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ZZAP SPECIALS

51 A QUARTET OF LOONIES?
Sean Masterson gets behind the scenes at DELTA
4 :um-.lI grrangea an early look at THE COLOUR OF

86 TWIDDLING THUMBS WITH TWIDDY
Mr Penn goes walkabout Ludlowise with John
Twiddy, freelance programmer extraodinaire.

920 ZZAPBACKI

A reappraisal of the best of Issue 7 — uprating or
downrating in the light of experience? That is the
question . . .

109 ZZAPSTICK!
A trio of player/game interfaces examined by the
trio of humanoid/gameplayer interfaces.

| In which Mr Penn examines the fluff in his navel

| ers in oHering violence to an innocent white orb!

NORMAL BITS

7 EDITORIAL

and life in the Commodore world . . .

B ZZAP! RRAP

It's out with the Hermes and on with the roundup
of opinions as Lloyd deives into his postbag once
more.

34 ZZAP! CHALLENGE

The Scorelord involves a couple ofinnocent read-

HOT STUFF FOR NOVEMBER

20 WORLD GAMES
The latest high class offering from EPYX — we get
an early play and decide its well good.

26 DAN DARE

The battle against the evil Mekon and his green
treens continues, courtesy of the VIRGIN game
gang.

44 VIETMNAM

Tactics and simulation skills are called forin 88i's
re-enactment of an embarrassing American
expedition. Mot for Rambos.

55 TASS TIMES IN TONE TOWN
There's much more than alliteration to ACTIVI-
SION's surreal foray into the adventuring world . . .

122 SANXION

A Feenish mmmer has wreetin ur geeme
und THALAMUS are publishing eet . . . Isa gurd
geeem tul

144 TRIVIAL PURSUITS

The ultimate board game looks set to be a major

r':tt on computer thanks to DOMARK's ministra-
ons.

36 THE SCORELORD SPEAKETH
High Score gibber, gibber, rant, ego ego ego,
games gibber names.

37 ZZAP READERS TOP 30

43 A STRATEGIC COMEBACK

Mini Masterson gets involved in two American .
wars, one in Vietnam and one in America: VIET- |
NAM and JOHNNY REB II. A collection of letters
rounds off the warfare,

55 CHRONMICLES OF THE WHITE WIZARD
AWizzy workout with the usual help and hints, plus
a close look at ADVENTURESOFT s plans for the
future. Not forgetting TASS TIMES IN
TONETOWN, a wizard game indeed . . .

67 IZAPI TIPS

Britain's other 'Girlie’ Tipster gets to grips with
PEEKIing and POKing. No comic characters
allowed in the ZZAP! Tipsters chair!

97 NEWSFLASH

A monster dose of updates, from the LM Launch
party, through the PCW Show to a Mancunian
Commodore Show. Plus a host of other hot hap-

penings . . .

PRIZE COMPETITIONS

38 MUTATE A MINION
Andyou could win one of 30 copies of ARCANA's
Sizzler, POWERPLAY!

60 HEWSON HISTORY
30double doses of hot new HEWSON software on
offer: ALLEYKAT and IRIDIS ALPHA.

62 ROMAN BASHING
Find seven pieces of magic cauldron and
could win a complete set of ASTERIX bnoﬁunr a

copy of MELBOURMNE HOUSE's latest.

84 GAE THA'  STITCHEDI
Judo gear and 30 copies of UCHI MATA up for
grabs, courtesy of MARTECH.

B8 DIY WAR HEROISM
An opportunity for two readers to enter the COM-
BAT ZONE for real, thanks to PIRAHNA.

94 DARING DEEDS AND GREEN HEADS
Keep Dan and Digby on course for their computer
adventure — you know, the one by VIRGIN.

OF "'WHAT A
LOAD oF
Hype 7"

Al

The next issue of ZZAP! goes on sale from
November the 13th. Not only is it gonna be big, it's
gonna be beautiful. All glossy ‘n' nice. Lotsa luv-
verly pages. That sort of thing.
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TRACKER by Union
A totally new concept

wargames utilising artificial intelligence.
Versions will differ substantially to make full use of
machine capability. Controlling up to 8 remote
skimmers you must wipe out renegade intelligent
forces across 5000 tracks. One to one combat is

featured in fast 3D.

STARGLIDER by Argonaut Software

A true arcade quality 3D combat flight simulator of
the first order. A high action product with novella
and poster included. Featuring stunning graphics,
realistic sound effects and true 3-D perspective.

ADVENTURES by Level 9
JEWELS OF DARKNESS-A premier collection of

classic adventure

SILICON DREAMS-A modern space adventure,

These sizeable adventures are in three parts and
represent excellent value for money. Each contain
over 600 graphic locations and feature the latest
Level 9 text handling system allowing multi command
sentences, help and oops. Level 9 are undisputed
leaders in cassette based adventure and are

renowned for their intr

Software
in computer

iguing plots and puzzles.
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THE PAWN by Magnetic Scrolis

The most talked about adventure of the
year! Containing the most sophisticated
language interpreter and text-handling system ever
seen in an adventure together with 30 picturesque
illustrations and unique scrolling screens. Game

includes novella and poster

THE ART STUDIO AND
ADVANCED ART STUDIO by O.C.P.

The leading art and design package renowned for its
ease of use and comprehensive list of features. The
Advanced Art Studio is designed to stretch the
limitations of individual machines and incorporates a
low resolution mode on Amstrad and Commodare,
Manual and upgrade offers included. Printers
supported usiNg grey scale.

THE MUSIC SYSTEM AND ADVANCED
MUSIC SYSTEM by System Software

The best music programs for Commodore and
Amstrad. The Music Systemn features Keyboard, Editor
and Synthesiser, and Advanced Music System has
additional Printer and Linker [continuous linking of
music files)] modules, Commodore Advanced version
also has a comprehensive MIDI module. Utilising
WIMP technology with comprehensive manual and
upgrade offers where applicable
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“GAMES AT THE
| SPEED OF LIGHT.”.

: —~ ¥ LIGHTFORCE is for VENGEANCE............
: \ LIGHTFQRCE is the Punishment Arm of

Galactic Fighter Command.
When a Terran-settled system at the edge of
9 the galaxy is seized by an alien force, revenge .
i ’ comes in the form of a lone

. LIGHTFORCE fighter.
LIGHTFORCE confronts alien in a dazzling
battle above the strange landscapes of the
Ice-Planet, the Jungle Planet, Alien factories
and the impassable Asteroid Belt.
LIGHTFORCE — at the speed of Light . .
- from FTL.

