
based on the musical film of the
samename), Blade Runner{arcade
ﬁama based on the music of the

Im 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 multipl
adventure game), Bored of t
Rings{atextadventure lampeon of
Tolkien's classic novel), Pi‘g‘r;’m (a
quilled adventure) or Big

P o
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CaveAdventure(aspoofof Colos-
sal Caveswritten by St Brides, mar-
keted by CRL and reviewed this
issue).

Ah, yes, thatCRL. The CRLwho
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? lan Ellery, CRL's resi-
dent artist and the Creative Direc-
tor of The Zen Room, describes it
as ‘an expansion of CRL, a sort of
creative and programming think
tank. The programmers have their
ownworkingarea, butthey allcon-
tribute to each other’s projects.’
So, as you can see, it's basically a
programmer's asylum. Lock up

r ‘nova-load” of programmers
well, whatelsedoyoucallagroup
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
CRLUsupandcomingreleases. . .

lan Foster, who previously wrote
the 64 version of Blade Runner, is
currently working on C:rfborg in
conjunction with Andy “android’
Stoddart of Hoc.k}f Hovror Show
fame (no, he didn't star in the film,

(graphics

__ Tubular Balis) and

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
ontheshootemup—inwhichyou
playthe part of amercenary cyborg
— part man, part machine — with
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 nasties to kill. This screen shot

g e it

axecuted. Expect
to see a review
around July.

CopsandRobbersisonly the work-
ing title of this game, and it has
nathing to do with Atlantis’ Tacky
Game of the Year. The programmer
of Spectrum Rocky Horror Show,
Jeff Lee, is designing the graphics
and writing the game which casts
youintherole ofaburglarandhas
you robbing a multitude of different
houses, ranging from derelict and
dilapidated to semi-detached,
detachad and eventuallythe Police
Commissioner's mansion —the
ultimate burglary!

A lengthy street scrolls left and

AN A S AN S TS
TEIGHO RN GETl FOT;

I

—— e mr———— —

shows one of the corridors that
scrollleftandright. Somedoorsare
locked and if this is the case then
the comidor beyond cannot be
seen. Meat, eh? Belowthis, inglori-
ous bas-relief, there is the control
panel of the player/cyborg inter-
face—asmall computer mounted
on your right arm from which vari-
ousicondrivencommands canbe

HHITERN BNy

right and any of the buildings can
be entered at any time. The view
then changes to that of the room
youare about toburgle. 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

-
L




e —. ——

obtained by pawning yourill gotten
?ains. 'Cops and Robbers' ?:duﬂ
or an August release.

ROCKY HORROR SHOW 128

Andy Stoddart and Jon Law are
takingadvantageofthe 128'sextra
memaoryand aretartingup theorig-
inal garme. The music is the same
asbefore, but there aremore loca-
tions, better graphics (courtesy of
Jon) and a few extra problems to
overcome. For example. . .

Inthe centre of the room thereis
a retracting bridge of stone which
must be crossed, but the room
itself is in near total darkness. . .
Untillightning strikes enabling you
to see roughly where to cross.
Thoseof youwitha 128 willbeable
tosee theenhanced Rocky Hormor
Show this month.

TAU CETI

Thisclassicgameis the brainchild
of Pete Cooke and only previously

appeared on the Spectrum and
Amstrad. But, thanks to freelance
programmer John Twiddy, and of
course GRL, it will soon be
released on the 64,

The small desert Elﬂﬂﬂt of Tau
Ceti lll, the third in the nearby Tau
Cetisystem, was colonised by man
in the mid 22nd century. All went
well for 30 years, inwhich 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 |ater
when a cure was found that the
Federation decided to recolonise
theTau Cati system. Butallwas not
well; the automatic defence sys-
tam— which previously protected
Tau Ceti lll from alien invasion —
malfunctioned due to lack of
maintenance over the years. The
robots could no longer distinguish
batween friend or foe and su
sequently obliterated several
groups of colonists who dared to
set foot on the planet. Oh dear.

Things were locking pretty dire.
Until an unknown pilot volunteered
to rid Tau Ceti lll of all hostile
lifeforms. Maturally the Federation
was somewhat sceptical and
amused by such a ludicrous
suggestion; why should one man
succeed whera so many had
failed?

However, purely out of despera-
tion, they gave the stranger the
necessary equipmentandinforma-
tion — an armed ground skimmer
and maps of the planet — to
attempt the monumentaltask. The
robots can only be stopped by
shutting down the fusion reactor
thatpowers them, andthisisdone
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

Fuel

HE‘[*’:H’H‘. | o
Shield @ essesssm—m

manoauvrable 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 facilities
for when night falls.

One of the most impressive fea-
tures of Tau Cetiisthe 3D 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
isrelative tothe position ofthe sun
and changes accordingly. Tau Ceti
shouldbereleasedby thetime you
read this.

BETL 111
HO:02: 09
LAUNCHED

This is effectively the follow up to
Tau Ceti and work has only just
begunonit. The action takes place
inthe far future, acentury afterthe
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
wouldbe using moreadvanced 3D
techniques than those in Tau Cet,
andthatAttack on Centralisisto be
released in September.

From the author of Space Doubt—
Jay Derret — and Steve Ganly,
comes an alternative form of enter-
tainment: Tubular Bells. It consists
ofaseriesoflines, orasingle laser
beam’, bouncing around the
screan to the sound of Mike Old-
field's Tubular Bells. The lines can
beleftto ‘dotheirownthing’, leper-
formarandomlightshow, orajoys-
tick can be used to manipulatethe
lines to qive 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 in ation of the
whole of the Tubular Bells album.
Tubular Befls is actually being
releasad under CRL's nawly
formed Mu-Wave label and should
be available now.

-\‘i,l
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y A NEW TAPE TO DISK SYSTEM

mEE e e e e s . ‘......
" 'lii.l._-.*.".l":'}f::" L] ll ) i.lll O ] I-I.I-I-. - -
! L -l-'.i-l- .-‘ .-'-. ... et S

TRIDGE — A NEW TAPE T0 DISK SYSTEM soaiae

. .F!I':":"- e

&+ FREEZES AND SAVES MOST PROGRAMS TO DISK

&+# THE PROGRAM IS SAVED AS ONE FILE

#+# PROGRAMS ARE COMPACTED TO REDUCE THE
AMQUNT OF DISK SPACE USED

«+ YOU CAN SAVE 5 OR MORE PROGRAMS PER DISK

&+ PROGRAMS ARE LOADED BACK VERY FAST BY THE
BUILT-IN FAST LOADER

rér MOST PROGAMS WILL LOAD BACK AND RUN IN LESS THAN
30 SECONDS

4 POWERFUL BUILT-IN MACHINE CODE MONITOR INCLUDES

&t A RESTART COMMAND PLUS ALL THE USUAL MONITOR
FUNCTIONS

&+ NO NEED TO USE THE CARTRIDGE FOR LOADING BACK

&4 EASY TO USE — NO PROGRAMMING KNOWLEDGE REQUIRED

## USES A RAM CARTRIDGE AND DISK BASED SOFTWARE FOR
INSTANT UPGRADING

s ALSO DDES DISK TO TAPE AND TAPE TO TAPE

Although not the first, the expert cartndge lape 10 disk system
out-performs all other similar products regardiess ol cosl. Even loreign
products costing twice the price cannot match {he expert's performance.
Why pay for outdated ROM based systems when the expert

can be upgraded to meet ihe challenge of the most recent software for

MAIL ORDER 29 HO SO SO RRS BB
GALLERE LME LANE BRADFORD BD4 OQA

329 TONG STRE
Dent 22 ET BRADFOR
P Tel (0274) 684289 g

PROGRAMMERS

REQUIRED
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w&m

3 (3 MERCENARY (7%)
£9.95 cass, £12.95 disk
Owerall Rating: 38%

E&z&mumm (5%)

.85 cass, £12.95 disk

5 (4) WINTER GAMES (;15%]
PYX, £9.05 cass, £14.95 disk
ZZAP| Overall Rating: 84%

6 EWHHEH GAMES Il :ﬂ%}
£9.95 cass, £14.95

ZZAPY Overall Rating: 97%
mwmilig%} , £14.95 disk
ZZAP Overall Rating: 83%

THE EIDOLON ﬁ

SION, £0.99 casa, £14,
ZZAP! Overall Rating: 97 %

9 ELITE (3
214, HM 1?35&&:
ZZAP| Overall Rating: BS

aﬂgﬂ:;ﬂEn gﬁm £14.85 disk

ﬁcgﬂmm.m mm.um
ZZAP! Overall Rating: 79

‘IllgWAYDF THE EXPLODING FIST
HOUSE, £9.85 cass

ZZAP! Overall Rating: 93%

I?TE KORONIS RIFT
 £9.99 cass, £14.90 disk
ZZAP! Overall Riating: 96%

16 (11) LITTLE COMPUTER PEOPLE

, £9.90 cags, £14.90 disk
mmw:ﬂ?“

17 ROCK ‘N’ WRESTLE
lﬁ%ﬂﬂ.ﬁi.ﬂmﬁm
ZZAP! Owerall Rating: 53%

181 namo

ZZAP! Orverall Rating: 5%

REVS
, £14.95 cass, £17.95 disk
ZZAP| Overall Rating: 96%

mﬂg MONTY ON THE RUN
GRAPHICS, £9.95 cass, £14.95 disk
ZZAP) Overall Rating: 90%

2? DROPZONE
GOLD. £9.65 case, £14.95 diek

mﬁmﬂﬂﬂlﬂ
BJACK
£9.95 cass, £12.95 disk
ZZAP| Overall Rating: 47%
29(-)
h£ £9.95 cass
ZZAP! Overall Rating: B8%
INTERNATIONAL KARATE
g 3, £6.50 cass, £10.95 disk

ZZAP| Overall Rating: 91%

YOU COULD WIN SOFTWARE BY VOTING FOR THE ZZAP!