SHOCKWAY RIDERS are the pick‘ofthe
street gangs - ATHLETIC,AGGRESSIVE &
ARROGANT -as they cruise along the

- tmple-speed moving walkways that circle
the great MEGACITYSofthe 21st Century.
THE ULTIMATE AIM OF EVERY RIDER
_isto go ""FULL CIRCLE"’ - to do that,he must
fight off the Block Boys,the Cops and the
Vigilantes - as wel! as negotiating the Speed
Traps and Rider Ramps erected by the angry
local residents!

SHOCKWAY RIDER is the most original
arcade gamé of the ygar -

THE ULTIMATE FUTURE SHOCK!!

B I LIGHTFORCE AVAILABLE SEPT. ‘86 °
SHOCKWAY RIDER AVAILABLE OCT. ‘86
) ' SPECTRUM£7.95
M, AMSTRAD & COMMODORE £ 8.95
o = ey

FASTER-THAN-LIGHT FTLFASTER THAN LIGHT, CARTER FOLLIS GROUP OF COMPANIES,
s SEDGLEY ROAD EAST, TIPTON, WEST MIDLANDS DY4 7UJ. Tel: 021-520 2981 (4 fines)




NOW WE'RE

BIGGER ST
4

/

ILL!

In only 19 issues ZZAP! has risen
from cult obscurity to bacoma the
biggest selling Commodore
magazine in the civilised World.
Naturaily, we're all very pleased —
and | hope you are too, since it
wouldn't have been possible with-
out you, our readers. | would like
to say THANK YOU to each and
avery one of you — and the best
way | can dothat is to keep up, and
hopefully improve, the quality of
the magazine.

Software Houses have realised
that we're the best and sothey are
supporting us with more advertis-
ing. This means that as our sales
grow, so does the size of each
issue. But the editorial content
m‘t faiter. We'll strive to ensure

at,

_As you may have noticed, this
issue is a monster 148 pages thick
and includes the usual host of
goodies, with a bumper news sec-
tion and a double D dose of tips —
the cup is certainly running over

Andthe bestis yetto come! The
next two months will see newsa-
gents’ shelves groaning under the
strain of heavyweight 196 page
issues, boasting even more
reviews, previews, news, features
and competitions than ever
before!

We're still on the up and up.
Stick with us and help usrisetothe
heights . . .

% é%m

THE ZZAP!
RATINGS

PRESENTATION: Packaging,
printed instructions, on-screen
Instructions, loading, play
options, program facilities
(including things like ease of
joystick or keyboard control),
On-screen impression — every-
thing except the game itself,

GRAPHICS: Variety, detail and
effectiveness of screen pictures,
guality of animation,
smoothness of movement.

SOUND: Variety and
effectiveness of sound effects,
guality both technically and
aesthetically of music. Also:
does sound annoy?

HOOKABILITY: How strongly
does the game make you want
to play it and keep playing it?

LASTABILITY: How long will it
keep its hold on you?

VALUE FOR MONEY: Takes into
account the price plus all the
above ratings.

OVERALL: With all the above
ratings in, this is IT! — what the
reviewers think in general.

THE ZZAP! LABELS

GOLD MEDAL AWARD:
Definitely a game abowve all
others in the month of review.
There may not be a Gold Medal
game every issue, but if there is,
get it! Just occasionally there

may be two . .,

SIZELEH: Hotgames of the
month — must normally score
around 90%. We reckon any
ZZAP| Sizzler is a great buy,
unless you really hate that
particular type of game.

Creative Devices 96 Palace 125
Creative Sparks 81 Pirahna 75,99
CRL 58 Rainbird 4,5
Database 104 Softek 39, 50
Databyte 108,126 Superior Software 15, 147
Domark 103 Thalamus 24
Electric Dreams Trilogic 137
15, 106, 107,131  Turbosoft 75
Elite 2,140, 141,148 USGold 16,23,30,31,42,48,
Evesham 116 49,53,54,70,79,82, 105,112,
Gargoy Sl Vdma TN
Erﬂnmraphln Virgin Games 69
40,41,64,65,66 ZZAP! Backnumbers 132
Hewson 11 ZZAP! Mail Order 142
I ine 29 ZZAP! Oli Posters B5
LM ine 61 ZZAP! Subscriptions 133
Mancomp 77 ZZAP!T Shirts/Binders 139
THE MONTHLY
SOFTWARE
STAR FOR YOUR e
US GOLD
CALENDAR

ZZAP! 64 November 1986 7




the Christmas
Forum responsibilitieg
desk to avoid bej
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STOP
OVERRATING

Dear ZzAp. This is a rathar waffly fallac you
Would rt}.:wntu please sglnp tf:-rzermt- know —5 not only were bur:m h
INg software, examples m 9ames buyers once,
Iguas 16 and 17 include Green Mhmo@mﬂﬁm
Bmur.?&uc.?eruhwebumof jm:ﬁkww.ﬂmyausuggaaﬁng
games, they are good byt H:ayﬂnn'i‘knuwmemfueof
not that good, On 1o Issue 17, money? Are yoy Suggesting that
Ghosts ‘n’ S is pretty Saﬂiﬂydm'tneﬂesswfﬂr
good bmforFauISUmnortﬂsa buyhagamasreviewmar
it's well worth a tenner—how the tney can't rate them honestly7 4
hell does he know if itis worth ten Value 8y rating is based
S, does he have to pay for on market value, not on whether
t? Basically, what I'm saying is YOu can actually afford g tenner
uniess the reviewers Payfor  ornot Asto Overrating genera
the games then the reviewers will how about mags that 5
nmge B, Iﬂauroﬂﬂfurmfs 10out of 10
P Mallabar, Tyne and Wear for that and so on
LM
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Dear ZZAP! People,
After monthe of it off I've
decided to write in air some

of my views. Firstly, a good

number of letters in your column
are from people complainin
about features includedin Pl
| really don't see what the prob-
lemsis. N forces these

morons to every of
your magazine ﬂ:huuge itiza
good idea to) so the answer is
quite simple: when Eﬁm ‘| hate
adventure games' Bloggs
comes across the fantastic
White Wizard's pages all he has
to dois turn them u;]er, not write
in demanding the column to be
removed from the magazine
because if it was we would iose
six pages of Wiz and another six
elsewhere in the magazine as
you would have nothing else to
printin its place. Quite seifish
really.

Selfish is a good link word for
my next topic. The software
industry. I'm afraid the quest for
moneay In this industry shows
through more than ever now.

o

Here are the six steps to making
a fortune:

1) Eali:lyaup the rights to a popular
arc

2) Hypaﬁ:mbysplashi double
page ads across m for
four months before program-
ming aven begins.

3) Take your time to produce a
fairly good Speccy version of the
game.

4) Release this version under a
flood of ‘exclusive reviews’. All
expenditure is now recoverad as
Spectrum owners rush out to
buy the game.

5) Knock up a crap conversionin
aweek forthe 64. Release it, but
don't send out review copies
until thousands of copies have
been sold to unsuspecting own-
ers who have paid two quid more
than Speccy owners (£7 for disk
version).

6) Send out review copies of 64
version. ZZAP! will tel ne
it's crap but CU will say its brill
because it's sold so many
copies, and so more lemmings
will rush out and buy it.

10-AMSOFT
3'CF2 Microdisks

Please send cheques/postal orders to:

Compumart, (Dept zz)
S Uniit 8, Falcon Street, Loughborough,
Leics, LEI IEH

v 122 v leny p

GOOD AIRI

You now have a fortune with
still the Amstrad version to fol-
low. Rush nutd and anew
sports car and go back to Step 1.
Does this sound familiar? It
seems to be that 75% of games
these days have some sort of a
licence on them. This is your
guarantee of a cosmically
product. Any new and ori
software now, mainly comes
from America but unfortunately
we have to pay at least a tenner
for it. Still on most occasions it's
worth it.

It'sgood to see your magazine
has stuck to its layout and princi-
ples rather than adopting ‘a
smooth new look modern image'
{which suits all those with IQ
levels smaller than their shoe
sizes) and printing pages of hype
about games which haven't been
completed yet assuring the pub-
lic it's fab, rush out and buy it
now.

As all us loyal readers know
you will never sink to the depths
of letting a robot write the letters
page (Hi Lloyd, you're not are

b

1',.
NG 1,%

you?) and some stupid woman
print tips and storm office blocks
(still the picture of Penn in the
nightie puts him under suspi-
cion) well | hope not ay.
One final question: when you
are reviewing a game do you take
into account the fact that most
games can be bought 25%
cheaper from mail order firms
when you print a value for money

7
Derek Baird, Alloway, Ayr

Answer to the last one — no, we
don't, it on published retail
price, I think your of the
get rich quick software kids is a
touch on the cynical side and a
bit sweeping too. There really
have been some very good
arcade conversions. However, |
do agree that continually churn-
ing out conversions is not only
tedious for programmers but can
stiffie originality — we all lose out
then. I'm definitely not a robot,
ﬂlsa casualty of the hi-tech age.

ZZAP! 64 November 1986
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Dear Lioyd, : o mgmmw@&mm
Whi ssue because more
IaraadhgaZZAPﬂ GS Wm you
Gold's new arcade conversion wmwmmmﬂy
releases. After the cap- in consumer product gets
tions and pictures  sold. Thers's very little shelf
| came to the usion that and more than
g::aummﬂbnrm mi‘m{w ﬂ”"m’:'&ﬁ
a
T A S
the real not H
body can afford these games statistics and consumer tests
I'm sure many 64 owners would  show those sell more
agree with me that there's no quickly. On top of that, there are
naadfq-tﬂm . padf.agililﬁél mmmmﬁmpﬂdh
wouldn't mind if it was coming in from
cassette which was sold WMMHM
as long as the price was , I'm sure would like
.1am sure these will  them to be cheaperin
axcellent, but to them has years
more it would be better  building up a unique form of
to visit an arcade and 10 cheap W
or 20 pence. | applaud initially Firebird
tranic and Firebird for their have long negotiations and
b

v warning. 1 you
head uptoo high, Y
nack. AS 10 YI:M'rt- 8
axtremely naugnty ot "y
magazines, keep up the very
very good work -

Reuben o ew my ar.
fame reference _Fln::ﬁ:-JJ i
contains no ru:jﬂ?- Wi .a_i 50 _.P ; 8
Not even the add ' bum’ here:
there

R Johnston, Jardanhill, Glas-

Ar/Wrs/Ms [~J Andad-
plied (pg B. ish ‘| :
arner), a few w ords
1 '\erii.r'lq. r'“'._-

th'E "Na"_q' il ST
ment of Mrs Thatcher
gertainly g_'-;::lun-:lsl___.

77 AP! offensive, read L
‘I:'Esarnﬁr (sometimes oW
Jamer’). The only naught!

purst you will find in 1!1|:_

meass of non-
that's only occas!
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Dear Lioyd,
Whilst flics
P Ot your brillj
I=aptemberiss
J‘-t-.*la erblaster Te f

e51, 50 | decided
0. Al nrs_t, Ithought 'y
3 points fwhich means

Cking through alf 124

art magazine
ue), | noticed your

Tated. It dig
l: i

én Masterson ook like

Player!) but then |
ed that you said if
could think af a
beginning with X_ G
i > ch F game—eayve
Ol Aevious? The ironical |
that | did not knews s o
game untili sp
It on page 35

Kn
La "N abDUt !hﬂ-[

that mearis | have
) T_;_'"Clr.l Said that
70 means that I'm
dndll'uﬁ been cheat-
G it e rr.- t. H:Jnesﬂ! Why
¥ull Organise yourself a bit

2 anyona

wommodore 64
areat, |
Neard
nng s

ed a praview of

ma C
piecas so Quickly.

Richard Supert; .
ssex perfine, liford,

DIS-EN-DISKED

Dear Lloyd,

Flicking h the pages of the

maost recent P!, | noticed

something very frightening—and,

no, it wasn't Penn in his latest ero-

tic Mickey Mouse nightie, but the
rowing number of disk-only

d games. Now, | have nathing

against disk drives, in fact, | would
like to own one, who wouldn't, and
this is why | am writing.