READERS TOP 30 CHART!

Every mnnfh we qn'r 1w1~,f an -arnc:zmq EdL‘l wnr'.'h of snﬁware 1u the hr-ﬂ person w.hrma .'_.*_Hp| F‘EADI:FI"' TL.-F’ “JI} "J[_.ITING FHFIM is ;wuilrd

r-.rﬂnrlr'nhwrthr‘-, must

3 2 .:h hﬂfw':urd you would like (to a total value of £40) s hrlmri you win, and your T-shirt size
IE\.M.LI Then 5|t.-r|r1 ,rmr fnrm in m Thr nririn- s shown.

(Please write in black capitals)

ZZAP! 64 TOP 30 VOTING COUPON

| am voting for the following five games:

ZZAP! TOP 30, PO BOX 10, LUDLOW,
SHROPSHIRE SY8 1DB

PUBETME . . oee i s s s OB LV a8 L e B Rt A , | s sl

Address ...... SRR e e st e e SR P e S T
; ey P - L T o L 1

..................................... g

Postcode ..... R R R e

If | win the £40 worth of software, the games | would like are:

Game (and software house)

My T-shirt size is S/M/L
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. The results of the Rainbird Karting Komp are still being analysed as we
gotopress, so the winners will be announced in next month's issue, simi-
larty (| hope) those for N 's Mercenary comp (at last?)!
. Anyway, on to those | do have. . .

ZZAP! ROBOT REVIEWERS COMPETITION

The second ZZAP! loves you most PRIG A eneians |
of all comp, asked you to design a

reviewer droid. The outright win-
ner gets a new Commodore 64 mm %
computer complete with 1541 —&J-&LFW________:

Disk Drive, while five runners up
ZZAP! Sweatshirts and hats. Coren' Loren,
the winner is Nicholas Bradley
from West Yorkshire LS8 5BD.
And if you're lucky, Nick, Aunt
Aggie may throw in a disk or two.
The runners up are:

Chapry ¢

o B gt (o = 4 S LT

= bl T oy

PRI ST ooy

ZZAP! CYCLING COMPETITION

usttoprove how much weloveyou  T-SHIRTS
all ZZAP! itself sponsored two

Peter Nickols, Lincs NG34 9BE; Maicolm comps. Firﬂw %Fﬂiﬂﬂﬂblz 2l W56 6Jp; George Harrs, Angus. |

Micro Power wanted to take Emwum ﬁ gm-n I;O-n. There was a Ralei f %! Cao. Down, 3HW;
someone along to the TV studios m"“l’h“: FYSTTF: Bh Cook, M" SPECIAL bicycle for the outri o m"'"unm; SPX; Danny Carr

towatch an episode in the making mmmo&mm winner of the wordsquare, and the derry BT47 1XF; Paul Thacker, West Mid-

of the BBC's longest running sf TD6 GAL; K Bishop, CFaz2 person who mustnow getasfitas  lands WS88HZ; Darren Shemiit, Derbyshire
series, DR WHO, and for EI}ns?ightly SEP; "ﬂwﬂ “:2-': possible is Brad Hnrw;"taht from DEs 1ED
|ES$P1LK*¥ persons, there wera Stevenson, Notts NGS 4PX; Steven Wheat- Bristol BS18 3LA. Tﬂugh !Ll'ﬁh
copies of the game up for grabs. , Sussex BN25 JUE; Mrs Myra Brown, Brad, | know what getting fitisall ~ SUBSCRIPTIONS ———"
The winner, the man to meet the RH2D 49X & Bty St ezt Jusesx | aboutandithasnothingtodowith  pansthen Grey, 'm"""“‘.w,_f'w““
End Doctor hinf‘u::aﬂ. is: cht-;lu Rafigus Kidarstnam London SE25 10w & | cream bw'lrs still you can console shire 802380, mmmm

I-Smith Chesh Burnett, Cleveland : MJ Moclel- yourself -shi barsida ; Adrian Meirrick, Merse-
CW5. glﬂ Well done Nick and land, Wast Miclrsds 865 0L Linda Srmith, that con':smwm'laitr Bh'}r;nm;ﬂ::;rs IS

Beds LU4 OXB; Chris Ashton, West Mid- ) .

ol Up arer T e e 1O Pad CampielGa. Do, atsubserption oo NG
soled runners up are: BT20 3EP ! full subscription. . .
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Prove it

and win a BIGGLES
Mega-Goodiebag

copies of the game complete
with BIGGLES T Shirts too!

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 Gamefol-
lows the plot of the brand new
film very closaly.

it's up to you to help the fam-
ous flying ace do battle with
World War | enemy , and
you also have to guide him
through Twentieth 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.

8 qun‘:h thel - ch ﬁg?;a
Surrou aun
MIRRORSOFT are well chum
with their latest game and have
put together a Biggles
gnn-djnhag for someone to win.

contains a copy of the game, a
T Shirt, a copy of the book of the
film published by Pan, the
soundtrack album produced by

MCA which contains six themes
by Stanislas and tracks from
John Anderson, Chakk, Deep
Purple, Motley Crue and The
Lmortnln. aBi EL“ scarf and
e, a otograph of
Neil Dickson who stars ir:i:hn
film together with a handful of

stickers. Notbad eh? five

runnerup prizes of aco the

game together with a T Shirt are

also on offer, so don't forget to

;:ut your shirt size on the entry
orm.

Ourvery own Oli 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,
com the entry form and
send the whole lot in an
envelope to ZZAP! BIGGLES
COMP, PO BOX 10, LUDLOW,
SHROPSHIRE, SYB 1DB to
arrive before 10th July. First all
correct solution out of the bag
wins the prize —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 ADDRESS ...

FMT mnEIIIIIIIII-III. ISHIHT sl-zE {S.H’L] AESEEEEENE AN

s = == ==
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CBM 64 AND 128 ® TRANSFER ALL MAJOR TURBOS @ AUTOMATIC ® NO USER KNOWLEDGE

COMPARE THE REST WITH THE BEST
NOW DOSOFT OFFERS YOU EVEN MORE!

MegaUtility n MegaTape 3M Disks at
Disk V.4.0 Super Value Low, Low Prices

APE TO DISK @

MegaTransfer
Disk V.4.0

Before you decide which tape-to-disk utility & (e Famows tape utility for One Why buy unlabelled, unbranded disks of
o buy, consider if it gives you: T Datassette (or equivalent), No additional  uncertain origin and specification?
# Full conversions of MultiStage W l H TE N hardware is required. MegaTape & We offer wop class, 3M Disks bearing the
Programs (o load from Disk # Fificen top iscs: @ -in-Tape transfer manufacturer's label, at an unprecedentediy
titles including the latest sports, Might and FR E E DISK% routines: A vast collection for the major — low, low price @ Specification S5/DD
fight simulations, No more tape winding! . turboload games @ Simple to operaie, T4 -0, sudtable for all § % " drives @
Mo other utility of @iy desceiption can offer Megdlape handles a vast mnge Complete with labels, write protec: whs
this ® General purpose transfer & NEW Alphalosd disk Turboloader for  of diffferent fastload systems, and even Tyvac spun acrylic sleeves and 3 FREE
routines for the major turboload games etc. Add this five hiock program o increases loading speed In many cases Flip/File High Impact Plastic Storage
systems Nova, Burner, Visiload, Flash cach disk and vour programs will load at ® Features our Visi-Screen, Stripe Box worth £2.75 Our Inclusive Price is
and Pav (including the cery latest Pavioader over four times the normal rate. Nomenuis  Turboloader ® The most powerful just £12.50 per box of ten,
25 used on current chart wppers) and more.  required and you don't have to load Tape-to- software ever devised. ® RBS Noextras. No caiches 50
These routines will transfer programs which Alphaload separately. Much improved over Plus. Our classic turbo conversion utility This is the price you pay, E;
won't pormally load with the Disk Drive previous versions. ® Programimer’s gives a new lease of life 1o your vintage UK POST FREE.