As the computer games
software industry grows older,
software houses strive for better

games. By now, people are realis-

ing that the 64 has been pushed to

its limits due tolack of memory and

so software houses are forced to
puta mml:)hax game on disk,
whichis all very

joystick wiggling C2N'ers? OK,

you might say that the games also

go onto cassette, but when this

happens you get things like Racing
where

D;faod o hﬁmm:md havi
a ame
tawaitEgasfmittaluad sepg-g
rate parts. More and more games
are going to suffer the same fate
and disk drives will become the
main computer software medium,

leaving the lwﬁ ority of
C2N'ers with cassette

games. Alright, games on cassette

which are not multiload, such as
Leadsr Eaard Tau Ceti, Mﬁma-
and many mare, are all v
o now. But in the future, u?&
ased games are going to set

") BISH Tlﬁzﬁum THEM
LAnGhaGe 7

well, but what of us

higher standards in the software
industry making cassette games
Seam date;:l. Simple, | Hﬁu
, g0 an rself a di

A T

And it would be, but people in
the age bracket of 13-18 just
haven't the resources to fork out
£200 for a drive, and then pay
another five guid more per game
bought. | would like to hear your

views on this as it is quite an impor-

tant prospect which faces man
young people with cassette 5
onl

Y.
Nick Nemeth, Ealing, London
You're right in the general trend,

although software houses are well

aware that they sell many less disk
games than cassette games, and
commercial interests demand a

reasonable cassette based market

hera in Britain. Sadly, the whole
MMMWWMCM‘
's original mess up with
not selling the 64 in Britain com-
plete with disk drive at a reasona-

ble price as elsewhere in the worid,

An American wouldn't even know
what a cassette loading game

was! It hasn't gone unnoticed that

Atari are making big inroads now

with their XL and ST packages with

cheap disk drives, but | wonder
whether there's en of Com-

modore left here to take notice. IS

THERE??!
LM

on't then | might
ch to CAVG instead.
sedthat Terminal M an
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_ROLLING THUNDER . &
" AITSALLEVKAT! ¢ o0

Take up the challenge and ride the whfel
of death. . . you'll have two things on®our
side — lightning speed and heavy
firepower — but to blast your way through

the 32 events on the space race calendar]
you'll need cash, skill and nerves of steel. .
will yours be the new name on the trophy?

Another fantastic and visually 5tunning

12 I

Pagadroid and Uridium.

For Mail Order send a cheque P.O o
Hewson Consultggts Lid, Order by Credi
Card sending your Access Barclaycaond
number, and g specimen signature. Don't
forgellilp enclose your name and address

+OR COMMODORE
CASSETTE £8.95
DISK £12.95
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Ocean Software Limited
6 Central Street Manchester M2 5NS.
Telephone: 061 832 6633 Telex: 669977



Dear Lioyd,
I' ke to get a few things off
rite? Throughout the

, software onthe 64 hasgot
y better and | hope it will

tinue 1o do s0. However,
prices of games etc, have soared
and it (to say the least) BOVVERS
me. i software houses and
authors alike lowered the prices

r games I'm absolutely

re more of the million 64

would buy more games,
proved by 'cheapo’

s for exampile Kikstart,
Biker, Thrust, Slamball,
se Delta etc — all around

It After reading your
s of Thrust | went and

g. | appreciate the hard
hat the author does to
game but software
get most of the winnings

Dear ZZAPI164

| am at the end of my tether, |
have 2 problems to tell r
‘agony aunts’ at ZZAP! Towers,
Firstly, about a year and a half a
go | was given by mP')"ngandpﬂ—
rents, two games: warrior
and Shadowfire. But unfortu-

nately both games failed to work.
| couldn't go back to the shop
because that was in Belfast, so |

read ontheinstructions that ifthe

mes failed to work to send

em to the ‘Beyond Factory'
with the receipt and they would
be replaced. | sent off the games
with aletter explaining why | had
no receipt and then waited, and
waited, and waited. Two months
later | rang up Beyond and asked
why my gameshad not been
sent to me, a man said he
would put them in the post as
S00MN af- possible. They didn't
comae. | have times
now but there's sign of the
games. The last call | made, a
lady said she would put them in

thus: they say ‘'we'll say it fora
tenner,’ so the author makes a

bit. This still does not justify the

high prices, though, and unfortu-
nately once one software house
doesit, the rest foliow. Usually, in

each edition of ZZAP! 64 thare
are a couple of Sizzlers and
maybe a Gold Medal. Unless

they are cheapies | doubt many

people can buy all the Sizzlers
and Gold Medals because they
are too dear! So, if the prices

were lower (around a fiver), more

copies would be sold and the

author or software houses would

not lose out,
You, Lloyd, are lucky tobe a

reviewer because you don't have

to buy the games. | hope
software companies are forced

to lower their prices, it would do

us all a favour.
Martin Smith, Southend-on-

the post that night and if they
didn’t come, to ring again and
ask for ‘Jane'. They didn't come
but every time | ring them they're
en .
ease could you get in touch
with Beyond and Jane and tell
them to get their fingers out and
send me my games back
pleasa?

Finally, why don't you print an
issue of issue one because many

ple missed the first issue of
| 64 and only got issue 2
Niall Maguire Weddon
uire k

Croydon

| am sure the people at Bayond
:w'ﬂh&mhmrdwurn‘eawh
hese CGH!EDHB&}‘D!H‘.‘,
send Niall his missing games!As
to issue one, you have no idea
what it would cost! E5-£6 per
copy | shouldn't be surprised. |
Mﬁmaw would really
mntmpa}r price!

Dear LM,

| have got ONE big complaint
about most software houses
concerning piracy. They all say
that there is too much piracy
about, but not many of them do
much about it. There is one sim-

Who says | don't have to buy the e answer: put down the price. |

games? The Great Newsfisld

Empire wasn't built on kindness pﬁpl%n;?ﬂ?r st:r:gf',r G“ f about 30 -
you know {freedom of speech is stooped so low and taped £1.99

sa much easier with Roger Kean
having been kicked upstairs).
Anyway, there'’s obviously a
surge of fealing against a stan-
dard £10and up price. All | would
suggest is that for really original
games ideas and implementa-
tion you must expect a cost —
such qualities are rarely sean in
budget games (though I'm not
arguing that their low cost that
makes them unplayable rub-
bish). It would be a shame ifin the
desparation for lower prices we
kifled off the development funds
needed for the better and more
complex programs (with thair
attendant music and effects, all
of which have to be paid for as
well).

LM

or £2.99 games. So it just goes
to prove, cut the price, cut the
advertising, then you will sell
more games and stop piracy.

| also want to complain that
there are not maugh original
gameas available. It's always a
beat em up, platform, shoot em
up, simulation, etc game. So |
have got one message to
software companies: ‘pull your
Pa ISS‘I:E::;Ima

u , Cheshunt,
Herts

There you go, you see — you
want budget prices for all games
and then compilain that they are
all the same.

LM
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. Nt issue of ZZAP! the
One with Green Beret on it. :j:t‘
TZ:'{”-”-?U an interview 'wif-h Ao
COmputer music make
Interview :

aring

Some

: rs. The
contained a number of
'INg words. Could Vou ;
tell me why these were
sary!
0 J? Jw S!’E}E'FI In other previ-
Yus ISsues that there have bee
anum ber of references ’rﬂ. t,:r -'IEH
local pub, and how u;:.:  SC >

using rElﬂQuage

tt:_rrnpa hold interviews down
”_fm_._mcm:;rml | understand is
the biggest drugofall, and many
;;j your readers are at the age of
1;‘—11 r Evr-n I can see how H‘uﬁ.se
17 year 0lds would be slightly
Persuaded by those references
of the Flatule ' some.

i nce Bitter or some-
This countr
THIS country may be 3 free

one, butlet’s not take libar

ake liberties by

TTER PILL

best mag the 64 will ever see
llike all the ZZAP! team and

: < DUT that view
was the most mCJr{]nL nterview

S the IC, asinine
drivel |'ve ever read. 4

Simon Bro
London " (13), Chelsea,

Well that's musi

cian 10U
bitter flatulence ac. O ¥ou, all
":-]bw{jus,f}—- the

and expletives.

ingless,

which is mean-

: Interview was
dccurate in cor "
phere!

and spoiling what js the

veying the atmos.-

i

Released on November 5th for the BBC Micro,
Acom Electron, Commodore 641128 and
Amstrad 4564/4664/6128 computers.

Repton 3 includes: —

# A Screen Designer — devise your own puzzies for Replon
to solve:

@ A Character Designer — alter any or all of the game
characlers

& Many New Features — poisonous fungi, time bombs, time
capsules, golden crowns

e 24 Screens — o prize competition Is being held
for players who complete all of the screens

ACORNSEFT

Regent House, Skinner lone, Leeds L57 14X, Telephone: 0532 459453
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Dear Lioyd,
| feel | must put in some points

1) Do not reset your 64 (at least
not with the earth lead that
comes out of the C2N). After buy-
ing Ghosts ‘n' Goblins then
m;ﬁmquiringmﬁ reset |

ided to try it, just once, won'’t
harm it, | A spark flew
out the back and when | turned it
on the power light came on but
no ready prompt. However, | did
manage to save myself £20 orso
by opening it up and finding the
fuse had gone and replacing it.
E}Thmhnbeanalnﬁm-:un- .
troversy about Lioyd ram
a:manm.asfnrasmyakﬁ:w-
ledge extends | can only say 'l

17,
4

4 ll’

think he exists’ for one reason,

and one reason only. He has a

completely different writing style
to all the other staff writers, just

look.
3) The Scorelord table. Ishe a
nerd or something, he changed
an amn'ral]( ﬁd table into a
pile of junk. k that most
people would like to see scores
to beat not just scores every
manth.
:i | partially do not agree wlligl;
atthew Spencer’s (issue
comments about Gary Penn, |
agree he is a good reviewer,
probably the best but he says
Julian Rignall will speak out for/
nst a game indifferent to
the others think. Well what

A EEEEEEEEEEEEN
L s B 1 0 R 0L 0 0 0 1 § J=

about Mr Penn then, just chack
back on the reviews of Arc of

1) I'm no great resetter but Gary
immmmymgnwmmﬁd
quite sa s0 as know
wﬂarynu'mdnﬂngﬂxﬂﬁum
perhaps).

E}Wﬂhﬂ. of course |
axist hawr{fqeofﬁmcmr-
ment on my writing style.

3) The high score table may be
revamped in near future.

4) Too true, Gary s an opinion-
Eﬁdﬁﬂh. »
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COMING SOON

oo F OTECWoA R E

Electric Dreams Software,
31 Carlton Crescent,
Southampton, Hampshire SO1 2EW.
Tel: (0703) 229694
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THE HELICOPTER FLIGHT SIMULATOR

- Wy
pird Bis L

BRUSH FIRE
s

BIX EXCITING
BESCUE & COMBAT SCENARIOS:

. “BRUSH FIRE" U m&“glmn%mmmgﬁm sl oig = DRIy
BE e o8 to save homes in the
The Original SUPER HUEY hills of California. IR,
“RERMUDA TRIANGLE" Your mission {8 weather reconnaissance, but in tha
Atari: cassette "-9.99, Bermuda Triangle anything can happern.
disk £14.99; and the “ARCTIC RESCUR" Battle in the harshest conditions to save lives.
Apple and Atari ST “OIL BLAZE" Save lives and fight the fire before the whole well blows!

ATLABLE L) .09
at %19.99 gmﬂﬂﬂﬂﬁﬁ?ﬁﬂ Cassette " nui 14
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AN EXT RAORDINARILY

BAD CHEST

Dear Lioyd and Yobs,

| am feeling extremely depressed

about computer software in gen-

eral. Where have all the people

?}ma with ideas? For example
ridium was a superb idea, |

know it was copied off shoot em

ups butthatis afield of -
. "So what,' W
ngon his Iarge ronacigar.

I

E‘hﬂn&w Bwyﬂrmlsmpwng
even

ThalﬂmusmthSanxmmx:h
looks very similar.

| too have good ideas for
games and am trying to get them
used. The other day | spoke to
your ex-teaboy who is sat on his
fatar. . . er, answering calls for
Thalamus and he said in his terri-
ble sarf accent that it shouldn't
be just the idea but also some-
thing backing it up. Well I'm sick
and tired of clones, Matthew
sodding Smith has a lot to ans-
wer for. Imean now it's gotto the
stage where everyone is doing
arcade replicas. I've got Ghosts
‘n' Goblins whoopea! Who
cares, it's just because they've
run out of ideas. Elite admittedto
thisin another mag and truthfully
s0. What's happened to games
like Elita?

Oh, by the way, Tau Cetiis tech-

nically a very good game indeed.

::'li.gfdaﬂ mm'ﬂ's] isti?:t
i ust
gmphmipc':sﬁmng:niliairasm
ga ay is .I've
agam#&cm. al | bet that
made JR and friends sit up. Ah
well. Yes, the big question is
where can the industry go from
here? It would be nice to look
ahead but what future is there? |
am sick and tired of people
churning out crap software at
£1.99. I'm on the dole but would
much rather £9.85 for
Lﬁdﬁbﬂwﬁzsermdnfhme
Gold Medals!) than bull l::hun'led
out by Mastertronic —

they do not bear the brunt of
blame for this. It's a greedy mar-
ket and | don't like that much,

is all worry about,
:'hmsn’tmthﬂwbﬁc
spends the brass and some-
times it's as to churn out a
ﬁ%mmﬂmmwumﬂmg

of crap. So where's the
good stuff?
Okay let me take your issue 17
for example, Knight Games
ﬁipdsmm‘ : hﬂ;%f

Personalities (ex }
Second City (Hmmm). The one
armdt%g;“nﬁtanlmkiwngdfur;f
ward er spendi 5
cashinthaamadasig%mmmn
could save me plentynfﬂ'msuh-ﬂr

stuffl Sob! | may give up on my
64, although | may get a disk
drive to widen horizons and Alter
Ego (drool).