. ® A huge collection of specific TurholHsk Utility. Fast load, save, and slowload mpe collection, Converted

We take a
bite out of
Disk Prices!
How to get your DoSoftware

Please send cashichegue/PO. with order
for fasy despatch (SAE only for full details)
Send off now 1o

DoSoft (Dept ZZ), 2 Oakmoor Ave,

MONEY )_l Blackpool, FY2 OEE

UK Postage included, Europe add £0.75. of
#® Buy Megalransfer and Megal tility £2 If order includes Blank Disks. Overseas

routines for individsally protected verify. Works with all device numbers programs load independent]y at SEVEN
programs. all accessed via an casy Menu Drisplays program start and end addresses. times the normal rate, £ 9 50

Svstem. @ A program identifier, and the  Includes easy DOS commands Compatible with Visi-Screen Stripe
classic Diskus 1.2 to transfer your vintage  with most expansion cartridges. ® Whole  Turboload. Also handles
old RBS and Fastback

slow boad collection Disk Copier hacks up an entire disk in
MegalTransfer V.4.0. is economical under three minuies. ® Torbo File Copy
of Disk Space, transferring only the actual  selected files from Disk-to-Disk. Reads and
program material. Transferred programs will wriesat five times normal speed.
reload 31 over four times the normal rate ® Nibhile Disk Copy backs up maost
with the incorporated Disk Torboloader,  protected dizks in just five minuotes. Reads
which also allows your exisiing disk anvd writes all errors automatically. ® Fast
programs o be fastioaded from disk Format. Format your disks in a fraction of
! fer V.4.0 is vasily extended  the normal time. @ Disk-w- Plus.
from previous editions. Despite claimsto Transfer 3 wide variety of single and

the contrary, it will transfer programs multipart disk programs to tape with together (price £34.00 including 10 FREE  add £1.50 for Airmail, or £3.50 if order
which no other wtility will handle. visible screenstripe border turboload DT&! & ECIII and receive MegdTape (on inelides Blank Disks.
Beware of similar sounding utilities, Inciudes professional masiering scheduler disk) and cur praised sprite libraryeditor

which consist almost entirely of disguised  An inieresting program (nod for protected (Pro-Sprite) absolutely FREE!

versions of our old material, If you want o disks). ® Megallility Disk is supplicd ® Purchasers will receive details of future

b up 1o date, you need Megalransier. the complcte with 10 FREE 3M Blank Ddsks  updates and can buy new DoSoft Programs

real “Turbo Smasher’, {with plastic box, as at ad vantageous prices,

DISK TO DISK ® DISK TO TAPE ® TAPETO TAPE @ T.

At press time, all advertised specified in thisad.}, Existing customers: send any DoSoff Yﬂu’ll Dn it BEtter
Turbo-to-Disk software for just £17.00. How's Instruction Sheet (disk or ape) and Twelhve *
originates from DoSoft that for value! pounds only for Megatransfer Disk V4.0, Wlth D’OSth

® FAST DISK UTILITIES ® LOADERS ® 3-MIN DISK COPY @ FAST DISK FILE COPY @ FAST FORMAT

® SNOLLJO avO1 OLNYV @ YALINIJI OHHL @ SHVAJUHVHON @

FIRST, IDENTIFY THE KEY
ADVERTISING MESSAGES. . Jl

THE SNOW QUEEN
An unusually intriguing
illustrated text adventure
Program by 5t Bride's

Available for Spectrum and Commodcre
Release date: May 1386
Price: £9.95 (cassette pack)
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The key totaut,
intrusive
advertising
is an exact yet

SOMETIMES A CONCEPTUALISATION
CRISIS CAN SPOIL YOUR
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PS;: Client MD — Vicky
Carne — wants us to
include her dog. [ 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 you?
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7 Don't wait for the ad. THE SNOWQUEEN is available now.

Dastributed by WHS Distributoes, 50 Joko's House, East Sireet, Leicester LE] 6NE (0533 551156] and swaiiable metbiaowrde fram steses of class and distimshon




BREAKDANCE

Americana, £2.99 cass, joystick only

reakdance harks back to the
days when a lot of people
thought it was fun to self-
inflict injuries of all kinds — includ-
ing brain damage — to the sound
of trendy, aptly 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 moves get progressively
more complex as the score rises
— a bit like ‘Simon says'. A prac-
tice mode is available for you to

ESRERC

a stage further.
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 bmakin?
battles, until finally they are all
defeated.

‘Perfections Dance Puzzle' is
the third exercise, like a more com-
plex version of the first game, but
with a time limit. The player com-
petes with Boogaloo Brewster,
King of breakdancing. Basically,
it's a one to one battle where the
opponent performs a whole sequ-
ence of moves that have to be
worked out and followed against
the clock.

The fourth game is non-com-
petitive. You choreograph an

entire routine and orm it on

stage. There are two screens. The
first is a menu screen from which
all the 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 part of the screen to
demonstrate it.

When a routine is complete, the
‘Go Dance’ option changes the
screen to a stage. The joystick is
used to move the character
around the stage while the moves
are being performed, and the
movements can be speeded up or
slowed down. Dances can be
saved out to tape and reloaded for
later use.

The fifth part of the game, the
‘Grand Loop', is a successive
combination of the first four
stages, giving the game a sense of

logical progression. All the break-
dances are accompanied by what
the instruction booklet calls k-
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Presentation 70%
nd menu

adequate.

Graphics 51%

Fat, chunk

backdrops

Sound 49%
Lt fit, but not too Impressive
and very ‘samey’

Hookability 52%
E togetintoand abitofa
laugh at first.

Lastability 31%

The first |

3% 0

Value for money 40%

Mot much on offer for three quid

Overall 35%

Will appeal mainly to bn
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The result of unique co-operation between three ace sofftware developers
and the Biggles film production company, Biggles - The Untold Story will
knock you right out of the airl 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 frenches

YOU CAN BE A HERO!

i Coming in May Commodore 64  £9.95 tape, £12.95 disk
B .f-" Spectrum 48K £9.95 tape
3 i Coming in June Amstrad CPC £9.95 tape, £14.95 disk
% £ mare Lo —— : |
3 Ve o & ==

Purnell Book Centre, Paulton, Bristol BS18 51L&




ummer is coming and it's

time to don your skimp

shorts and go out and get
by dnir\# lots of strenuous sporty
things. If that's not really style
and you like to spend sunny
season slumped on your posterior
tﬁglhg your joystick then you can
stil compete in various sport
events courtesy of HES Games
from Americana. There are six dif-
ferant events which have to be
tl?.;ttdedsapmqtai:y—t::maufmzn

your ick toggling muscles

and the m three rﬂqngim preci-
sion timing and reflax skills

Before an event is loaded you
must enter the number of players
U, i

affiliation (ie

USA, Mag the Hag UK etc), and
select the strip colour (red shorts,
red top for Derek Hatton etc). After
that any of the events may be
loaded and it's possible to view the
real world records for that event by
pushing the joystick in certain
directions. Once you've seen what
you're up against you can start the
evant proper.

Another nice feature about HES
Games is the replay/classic replay
options. After you complete an
event you can watch it again by
pressing F1 on the keyboard! Or, if
you s0 desire, watch a classic
rﬂplag —an emulation of when the
world record took place. This is
particu useful with weightlift-
ing tos technigue. 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 of all the

100M SPRINT

This nice simple event is played
over a scrolling track with your big
character seen in the centre of the

sounds frantically e your
joystick left and right. faster
you can waggle the faster your on-

screen personna hacks. One or
two ph_}ma can bash away at this
event. players is better since it
adds that competitive edge.

110M HURDLES

Thisg is viewed in similar style to the
100m sprint and the same sort of
joystick ggapplies. 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 on the joystick when he
comes up to a hurdle and he jumps
it. In batween the hurdles

the joystick to get up speed.
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BUDGE

Yot another event which takes
E‘Im over a scrolling backdrop.

Wha joystick left and right
qui to gain speed on the run up
and when the man reaches the
board press up on the joystick to
make him jump. If you time it cor-
rectly he flies th h the air and
lands in the sandpit. Then pull right
on the joystick to push him forward
otherwise he Is backwards,
landing on his bot spoiling the
jump length.

ARCHERY

This is the first event to deviate
from joystick waggling and It tests
r timing. This event is played in
D — 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 button depressed and pull
back on the joystick. Once the
arrow is strung you can move the
bow anywheare on the screen and
using the sight 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.

r_lljl_




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

and prove a mite

monotonous, but the others

are great and require some
very precise timing; | especially
like the archery and weightlift-
ing. HES Games is basically an
extramely 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 —the Two Hand
Snatch and the Clean And Jerk
and is another event which tests
your timing. Both feature a biP fat
weightlifter who stares out of the
screen and the player controls lift-
ing movements by either %shin
or pulling on the joystick. The rea
key to success is learning to time
the weightlifter's movements — if
Kou mistime a snatch, or don't give
im time enough to steady himself
he drops the weights. The two
handed snatch is the easier event
reguiring an up/down/up (with
pauses) movement on the joystick
to lift the weights successfully.
Clean and jerk is far more difficu
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 right ins 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 timed
comectly she whizzes through the
air doing somersaults. Just before
she hits the water pull down to kick
out. Points are awarded for the

racefulness of the dive multiplied

the dive's difficulty factor.