After all this moaning | should
think you'll have mmin%md
say to cheer up this disillus
games player. Hope | have
amused you guys with this letter,
it's time to go — 1.37 actually.
Final on: is this
longest letter? Ah well, it passes
an hour or two — or three. Any-
way, I'm just off to get my arm
amputated as it's achi

SYorkahire

PSIpddalu:grthndﬁnn
Bond Paper envelope sol
expect results. 50

I don't smoke
whether it's the
but the next writer
much to say. ..
LM

I doubt
letter,
Just as

GREAT

Dear ZZAP! 64,

| have just purchased issue No 17
(my first ever edition) and | think
it is GREATI!

Alex J Jones, Wood Green,
London

PS s this the shortest letter you
have ever received?

If you had refrained from the exc-
lamation marks, Alex, it might
E:.m been.

QUESTIONS AND ANSWERS

Elmghmad (it's again
today), | thought I'd to you
as | have done many times
before. As a regular reader of

ZZAP!, Commodore User, and
CAVG, | would like to ask readers
to stop moaning about the diffe-
rent mags. Most readers don't
careif thinks amagis
crap, if they don'tlike it then they
dun“tmudlt.lnuﬂoedttﬂrm
ng

issue 16 me and a few others

were in, but this issue (17) we

wm‘tm,ar\fmm the
scores were higher

issue 17

mm review? This isn't
28 yet.
does

Rignall such a dickhead?
ﬂ anymﬂndpolminrm

mmmmm
is an ancient releasa?
quhdnmﬂmnﬁlgmllaﬁhadm

I}de'tﬂ‘na&pymm Tap-
per or Kung-Fu Master

J) does Green Hat have a
mhm,m

of
wmha ‘proper’ reset
u th ujg;gatanm

!-ﬁnwmpouphsﬂﬂmﬁafur
If? — it's ancient.
Saunders,

gain more readers, we were
now have a higher figure
amraﬂ stﬂmafhunhﬁrf-

M}Paopdamhfarmlsmpu
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NICE TO KNOW

YOU'RE
NICE TOKNOW

Dear Lioyd,
ZZAPPBJI is Great, Ex' and Brill.
But I'm not writing to say that! |
must say thank you to Elite Sys-
tems. Here's why — in February
86 | sent off for ¥ the
game and have been waiting
ever since, until, 10th of August.
| got a letter from them saying
how sorry they are for any incon-
venience . . . and {walt for it), by
way of cumpensatmn ey
enclosed a complimentary copy
Di their number one hit Ghosts
‘n’ Goblins,

| must say that it's great to
know that software companies
are concermed with their cus-
tomers Drdam and can make it
uEn_Eaas so0 THANK YOU

SLTD AND

KEEP UP THE GOOD WORK.
Stuart Collins, Folkstone, Kent

MNearly everyone seems to want
mbeefmmﬂwphaumso#s
nice to know there's one
satmﬁedmmfmﬂmm

|
= |

i
|
r




Dear ZZAP! 64,

KEEP THE
HUMOUR

I've been a ZZAP! regular right please, , please — no
ﬁmhﬂr&tadiﬁonardm mone Wlﬂl“
enjoy magazine. | have about E ‘re
mmmy nts until bnr‘n?mdm to read
m%'ve printing  think for of
aload of ute crap — 0ops, normal readers excluding,
| meant drivel — in the of course, these Jehbvah's wit-
columns. Letters nesses and monks.
from who for some Dammann Hughes, Kirkby, Liver-
i mmnmﬁmmM
the words ‘crap’ and 'sod’ Humour, like games, music, films
) § | amongst your hallowed whatever, is all a matter of taste |
Readers who condemn you for guess, and sometimes what
A cracking a little joke now and cracks us up inthe office doesn't
.fﬁ then about .etc. Have  necessarily amuse everyone —
' umpwlplugmmmm or perhaps we don't write
humour? recommend it in & manner that How-
forget about 64 and ever, throw it away, and you
stick to the Church Chronicle, | ﬂmwwm%n
am sure they will have no cause thinks is in ZZAP! That's
for then. how! at it.
\ Carry on with the humour lads LM
y

[NCLE BiMEo |S HACKED OFF WiTH T
COWARILY WANS oF HIS NEPHER.HE

FEScLYES To Do SoMETHIMG ABSUT (T..

FASTER! HIGHER ! (oW Bov ! DIS.IS

}‘i ‘*

TJUST LIKE IN SPARTIews!) FASTER)!

PUFF-ARRGH - WEEB
LWELE BIMBo SoME, FORDOT ) i
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Dear Lioyd,

| think your magazine is excel-
lent. Especially your section.
Grovel, grovel! | would just like to

comment on what a job |
think the reviewers do. They
never seem to get anything but
criticism in your section. They

say what the game is like, not

hering to think about whoitis
going to annoy. it must take a lot
of bottle.

The only complaint about your
magazine is the bad language
sometimes used. My 8 year old
cousin was looking through the
magazine and came across the
words 'crap’ and ‘sod’ quite a
few times. He now uses these
words all the time so could you
please refrain from using them.

Also, could you please tell me

mﬁmﬂappﬁarintha
wﬂhlm'lbp before they have
aven been released. Also, | was
very sad to read in Issue 16 that
Gary Liddon was leaving you. |

thought he was the best reviewer
by far. | wish him every success

in his new job at Thalamus.
Admt-P!hZAP!rudﬂ.\'hr-
rington, Staffs

I agree with you, Devoted, they
do a great job, and look at all the
thanks they get — maoan, groan,
complain. . . It’s certainlyadog'’s
lifa baing a ZZAP! reviewer, up at
the crack of dawn, never in bed
before 3 (in the afternoon) etc,
ete. No wonder they're given to
swearing now and again (al-
though a sod is a lump of turf you
know — have you ever |

your young brother may be pick-
ing up some of these words from
school)?

Top 30 — readers vote for the
ﬁm they like. Why they vote

unreleased games is beyond
me and perhaps Gary ought to
check that those are embargoed
&ﬁf&ﬂﬂrmﬂs&

So much for BVReubenisms,
s0 much for this month too. |
look forward to your letters

' (honest) and in case you're

new to all this, the address is:
LLOYD MANGRAM, ZZAP!
RRAP, PO BOX 10, LUDLOW,
SHROPSHIRE SYB 1DB.