Hera'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 'ong jump traversing the
screen diagonally, getting big-
gerashe ches the jump
off point. archery has a
good feel to it, the weight lifting

is tricky and the ai'vin%_'r:&a!
tests your timing skills. Thisis a
great package at a ludicrous
price. Don't miss it!

Presentation 98%
Just great — infarmative
instructions, demo modes
replay options

Graphics 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 Fix.

Hookability 95%

Enjoyable and addictive sport-

ing action right from the start-
ing gun,

Lastability 93%
Getting a world record is a
highly desirable, but difficult
task.

Value For Money 98%
Three quid for one of the best
sports sims on the 64 — you'll
be a nutter to miss it.

Overall 95%

A wonderful sporting game
which is challenging, addictive
and graphically excallent and
now ever so cheap. Need we
say more?

ZZAP! 684 July 1986 101




riginally released to coin-
cide with the Conan films
: of a couple of years ago,
this old Datasoft game is the latest
title to be repackaged in budget
format. It’s an arcade adventure in
which the player controls Conan
and attempts to take him through
the deadly route to Volta's lair
where Volta himself must be
defeated. To succeed, must
otiate progressively more
difficult levels or screens, each
populated by creatures and traps.
At the 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 the
start of the game, Conan has ten
power swords which can be
thrown by pressing fire — in cer-
tain circumstances, they return —
and two spare lives.

:
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much initial
music isn't bad efther. It's not
exactly Hubbard or Galway but it
could be worse. When this game
first came out, | 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 have to be solved
before access can be gainedtothe
next screen. Many of the creatures
are unigue to certain screens.
Some of them can be destroyed
by an attack with a power sword,
others have to be avoided. One
creature in particular is an ally.
There is a bird which tums up at

102 ZZAP!64 July 1986

random on a couple of screens. If
Conan touches the bird, he
receives an extra life,

There are only seven screens
but they increase in complexity
very quickly. In the first, for
instance, a bat has to be either
destroyed or avoided to get any
further. The third screen plays hast
to a couple of guick footed insec-
toid beasties along with a giant
scorpion and an immense lava pit.
Patience is a valuable aide whilst
figuring out the puzzles. For the
maost part, the way to get from one
screen to the next is to obtain one
or more gems (sither on the cur-
rent screen or the one befora) and
place them in special holders to
trigger the exit. In tha spirit of true
adventuring, there is no tumning
back.

Presentation 70%

Good instructions and dema
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
mMusic.

Hookability 35%

There's very little to keep anyone
other than the insanely curious
interested.

Lastability 27%

Thera's very little to keep anyone
other than the curiously insane
interested,

Value for money 33%
More attractive than its initial
price, but not much

Overall 28%
Although considerably flawed,
the game contains some
ng ideas and puzzles —
t a shame that they
weren't put together any better

W
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NEUTRAL ZONE

Americana, £2.99 cass, joystick only

ating back three years, this
D'ﬂ'tlﬁ has been given a new

lease of life as part of the
new Americana range. You are
taken to the outer edges of the
galaxy on a mission to protect
Alpha IV, which is under attack
from some xenophobic aliens who
would appear to owe something
of their philosophy to the
Japanesa Kamikaze pilots of the
last war,

The game can be set on any of
five levels (from easy to crazy) with
a two player option 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 to prevent them from
achieving their goal by simply
blasting them out of the sky. Play
Is also set against the clock, soyou
really have your work cut out.

Your missiles are fired at the
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enemy from the weapons pod
which rotates through 360
degrees. A control panel at the
base of the screen shows where
the next alien attack is coming
from, leaving it up to you to find the
ship and destroy it. Only one ship
attacks at any time and it con-
tinues on its attack run until it is
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either destroyed or the time limit
axpires. As damage is inflicted on
the weapons pod, it becomes less
efficient. Normally, when the ‘Tur-
ret Damaged’ message appears
on the screen, it means that
traversing is going to be slower
until the self repair systems fix the
damage, giving the aliens more
ﬁ'u&nca to wreak havoc on Alpha

If the mission is successfully
completed you are retumed to the
title screen to select a new game.
On harder levels of play, m
spew forth from the enemy ships
with disturbing frequency and pre-
cislon.

Presentation 31%
Sskill levels for up to two players

— WOW.

Graphics 12%
Basic BASIC graphics

Sound 13%
He sounds from a cat being
s red

Hooka hlllty 7%

Thera sort of isn't any really
Lastabllity 5%

Even less.

Value For Money 15%
Well it is cheap .

Overall 9%

Mo comment
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OLLIE'S FOLLIES

Americana £2.99 cass, joystick only

nca upon a time a little blue

haired chappie called Ollie

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

s. Little did the bijou fellow

that this factory was evil and

that no humans worked there —

only devilish robots who loved to

destroy their creators. Once he'd

antered he discovered that the

only way to ?rl out was to go

th h the 24 different rooms,
trouble indeed.
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difficult scresen (on later screans a
key has to be collected before the
exit becomes operational),

The robot guards and other
automatic adversaries trog up and
down the platforms, killing Ollie on
contact, but they themselves can
be killed — dotted around the
SCreen are various E:ower pills and
if one is collected Ollie tums 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 salf.

On later hazards other meanies
appear — sparks, fans, laser

bounci
side of
an evil factory is never an eas
task! .

on to reach the other
screen. Escaping from
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Each room fills one screen and
is made up of platforms and vari-
ous automatic factory bits. Ollie
can leap about from platform 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 Ollie
must reach to escape from the
screen and get automatically
transported to another more
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rendered harmiess while others
just have to be avoided. Later
screens also introduce new fac-
tory fittings which can be used to
Ollie’s advantage — pipes can be
jumped into to lead him to another
part of the screen, transporters
whizz him to more inaccessibla
parts of the screen. There are also
sliding platforms and balls for
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Presentation 79%
Pleasant title screen which

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%
Ajolly title screen ditty and some
OK FX.

Hookabllity 70%
The first couple of screens are
suitably easy and addictive

Lastabllity 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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trewn across twenty decks

of a ghostly pirate Galleon

are various items of
just waiting to be picked up by Jim
the cabin boy. When Jim 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 comect colour key to pass
through. Since he can only camry
one at a time, this can be
somathing of a problam.

Each screen is four decks deep,
and accessible via ladders. Some
doors are placed behind Jim
which require no key to pass
through and lead to other screens.
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Sometimes it's necessary to exit
from one screen, reach a lower
deck on the next and then retumn to
the original to finish collecting
items there, such is the layout of
doors and ladders.

Trapdoors hidden around the
screens bring Jim to a swift
demise should he fall foul of one,
and some of the treasure is
boobytrapped. After a short while
the undead, ghost pirates wielding
swords, ghost rats looking for a
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nibble and ghost parrots by the
dozen, become disturbed and
start wandering around. Bumping
into one of them is bad for Jim's
health.

Occasionally, the layout of the
decks themse are a problem.
It becomes necessary for Jim to
use fast moving lifts to get from
one level to another and timing has
to be precise. Jim may look
overweight, but he can easily slip
through the slightest gap to his
doom.

If all of the treasure from the gal-
leon's twenty decks is collected,
then Jim has 45 seconds to locate
a bronze key and use it to get

SHAMUS

through to the next level. Clearing

up the booty a second and third

time requires a search for a silver

or gold key respectively. On each

level the speed and difficulty of the

%n‘-e increases, making the quest
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 getinto but what's the
point?

Lastability 15%

Instantly forgettable

Value for money 20%
Cheap.

Dv_e ra

Americana £2.99 cass, joystick only

he Shadow is out and about!
Yes he is, and putting your-
self into the shoes of
Shamus you must destroy him and
rid the world of his evil. HA! You
thought we were talking about
THE Shadow, you know, P!'s
goodly do-gooder didn't you?
Well, we're not. The Shadow in
question is a horrible meany who
eats babiles and enjoys reading
Mike Pattenden's gossip column,
and as you can see, anyona who is
that evil just has to be destroyed.
Shamus is an arcade adventure
played in Sabre Wulfstyle —a flick
screen game viewed from above
but the sprites are viewed from the
side, sort of like a Picasso paint-
ing, and what the intrepid hero
must do is penetrate deep into the
core of the fortress of the nasty
Shadow and destroy it. This castle

is made up of many rooms spread
over 32 screens through which
Shamus trundles picking up what-
ever he can before his task is
finished. Some rooms have exits
locked by padiocks and the only
way they can be opened is by
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finding the relevant coloured key
in another room. There are also
mystery bonus gquestion marks
and extra lifa potions 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-

aging Beast is the first com-

uter game to simulate the

. gpaniard's favourite pas-

time — the controversial and

bloody sport of bullfighting. So

don your trendy Matador 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 bovine meat and make
him look totally silly by plonking a
rosette over his ugly fizzog.

You start in the middle of the
arena and Alfonso walks on from
the side, breathing heavily and
staring angrily at you. Pushing the
joystick in the respective direction
makes the matador sprint around
the arena. When he stops you can
miake him shake the towel by pres-
sing the fire button and pushing
the joystick left — of course this
makes Alfonso even angrier and
he steams towards you at a vast
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able’ syndrome comes into effect,
turning him into a pile of ashes and
one of five lives is lost. The
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 lon Shivs (TM, Pat
Pending) laser rifle and can shoot
the deadly denizens before they
maga to his frail and pink litthe

Throughout the quest the
Shadow monitors progress made
by Shamus, and if the hapless fel-
low spends too much time in one
room the Shadow enters and gives
chase, hell bent on killing him.

RAGING BEAST

Firebird, £1.99 cass, joystick or keyboard

velocity. Just before he reaches
you press fire and push the joys-

tick ri to make the matador
whip the towel away. Such insults
enrage the bull further and he
stomps after you with renewed
ferocity.

Having successfully goaded the
bull in this fashion, a rosette is
bunged into the arena which can
be picked up and draped (with
difficulty) over Alfonso's homns. If
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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 imina it's not as
simple as that Awesome Al

has some horrible tricks up his
sleave. For a start if you're not
quick enough with the towel he
may tum and send you bum over

Shooting the evil character merely
causes him to pause for a second,
but this pause gives Shamus
enough time to get out of the room
and enter another.

Presentation 86%
Beautiful title screen logo, and
several options

GraPhln 45%
Simple characters and
backdrops.

Sound 69%

Good title screen music and spot
FX.

Hookabllity 56%
Mildly addictive initially.

Lastabllity 50%
Mildly playable — eventually

Value For Money 55%
Low priced and — mild.

Overall 51%
Fairy Ligquid couldn't be any mil-
der

breast with a swift flick of his
homs, or he may kick as he passes
which bowls you over. Onca
you're down the fun starts — Alf
dashes in vengefully and, if you
don't get up quickly, stomps all
over you which requires a trip to
the hospital for treatment and
results in the termination of your
game. He also sits on you very
unprofessionally if he can which
also has fatal consequences.

Sometimes when you get
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 raallyngoaets
your score, Th hout the game
the kindly El Spikko airlines con-
stantly update your score and
write it on the drag flag attatched
to the back of a tourist packed air-
liner so you can see it as it hops
overhead.

Presentation 91%
iz

Graphics 83%

Although simpl
11 m 14

nd 81%
tune ch

sSult the game

Hookability 94%

Value For Money 95%

Worth every panny

Overall B9%
At Hertaimng prece of
softv
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Please send me ..... T-Shirts

Please send me Sweatshirts
Size S/M/L

[__J'ﬂ_li hirt or Sweatshirt! Cool black
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colour Eido/on motif on the back.
_- S s S Gmes T-Shirts £5 (incl.) Sweatshirts £10 (incl.) é

Send off now — don't forget to state your size.
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types of slimy alien have

invaded our asteroid beit!
And, as usual, it's up to you to get
rid of them. But what shall we do?
Send a reliable old space shuttie
armed with a laser gun to sort them
out? Yes, that sounds like a good
idea. Off you go, and don't bather
::::rming back if you're unsuccess-

I awks oh lawdy! Four different

The alien aggressors are being
raucous on the opposite side of
the asteroid belt, and this must be
passed through before your
assault can begin. The shuttle

starts at the bottom of the screen
and drifts slowly towards the mass
of rocks above. By moving left and
right and ﬁring‘:apidly. a path can
be cleared. shing up on the
joystick increases speed, but
crashing into a rock stops you
dead (literally). A bonus is awarded
if you pass through unscathed.
The shuttle then appears at the

108 ZZAP!64 July 1986

MOON SHUTTLE

Americana, £2.99 cass, joystick only.

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 quite docile. Progressive

was
mwﬁhﬂmmm
an imbecile chitd dropped on his
head at the age of six months. To
say Moonshuttle is simple is a
understatement. To say
oonshuttle is boring is also a
understatement. Without
rude mﬁn isn't & lot you
can say about Moonshuttle apart
m’%ﬂbwﬂ.

waves are more aggressive and
harder to kill.

Destroying a certain number of
aliens leads to more rock dodging
and blasting, followed by vyet
another alien attack, and so on,
urttil eventually all lives are lost or
you get bored and tumn off the
computer.

Presentation 43%
Two player option — that's
about it.

Graphics 36%
Below average and rather
elderly.

Sound 9%
simple basic and and extremely
elderly.

Hookabili

29%

May hook somebody .

Lastabllity 12%

. . . but they won't become
addicted.

Value For Money 18%

Not really a lot.
Overall 13%

Unlucky for some

eoH péAR L.t

RETURN OF THE

SPACE WARRIORS

Alpha Omega, £1.99 cass, joystick or keys

wise it's about the best version
of this arcade smoothy for the 64
to date. It's the

neat as well. Return of the

Warriors is 8 good game
and worth what CAL
are asking. a look.

dward Egg, from the planet

Egg, leads a hassled life. Liv-

gg@an the planet Egg is a real
head since all the inhabitants
are called Edward and also look
just like eggs. Edward Egg's life is
particularly hassled at this
moment in time since it's he who's
name has been chosen from a list
of thousands (all of the names on
the list being Edward Egg) to
defend planet Egg from the%aca
Warriors who have recently
returned. So, he climbs into his
egg shaped craft to do battle
against the Space Warriors whose
spaceships, by some very strange
coincidence, are also shaped like
8gas.

e battle takes place on Egg
Battle Platforms of Egg, an arena
of ledges specially designed for
such combat. For Edward Egg the
stakes are high; if the ovoid crea-
ture is thwarted by the attacking
SpaceWarriors then they claim the
planet Egg as their own by forfeit.
Oh nol ngst the attacking
hordes of warriors is a Colonel War-

rior, a man of distinction who is of
the particularly vicious wvariety.
He's easy to pick out from the riff
raff Space Warrior troops because
he flies one of the prestigious Blue
Eggships. =
main disadvantage of trying
to battle with Golon:gWarrinr, is
that his ferocity increases during
battle; he's a tricky customer so
Edward had better look out. Pro-
tocol calls for Egg battle to be
played out under strict rules; of
overriding importance is that no
weapons are to be used. On the
top of each Eggship is an Egg
destruct pad. Bumping this
causes the warrior's Egg ship to
blast into smithereens and leaves
the combatant’s Yolk Helmet to
drop until it reaches a ledge. If this
Yolk Helmet isn't collected withina
time limit then it regenerates into
Colonel Warrior. To make the com-
bat fair Edward's ship also has an
Egg Destruct Pad and if he's hit
then a life is lost.
Anocther nasty to look out for is

Although the
Sourcing e o
fact a good
mmm
classic Joust. m
pretty crummy
the with
el o e A
make | would have
loved to have seen flying
sprites MFM the
rather bland eggs, Suppose
that's have been too much to ask




the Grand Egg. Once proud leader
of the Planet Egg, this formery
respectable being turned mutant
one night after falling into a
radipactive frying pan. Now he
roams the Battle Platforms in
his denatu 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. After 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 tum
into Colonel Warriors.

Presentation B1%
Generally neat; some good
options available.

Graphics 38%
Eggs, Eggs and platforms,
blocky platforms at that.

Sound 77%

Nice sound FX though they do
at times with other audio

bursts.

Hookability 81%
Very Joustiike indeed and dead
playable,

Lastability 76%

Egg bashing can get a wee bit
repatitive but a good blast all in
all

Value for Money 82%
Arather 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.

SCORE 000000

SCROLLS OF ABADON

Americana, £2.99 cass, joystick with keys

or some strange and

inexplicable reason a Wizard

has transported you to the
game grid on the World of Abadon,
which just happens to reside
inside his head. He wants you to
please him by collecting all sixteen
pieces of his magic ‘amulate’,
which are spread over four levels
of increasing difficutty, and retum-
ing them to the real world where
you will be richly rewarded. All well

, but who knows what

and
avil lurks within the mind of a
depraved Wizard ... ?

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 ‘amulate’, 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 from one loca-
tion to the next. A useful plan view
map of any locations explored can
be called up at any time by pres-
sing the space bar.

pathetic

crummy sprites and glitches
abound. The sound is awful too
and really after a
e 18 pretty simpi uﬂ':
couple of plays we were well on
the way to solving it. If you have
pocka it B w5
your trousers catch fire.