, albs M NEXT TIME:
: i .f,. OEES Wi PR E
EUHFLLFI‘ | )1 nmmﬂ
.'\ L Th




Can you meet the ultimate challenge?

NEW Spectrum £9.95 tape

NEW Commodore 64 £9.95 tape, £12.95 disk
Amstrad CPC £9.95 tape, £14.95 disk
BBC/Electron £9.95 tape, £12.95 disk

. ——= —=23 =4 Purnell Book Centre, Paulton, Bristol BS18 5.Q




JORLD GAMES

US Gold /Epyx, £9.95 cass, £14.95 disk, joystick only

ollowing on from the

immensely successful Sum-

mer and Winter Games
series is World Games, a sports
simulation that takes you around
the world, embracing the tradi-
tions and customs of eight diffe-
rent countries. The program allows
up to eight people, representing
any of eighteen different countries,
to compete against one anothar
and go for gold.,

World games has a comprehen-
sive options screen which allows
players to compete in either one,
some or all of the events. You can
also practice an event to your
heart’s content. If you compete in
an event, or events, though, you
are only given three attempts to
prove your worth. Each event is
loaded individually.

The disk version has two extra
features not present in the cas-
sette version. Firstly, any outstand-
ing performances can be saved to

ere are two type of

disk for posterity (or ego trippin LIFTING (Russla] ; _andowed weightlifter. Th

—whichever Ymuye{njwﬁﬁnnsﬂ?ge'g r:ﬁgltgﬂ‘ﬂ of the Sltmids you step o e Shﬁaﬁ ﬂ:i awﬁﬁlfr?ward and backward movements of the

ondly, there is an option to display lifts: ‘clean and jerk’ and ‘snatch’, botn con D‘r‘? weight when the joystick is pulled back — lifting '!5

a location description before you 2 tick. In the 'snatch’ your strongman picks up the weig Lsh. Sounds easy, but timing is absolutely

compete in an event. ﬁgﬁﬁw pushing, snatching by pulling, and thﬁmr]\al tl!ltrLE:n% yroﬁr lifter will drop the weight. The ﬂiﬁg
Here is a breakdown of each of Citical. Push or pull too fast or take too long at any forward and backward movements an

ore
i R and jerk’ uses a similar control method, only there are m
timing is even more critical.

LOG ROLLING [Canada)

Balance and agllity are the order of the day as th
players attempt to dislodge each other from 8 tic
large, floating log by spinning it back and forth. By of

and icy piste, To com ; has you skiin rhythmically moving the joystick left and right, & g
course and can be m isqualification. Your m jates, hitting the sig i o YO NEve
- Oved | i Hrman autom e fencing or i
putton while turning smedsa:t r;;:}trr{lgr-rt by pushing the jwsticﬁt:ﬁ?ﬂgfgfed% own the ver tli'%ﬂl:-.f ﬂﬁ.’ﬂg

the tighter parts of the course & Mmovement, usefy| for negotiating evant direction, F'ressmg the fire

BT s e R R S S S e e SR i)
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P,m:m' ""tm lﬂglﬂm|
S8 timing an nerves of steel . )
taking want.i are essential in this breath ﬁ

press of the fire button launches your diver into
‘tl"h“ia air, where he proceeds to fall until he hits th:(:ruam- ballﬂw

iver falls, and
ensure that his back is arched to count . b {

wind. As soon as the water looms into view, straight out
enter smoothly, then quickly turn to avoid hitting gwasga beLﬂ
hdlvecanbemadpfrmnmnfslx

\ hts, t '
maximum points a dive must be made f:;nal-g o a e

cliff, 118 feet

—
)

i d throws the caber w )
- 'fagm’ 2 he fire button is depressed, the furt:gra forward the
Thuabefa ng&rm in his hands. Releasing the mmw bl

B th the caber. Should you throw too e bipirtoont
ﬂlatmmcabemwr will land quite dramatically on gither y

or toes.

thrown; b‘e;pf:mrmmﬂar

flaton his dazed and pant-

ing. . . could go on for ages
describing the numerous

BULL RIDING [America)
Bareback action at its most exciting and competitive. By keep-

each event is extremely playable

:':llub;r;ﬂyétuur wits aﬁnm you and moving thhe Jmﬂkfin tggj correct in wmﬂb‘rhu mﬁnyx so than

] : ; lon, you have to try to stay on the of a belligerant an

' | the log. Pressing the fire h““mm‘-"*?ﬁﬁt."'ﬂ direc- b for ai%rgt ruelling seconds. There are five increasing sumo wrestling and ﬁ
| § ton of roll, thus momentarily unba obtaimed by 20gressive bulls to test your bareback riding skills o the full. ling events are my

' § opponent. High scores can only be ""‘l"“d by  orif you are in practice mode, a second player can control the mw head-

| Quickly removing your opponent from thelogand - R0 attempt to make you eat dirt, to player. With
 § maintaining your balance as you do so. World Games to play for many

months to come, | can
wait for Winter Games I/
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What can|say? Epyx have again
come up with a sports simulation
that knocks the detritis out of any
other sports simulation on the
Crget everything oe, i 8 he
i ng else,
mjannf ‘state of theart’. The
graphics are nothing short of
miraculous, and the animation is
totally out of this world. There are
so many brilliant W this
programn, seeing is the way
00
is unbeiievabie! Forget the
Fairlight, SID can do it too! The
game is a pesky multiload job,
but then it's worth wﬂmw
second for each event to A
Go and get it — it does for the
Commodore what Trident does
for demolition!

CAXERON
l( GBR)

SUMO WRESTLING (Japan]

CAMEROH

gﬂlﬂll‘l. JUMPING [Gc
ince the advent of this sport i
ity Sebi 5‘; i ?twr 300 years ago, there has been many a bruised posterior to tell the tale

he last barrel. At the beginning of thi
up to tell you when he's ready. You can then set him s ar . B K b o oA e thurribe

] . ' im skating across the ice by moving the joystick left a
?r?ﬂ:;r:v%u;ﬁ trgry;gm ”13 m&s; r:zgr:r;mt. ar|1lu_:l S0 bg i welmimed take-off. Pressing ?he firje ytr:rutmn sengg
3 pulling back on the joystick braces him for landing. If fail
complete any on | BB el
oo E’%d . y one of these manoeuvres correctly, then your skater could end up badly battered and

CGBR) U0 CLEARED?