It all sounds easy enough, b
there is one small snag —
whenaver a ?ﬂ(ﬂ is takan, an arrow
is left behind pointing in the direc-
tion from which you came, and
prevents you from tuming back.
Attempting to do so angers the
Wizard — so much so that he
sands in the Beast — a rather fat
and nasty creature who kills on

The Kitz appear now and then,
and follow the direction of the
amows. They are deadly to the
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 hmé and

poisoning you to death. Ammow Eat-
ers are just as unfriendly, but they
are harmiess and only eat amows,
excreting gems in the process.
Fortunately, there are various
spells lying around the grid which
can be picked up and usad to
good effect. A spell is activated by
typing the respective word on the
keyboard (provided you have a
spell in the first place). There's a
spell to freeze all nasties, aspellto
kill everything outright (except for
the Beast —he's invulnerable, you
sea), a spell to display the whole of
the map for the level you are on,
and a spell that allows you to
advance a level. Unfortunately,
each spell lasts for only 20 sec-
onds...
Points are given for collecting a
gem, a piece of ‘amulate’ or a
apell, and an extra life is awarded
every 20,000 points — handy,
since you only start with five.

Presentation 74%
Good instructions, a few
options, a gemo

couple of nice touc , such as

Graphics 38%

Poorly defined characters and
drops with bland colour
HTES.

Sound 32%
Iffy title screen music and spot
FX.

Hookabllity 39%
Easy enough to get into, but not
that interesting initially

Lastabllity 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

ZZAP! 64 JL{IY 1986 109@
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Second of the ‘Command Series simulation,
Decision in the Desert puts you in command
of some of the great battles of World War 11,
Decisilun in dﬂ'le E;esert ffi*atuIrEﬁ continuous
“accelerated realtime’) lively graphics, 4
highly intelligent units, :-;tr.a:}'r : '::puver— S
view maps and advance artificial
intelligence commanding the
computers forces,

“A very good strategy simulation”

SECOND EDITION!

The second edition of this popular and
highly acclaimed flight simulator.

“Solo Flight is a great game” _ e
Power Play OctiNov 1984 | -+ == "
“A real must for the arcade and flying ltwj R ]
enthusiasts” £ 3L “The best strategy wargame
Commeodore User Feb 1985 | have played”

Popular Computing Weekly

“Really excellent value for money, coupled
with clever use of graphics, sound and screen
scrolling.’

“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 Commodore User Oct 1985

USAF Reserve, ik ?{‘ﬂ?m .
President of T ¢ :
ihig ‘ Limited, Unit 10, The Par!ma'?'
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Tightendnwnyaw safety hamess.. kick the
ﬂghtﬂweﬂmﬁfwaminfmﬂw&m]!uf

= 5 &= a lifetime in ACROJET, your own personal jet!
1 F[RST ﬁUTHENﬂC SUEMAR[NE mrET simulates thﬂﬁ I a one-man, IEGI]

e e T T T T P S T T,
) & ﬂﬂ%mm mile an hour s Jet drcraf that s ully FROM D-DAY TO THE BATTLE OF THE
Exciting n, r crobatic an area could want
aphics and an ultra-realistic simulation of a zrm]g} SR i
orld War I U.S. submarine in the South Pacific.  ACROJET features 3-dimensional graphics,
“Excellent in every respect” Zzap 64  sophisticated instrumentation, incl the
“Excellent graphics and meticulous attention  outstanding quick response aerobatic man-
B detail make SILENT SERVICE a fascinating ~ oeu that can only come from a personal

jversion you'll retum to time and time again”’  jet! ACROJET builds upon the fine tradition of
amputer MicroProse's best selling Primary Flight Training

R e L L, ,  Simulator, SOLO FLIGHT, and uses the unique “in
the slot" 3-dimensional flying perspective to

me is a gmd buy, well presented
thcrrough%?' researched and emuyab]e to pla',"

Computer &
Video Games

allawﬂmsepﬂoﬁwhuhavesn&nedmsmﬂ
FLIGHT to -

experience the
thrill of jet
going to set a new

acrobatic flying!
. _ standard with an uutstandingl

combination of realism and playabili
maﬂm “Once again, MicroProse Ea % u-::ed a
2 outdane them- great product with lasting EPPEﬂl"
salves with SILENT Your Computer Dec 1985
SERVICE, are-creation | : o 2 e 3
mbrmnne =i 4 cass | &4 disk | Atari cass | Atari disk | Recommended Retail Price |
ations in the Pacific during World War 1L SOLO FLIGHT & e | ° J @ | © | Cassette £995 l Disk £14.95 )
aUE fleet submarine skipper, you canalmaost [ DECISION IN THEDESERT | @ @ | ® | ® | Cassettef]495 |Disk€1995
mell diesel oil and feel the deck rolling beneath | it rnTservicE A Ll A "® | ® [cassette £995 | Disk£1495
i feetwhlle Eeardungmewmml’amfmfar | ACROJET ! e | o FrY | cassette €995 | Disk£1495 |
anese shipping!' PRBES CRUSADE [N EUROPE L & e | o Cassette £14.95 | Disk £1995 |

Selected US. Gddprndu:t:ﬂsmdcedby

s @D WHSMITH  THE\WORLD'SFOREMOST SIMULATION SOFTWARE PRODUCER




NEW YORK CITY

Americana, £2.99 cass, joystick only

n the heat of tha 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 find 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 isit . . .

Just out of Smallsville is fresh
faced Ed, a country boy with four
hundred dollars to his name. In
New York fora trip with the aid
of his red atomic 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 radicactive
car, apart from glowing fluores-
cent Chernobyl green in the dark,
is that you can run over other cars
and convert them to a mere mish
mash of steel, glass and rubber
without any damage to yourself. In
his atomic car, Ed is to see the

twelve sights that New York has to
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 coma as a ise to you
that the traffic in New York is a little
more hectic than that of placid
Smallsville. There are two di nt
types of vehicle to be encounterad
on the streets of the Big Apple.
First, there are the relatively harm-
less cars; bump these and they
squish. But the tow trucks are

mean and nasty machines driven
by meaner and nastier mechanics.
In a collision, no amount of atomic
energy can _ﬁ_lrotact aplayer froma
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

c k

nk:luw the poor chap is in walk
mode and has to leg it to the local
garage to pick up his rejuve-
nated car and shell out $100 for
repairs. If this little escapade
leaves poor old Ed broke then the
game is over.

Ed can, however, collect more
money from the bank, but it is
under constant siege from a band
of bank robbers. This sort of thin
doesn't put off country boy Ed ang
the lad has to dodge bullets and

CASH
0000

felons to withdraw his $500.

To visit a sight you have to be in
pedestrian mode and Ed's car
must be parked. If the time runs
out on Ed's parkiq% 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 time. Each sight contains a
mini arcade game needs tobe

"WREREE THNGIET "

i O |4
GRARAGE
H

05 .9

completed before it can be
deemed as ‘seen’.

In the heat of the city there are a
million stories, why not give Ed's
story a happy ending?

Presentation 70%
Average title screen {
instructions and in-g pre
sentation

Graphics 32%
Simple, poorly drawn characters
and buildings

Sound 39%
=

nable titles s
and spot FX
Hookability 50%
Smashing up cars is the main
attraction imtially
Lastability 37%

Mot much to hold interest, but at
least there rmething
Value For Money 44%
You could do worse than spend
three quid on this.

Overall 40%
Beats getting mugged on the
subway

crean tune
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After enjoying considerable =
\\\\\\\ 51
cartridges. DISC DISECTOR "’“\\%,W |
V4.0
Now the fourth generation of the courtry s beading disc Back-
upfutility package & avallable. Varous improvements have been
incewporated to re-establish “Disc Desectior” as the witimate
weapon. Of particutar importance are the following. i
“EVESHAM 3 MINUTE MIBELER™ is the Latest vershon of the
infamous “Evesham Mibbler” now boasting ewen more power
protected dizcs in 3-4 mirutes. Handles the latest types of disc |,
pratecnon completely sutomatically. AL the tme of gomg o
press this program copied virtually svery disc program avall-
able for testing including the latest in games and busi-
nez software. (It even copees 128 format of discs in CPM mode
on the "1.28]. \
“DUAL DRIVE MIBELER ™ alicws the use of teo drives to make |
sven faster back-ups. Incorporates device number change [
software 50 no hardwane mods Necessany.
“NOVA TRANSFER ™ will transter to disc the [atest Mova Losd
programs inchuding muit] part loaders. A very useful utiity that
also includes routines to ransier "Summer Games 11" and “"Beach-
Head I to disc. :
"DHSC0"™ will transfer standard speed load softwane to disc
“TRANS QD" allcws you to save a last lnad SEIEm (0 your oawn
discs.
~“DOUBLE BACK UP" iz 3 wery fast two drive back up.
As well a5 these important neswvoomers all the old favourite utilities B
which have helped eam “Disector” such a large following are |
imcluded.  These include Menu Maker [selective], Fast |
Format, Unacratch, Disc Monitor, Disc Orderly, Fast Flie |
Copy. Inden, #te. #te.
The whiole package is menu driven and has fts own fast Boot system
it in for your comenience. Pays for icsell the first day your receive

it
ONLY £29.95 :
Customers with sarller versions may return them along with a
payment of £9.95 to receve V4.0
Al programs are CEM 128 snd 157071 compatiths In 64 mode.

o
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Cartridge
sage is . D":ll't ml.". the COMMpiLiter iy SWHChed on a mes.

“!'Mmm b in
X e e
Shose ackive ot e akan beritamby o om
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you change tn another make of COMEUTEr you Snply purchase |
& Py Ireviace fo st OMLY L249.00
DNEC NMOTCHER Allows o T sasily (LT 2 seomnd Wiite pro-
EECT MeRCl i yous discs. 50 that you Can use both sides. A very
wisful gadget ONLY £4.95
AITMATE BOOD Lets you realign the head of your data
CaiseTe quickly and easiy. Supplied Wit SuiTabie srewfiees

OHMILY £5.95
M DIENETTES The best quaiity drscs, Svaslable rom us at the
prce of cheap ones. Buy the besl, they st a letime. Bomes of
en—

SINGLE SIDEDOUBLE DEMNIITY E11.9%
DOUBLE SIDELDOUELE DEMNSITY £13.95
OR PACKED IN A PLASTIC LIBRLAITY CASE
SINGLE SIDETDOUBLE DEMEITY E11.95
DOUBLE SDEDOUBLE DENSITY E14.95
COMMODORE COMPATIELE DATA RECORDER
Periprms the same operations as the T2 or 1531 but a useful
nving, Al inchades a pause button [if for use with C 1 &PLLISS
Pl state] OMLY £E29.95

N
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SUBJECT TO AVAILABILITY. ALL ORDERS DESPATCHED THE WORKING DAY AFTER RECEIPT

Al Include P&P and VAT. Send ’
Prlf:cﬂt L ' cheque, Postal  EVESHAM MICROS MICRO CENTRE

e DOLPHIN DOS ri=oirrerence s STA EGEH@

Like everyone that has had the pleasure of seeing this system in THE FEATURES ¢

operation you will be amazed by both the speed and ease of  25x FASTER LOADING [PROGRAM FILES)

use. It is compatible with the majority of commercial software, 1 2x FASTER SAVING [PROGRAM FILES)

speeding up both the program loading and SEQ/REL files. 10x FASTER LOADING [SEQUENTIAL FILES)

Fitting requires the insertion of two sub assembly boards, one Bx FASTER SAVING [SEQUENTIAL FILES)

in the 1541 and one in the "64/"128. This does not normally 3x FASTER LOAD AND SAVE [RELATIVE)

entail soldering, afthough a small amount will be necessary (These figures do not allow for searching)

with some machines. Easy DOS commands from function keys.

Fast formats 40 tracks giving 749 blocks free.
ONLY £69.95 Centronics driver software inbuilt.
If you require further information please send SAE for fact sheet. Machine code monitor,
Operates with the CBEM &4 or 128 in ‘64 mode with 1581 disc drive. Can be switched out if necessary,
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BRIDGE STREET, EVESHAM, PERSHORE ROAD,
by phone. Callers welcome. Wide range of goods WORCS. WR11 4RY. ca:'sﬂm BIRMINGHAM.
stocked. Trade enquirles welcome. European orders Tel: 0386 41989 Tel: 021-458 4564
send price as advertised. Outside Europe £2.00 for
alrmall. Mall order to Evesham please. Ettn.ﬂ E

In Australia contact: MICRO ACCESSORIES of $.A., 39b Anderson Walk, Smithfield, South.Australia 5114. Tel: (0B8] 254 6284




n a clear night go outside
and look low, close to the
horizon, just below Orion’s
sword. Depending on how c;a;ar
the sky is you may see a very dim
star ermmzm alone, the star of
Jaraloba. Circling 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 , 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 without conflict, while the
cold planet supported a race of
mamalian descent who spent their
time locked in bloody planetwide
wars, fought with powerful and
destructive nuclear weapons.
ignored by the ians
they fought until only one tribe, the
Gorganitors, remained.
Unopposed, the Gorganitors
spent the next century channelling
their nuclear power into develop-
ing new types of fighting machines,
ce fighters, to enable them to

their gravitational chains and
conquer the planet of their peace-
ful neighbours. This happened
unbeknownst to the Jaralobians,
who had assumed that the stupid
race wera aventually going to
destroy themselves. Imagine their

Although this game is somewhal
olid (about two years) it has some
wonderful effects which have only

started (o appear in
games .ﬂm‘ma
rathar an old one but it's nicely

some of the sprites are a bit unim-
aginative. At first this
worth Tbﬁmmﬁmw

persavering isa

staal for three quid.

surprise when the skies suddenly
became black with many Gor-
ganitor fighters!

Being a peaceful race the Jaralo-
bians had done away with
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weapons and only one space
fighter, a museum display piece,
remained. This was hastily refitted
and the planet scoured to find a
volunteer to take on the might of
Gorganitor army single handed,
but this search only one fruit
wasbome, a 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

Bﬁjl)(}lﬂ’l

SENTINEL

Americana £2.99 cass, joystick with keys

it W

——

Y1008 Q

YARGETS

Approaching an enemy warship through its shields. Watch out for
that ming!

scores on battle simulators and it
was he who slid into the seat of the
space fighter and took to the
spaceways on a desperate and
suicidal mission . . .

Sentinel is a 3D point-of-view
Star Raiders type game which puts
you in the position of Robert, in tha
seat of Jaraloba's last starfighter.
The spacecraft, although ancient,
is still a pretty neat affair and is
equipped with a scanner, twin las-

ﬂrs.kPmtun Helix Missiles, auto
tracking, rdrive and layers of
Ybb(‘ll?.l?n hielding 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 flight
simulator style and a cursor is used
to shoot offensive laser bursts in
similar fashion to the arcade game




WossI5?

which is
Unfortunately your M
trouble . ..

Star Wars. You're not completely

alone when fighting and there are
four passive motherships you can
retum to every so often to get
repaired and gather new supplies.
These have to be 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 if the enemy in question
isn't swiftty disposed of the
mothership is destroyed.

The anitors are very deter-
mined to roy the Jaralobians
and are using three types of enemy
ships in their invasion task force:
swift, stealthy and unshielded
gamma fighters, Xanthallian
shielded cruisers and four huge
warships armed with the latest in
MNeo-Sophoric Demi-Shields. The
two smaller classes of ship fly
around in packs of three while the
warships are content to sit on the
edge of the Jaralobian system,
launch sets of fighters and orches-
trate new attacks.

When the game starts tfvﬁc\u‘m
asked to selact one of five difficulty
levels (skirmish, attack, battle,
itr;rasiun, anmgaddug#. After

ing given a encour-

rment from the hastily formed
Jaralobian Cabinet of War, Star-
fleet Command then the battle
baiins, Immediately a 6 x 10 grid
with the planet of Jaraloba in the
centre is overlaid on the screen
showing the sixty sectors of space
immediately around the home
planet. Any alien intruders are
shown on the grid as pixels so you
know their current location. During

ThaSector Map. The globe in the centre of the screen is Jaraloba
surrounded itor craft (the small diamonds).
0 (the blue oblongs) are also in dire

this period you can move a cursor
anywhera on the grid. Mowve it over
a sector and press the fire button
and the ship automatically goes
into hyperspace and heads
towards the selected arahaa. Dunntg
hyperspacin you Ve
negotiate a tﬁcky asteroid field for
acertain period of time (depending
on how long the journey isfrom one
sector to the other).

if you jump into a sector
mgﬂﬁd by renegade craft you
are ed to their presence by an
audio waming and auto tracking
comes into effect—your on-board

Mot being particularly fond of Star
e e
used b to
mh’;rmmmmmm
However, Sentinel hadme hooked
from the very start — the atmaos-
phere and pace certainly get the
adranalin flowing, and the many
mrwmmm?ddm
the feeling of ‘being t " I'mnot
sure why | like this particular
Raiders variant, but | do and |
rackon it's the best of the genre.

computer selects a craft or group
of craft and tracks them for you.
The selected craft are highlig
on your scanner with a cross and
you can steer your way towards
the target using the cursor. Other
on-screen information includes a
distance-from-target figure shown
under the cursor and an enemy
heading/bearing/speed indicator,
displayed under the main scanner.
An audio signal warms you just
before you reach the craft and your
ship automatically goes into com-
bat mode, a dogfight situation
where you must blast the craft to
kingdom come while avoiding their
offensive fire. When the sector is
cleared the stellar grid map is
rinted up on screen again allow-
ing you to proceed to another sec-
tor.

The primary targets are the four
warships, shown distinctively on
the stellar grid. A sector occupied
by one of these overweight hulks is
completely filled by its shielding
system, mnse%uanﬂy when you
warp into such a sector you
immediately run into the shield,
which is similar to flying between
two horizontal planes. In between
these planes is a congested
minefield which Kgu have to fiy
through to reach the target. Hitting
amine depletes your shield but the
mines can be shot with well aimed
missiles. The distance from the
mothership is displayed under-
neath the aiming cursor and using
this you have to guide your ship
through the minefield to the target.
When mu get near the mothership
the shield disappears to show the
warship, its a?osad 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 a realrave from thegrave |
was at how much
hmmm i

indeed and mora than warth the
paltry sum asked for it by
Americana.

Getting back to one of the four
motherships involves a similar pro-
cess of dodging shields and
minefields (although whlﬁ]a friendly
maothership has a stonking great
minefield around it is a complata
mystery). When you reach the
maoathership it extends a tractor
beam, draws your ship into its

warm and le interior and
repairs any battle damage
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 to
succassfully boot the tors
from whence they came you are
treated to a complete breakdown
of the mission, amount of shots
fired, shields used etc.

Presentation 95%
Informative instructions and birl-
Kant an-screen presentation dur-
ing the gamea.

Graphics 87%
Clever use of raster interrupls,
same great effects but some

spritas are rather dodgy.

Sound 69%
Afrmospheric sound affects which
really enhance the game.

Hookability 92%

Helpful instructions and in-garme
massages make this sasy to get
inta,

Lastabil 92%
Five difficulty levels and the fifth
ane raglly tough going.

Value For Money 98%
A great and challenging game for
only three quid.

Overall 93%
A supert Star Raiders type game
and THE beston tha Commodore.
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Americana, £2.99 cass, joystick only

ell the big and nasty
Americana Monster has
come and eaten
up Mastertronic's pinball table
and it's in there that the cute ‘n
smiley Sfamballfamily habitate, a
living clan of ball bearings with a : "
Il'upp{ disposition. The pinball Yo Y i
inside the monster's S 0 ... .issssssssssss -
stomach and the balls are in quite ) i e A e =
a bit of trouble. The pinball table : : |
is still operational and since the
monster's stomach knows that
the chewy and munchy slamball
family are sitting inside, it's sject-
ing them one by one into the
. The hole at the bottom of
table which normally recovers
the ball instead slides straight
down into the monster's
tract Lur:ki though you, as a
secret society of
ﬁa:mmﬁun nf cruelty to pinballs,
ined radio remote control
of lha table and you must now
prevent any of the Slamball family

3‘""“3&2‘&‘1 s

revolves
mnd a wtﬁlﬂ“: scrolling win-

dow of four screens’s
which covers the entire length of
E:Ps atormc.hl i ::hr:sain A
inin g
the 'play’ button it's up to
decide on the power at wh r.:hthu
ball is ejected into the playfield.
There are four sets of flippers All the features included ina
throughout the table and various | normal pinball machine are there
positions of the joystick deter- with bumpers, rollovers and
mine their movement — joystick awrrlhing alsa Evan anudge is
left operates left flip .Joystick | implemented for times of
right operates right flippers and axlmmadanget Hittin rﬁ
pullingback onyour stick causes | causes monster wo the
them to flip away. whole table wobbles as well.
When a member of the Slamball
family is about to meetits demise
it is quite wise to use the nud
feature as a last resort. Unfortu-
nately over use of nudge results
in the table tilting and your flip-
pers are then disabled until the
ﬂgrram ball hits the Mmatar't?
im canal. Veery digestive.
; mnmtamnt::h are a number
0 mach enzymes
held in groups of up to four, just
amin?o waiting for a slam-
- Ili pass over. almrbadill
rave over an enzyme disap-
pears ar:'.';d 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
muitiplier is increased. At the
most you can travel up to four
timas score, get anotherbloband | NN, = 0 ottt
the table resets itself to normal ZxSCORE
scoring. If all the enzymes are col-
lected then that level is deemed
to be complete and a bonus for
balls left is awarded.
e sound effects are suitably
ﬁienuj:mlly and all the while you can
the monster gently humming
ﬁmitsaﬁ as it trogs down the
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tedly be a mistake, because
Slamball is more than worth

Presentation B8%
Straightforward, with neat
and tidy on-scréen appear-
ance.

Graphics 65%

Large, rather simple and
strongly coloured, but ball
movemenis are convincing.

Sound 79%
Gaod pinball FX and stomach
rumbling atmosphere,

Hookability 96%
Can't fail it, nothing to hold
you back from instant enjoy-
ment.

Lastability 96%

This one has the essential
ingredient — you just don’t
know when to stop.

Value For Money 99%
At its low price it's a steal.

Overall 96%
A simply addictive and highly
playable pinball,
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J UST YOU AN D A CAR NAMED
o L K

ING TEAM.

SPECTRUMASK COMMODORE 64
L7995 895
SPECTRUM 48K, 'AMSTRAD

Ocean Software Limited, 6 Cer 1[r“u Street, ESEL M2 SNS. Telephone EIE -B32 6633 Tele l 669977 Oceans G
- D 2adn "'S. 1¥al 1'}". rom setect
'B.T SVHSMI L H " ATTTT WOOLWORTH LASKYS belows Greens., Spectrus good software dealers. Trade enquiries welcome

P iGN $62 Universal ity Swdiost iineudll nghts reserved. “at rademank o 11' cfg by Universal City Sl:utuus et
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ITHEW
TERMINAL MAN

i

INSIDE

NOT HERE,
KARRIAN —
NOT TO MEw
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NOT EASY —ONLY
GOT R FEW K's
HEIGHT LEFT/
WE'RE OQVER THE
CITY NOW —NO

s

| MANDRELL BROUGHT [N

N THE CRAFT ALONG - [l TRY,,. /
SIPE CROSS. EUTw: - =

DRAWN BY OLIVER FREY=

STORY BY KELVIN GOSNELL=
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A WEHJE THE \'
MISSE 3 \ T
pp \ WE CAN'T
MISS THE
BUILMINGS .

4 YESw Wou
NEARLY DID,. g
FIND THE CATHEDRAL-
WE HAVE AN
HPPOINTMENT,

START
LOADING THE FueL
CELLS INTHAT 'SACRIFICE’
CHAMBER - You'LL ENG
M FIT IN THE
‘ WHLL ELGTS:H

BUT AT THRT MOMENT —

| PON'T CALL THIS

MUCH OF R BRRGRIN,
UNPER CROSS' HAND'S THE

VILGARRE SOLIP TOP OF THE PLINTH CROSS/{OU PROMISED
L 2 TO BRING ME H SHIP,
ILL BE HERE ANY NIK OF

IS THAT FLYING CRRT
IS MUCH TO DO, CONTROLS AN/ umn'rs ﬁ?’fz’ CALL A

PRIMARY 1GNITION )
IS REMOTE — NOW
CAN 1,7
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YOU HAVE NO : YOU'RE A BLIND
INTENTION OF HON-

IZIOT, VI /
%Pﬁn 393,1;‘;?1':' Fi sl SHIP You WANT, % Y CATHEDRAL
PEOPLE WITH vou BUT, HERE, ALLTHE TimE. : A 'S A SHIP—
Yol mE?r}qp t';“'d' ALL YOuNEEDED . .

SO0k WAS F A
A4S DELIVER, UEL

CORRECT/ |
SUPPOSE THIS TOY oF
YOURS WILL PO FOR A
START — GURRDS
KILL THEM ALL./

YOUR
SIMPLE SUPERSTITIOUS
L MIND CALLED IT R
s TEMPLE OF YOUR GODS,

YOU SEE— DU o
BURN YOUR PEOPLE WITH N You HAVE
FEAR ANP PREJUDICE AND UNFINISHED
JTHEIR OWN TERROR BLINDS BUSINESS WITH_
E TRUTH./ ME:

Next month: Just Desserts.
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Neur LT (All Weather-All Terrain) jet stands fully fuelled™
~and fully armed. A vastinvasion fleefis anchored just off your shores.
¥ ;'?G-mundy forces have come ashore and are advancing on your positions
. . ‘protected by massive air cover... :
4w You are the last fighter pilot. Your country turns to you and asks ...
“/Are you good enough to be called an ACE?"

M’ﬁring tanks, helicopters,
s “ships and a totally unique
sfueiling seg ’nul:aﬂ;EisT:

" ng air combat
@EWMBW!‘I twin flying
mode {using wa joysticks) you ' Coscode Gomes Lid,,
can fly and tight with your L Hnrrngum,

friend as weapons man. : HEH Iuﬂ.ﬁ'
ACE — THERE |5 :

Telaphaona:

NO OTHER GAME LIKE ITI (0423) 504663

Sccrman shaty g soken brom the 00 & wenion; ©8 M5 ond YIC2D do not ko grownd obyeds.
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ming team (S T
Sensational No.1 | .V . )| ‘] "";r?lu'{' e D,
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CAPC;DM |

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

. Spectrum 48/128 — £7-954¢ass) o Sl
| Amstrad — £8.95(cass)™ " |
| — £44/95, (disc) -

Commodore 64/128 — £9.95 (cdss) %

— £14.95 (disc) -
BBC B/Electron — £9.95 (cass)

— £14.95 (disc) { | ‘ ' ' ‘ |
\Commodore C16/+ 4 — £7.95 (cass) | | :
| i %

Elite Systems Ltd. Anchor House, Anchor Road, Aldridge, Walsall, England. Tel : 0922 59165 Telex : 335622