Presentation 99%

Graphics 99%
Sound 99°

Hookability 98%:

UImgo - COXAPUTER

Lastability 977%

Value For Money 97%
ar head-to-head event, you

i i i two play :
it tiing the Oriental way. In this one or e s them
ﬁ;ﬁg g?r:'-ap?; mﬁgg: :H: m:ar??]f yc?ur opponent b; E;LTar-r tgggll.:r;% t;'l?smm’:‘% tt;i ﬁ'r%s e t?: e aing
I I pect e ' s the Utchari. All moves are
out of the ring. There are twelve moves pento 6acn Py B ettor known as A i noves r
s trip_gi:ng._aa ll?‘tlgi:g::t‘i:kﬁ Poinatl?::l::\%nly be gained by fast, successful moves and a quick
accessible vi o
the shorter the match, the higher your score.

Overall 98%

#
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. / Many eons ago, an advanced te hnelogically
g orientedcivilization was forcedto evacuate the Earth prior
tothe Ice Age. Now these Xevious people are returning toreclaim

their heritage through conquest.
From the controls of your Solvalu super spacecraft, you must defend the

Earth from takeover by the Xevious invaders|
a search and destroy mission, you will cruise over the scrolling landscape,
.}hviousgroundentrenﬂ)ments and zapping the air targets that come into
range. Easy. But now leck out for the flying mirrors — impossible to
destroy; a collision will spell certain death!
In the event of your surviving wave after wave of enemy on
slaught you will encounter the controlling force of the |
Xevious offensive; the Andor Genesis Mother Ship! This
Is your goal. A direct hit to her central
disable her, but do not be lulled into a fals® sense
of security. Xevious forces will soon re appear
* to renew their attacks with increase
cle 'THH_THI“I:HH'H"I.I .

%

reactor will

Another chssiﬁ. '
Atari coin-op hits

the 64! ZZAP 64°

Commodore 64 £92%, £14%,

Spectrum48K g7

CASS.

Amstrad  £9% £14%

“Kevious is engineered and des“?nad by Namco Ltd. Manufactured under
license by Atari Inc. and US. Gol » 213 Holford Way, Holford, Birmingham B6& 7AX,
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JEEP COMMAND

Bug Byte, £1.99 cass, joystick or keys

just crossed the East/\West
invasion was a sudden

one and NATO didn't have the
chance to completely organise
their forces. Vital leplans must
be delivered to various parts of the
country so things can become
organised. Since they're too impor-
tant to send via radio or telephone
(lest the enemy intercept the
broadcast) they must be delivered
to their destination by jeep

ermany: July 25th 1989,
and the Warsaw Pact has
border.

despatch. And you, being one of
the best drivers in the country,
have been ordered to make the
delivery. The territory you must
cross is unfamiliar to you, but
orders are orders . . .

Jeep Command is a version of
the old arcade favourite, Moon

Patrol, a one way horizontal scrol-

ling game. The jeep appears on the
left hand side of the screen and
can be made to accelerate or
decelerate by moving the joystick
right or left. Pushing up on the joys-
tick makes the jeep jump into the
air, the duration and height of the
jump determined by the velocity of
the jeep.

The route you have to follow
takes you across some very rou
terrain, including rocky roads,
chasms, and caverns, If the jeep
comes into contact with any land-
scape feature, such as a hedge,
tree, mole hill, stalactite, chasm,
crater or wall, then it explodes,
resulting in a loss of one of the five
jeeps made available during the
game. Fortunately, extra jeeps can
be aquired at regular intervals
throughout the game.

The jeep’s jump facility is the
best way of avoiding the land-
scape features, but there are other,
more sinister hazards which come
from the air — bombs and
grenades. These drop from the sky

and bounce about, waiting for you
to drive into them. if you're fast
enough you can blast them using
the jeep’s machine gun. The jeep
can fire in two directions, usaful for
shooting grenades which some-
times come from behind.

There are six different sections
of landscape, indicated at the bot-
tom of the screen by a bar graph
which increases and changes in
colour as you progress through the
landscape. Other on-screen infor-
mation includes a speed indicator
{yet another bar graph) and your
sCcore.

As you progress through the
landscape the going gets tougher.
Landscape features pack closer
together, rrs«:p.lin'ng}1 very pracise
jumping to clear them. Hills and
scaffolding aléo make an appear-
ance. The j@ep can climb hills with
ease, but usually there's some
nasty hedge at the bottom waiti
to catch an unwary driver. Scai-
folding can be used to avoid travel-
ling along the ground, although
sometimes even these have

impassable hazards — you just
have to work out which is the bast
route to take.

Lastability 77

Challenging and pl
toughie.
Value For Mon

Although it would
any higher,
buy.

Overall B2%

Arevamped oldie, but a goodie
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an Dare, pilot of the future

and comic book hero of the

fifties, continues his adven-
tures . . . not on paper, but in the
form of a computer game — cour-
tesy of Virgin's Gang of Five.

For the uninitiated, Dan Dare
first appeared in The Eagle comic
in 1949 and quickly built up a huge
following which continued until the
demise of The Eagle in the 1960's.
He reappeared in 2000AD in the
late seventies and thenagain when
The Eagle was relaunched in 1982,
During these years he successfully
averted many putentiulg terminal
threats to mankind, and through-
out his adventures one alien made
his presence known more than any
— the green swollen-headed
Mekon, along with his group of fol-
lowers, the Treens. This despicable
creature, twisted beyond mea-
sure, has sworn to terminate man-
kind's existence, but so far his
efforts have been in vain. Until now
thatis. ..

Dan kicks off his computer
adventures with one of the tough-
a5t missions he has ever volun-
tesrad to undertake. The Mekon
has captured an asteroid, placed
an atomic bomb and a nuclear
fission drive at its centre, and has
sat it on a collision course with
Earth, If the asteroid hits its target
then Earth will meet a certain
doom. But Dan and his chums,
Professor Peabody, Digby and his
pet ‘thing’, Stripy, are already
winging their way towards the
heavenyy menace in the starship
Anastasia in an attempt to avert its
potentially deadly threat.

The game & a flick screen
arcade adventure set a few

the asteroid. Unfortunately, the
mission has already run into trou-
ble .. . . as Digby and Prof Peabody
were leaving the Anastasia they
were aﬁmbua ed by theTraega and
carried away to a compound deep
below the asteroid’s surface. Dan
and Stripy managed to get away,
but now there's an extra problem
— Digby and Peabody have to be
freed from the Treen prison before
the asteroid can be destroyed.
Dan's adventures begin on the
surface of the astercid. He has to
make his way down into its interior,
done by climbing down one of the
many ladder-lined shafts. Doing so
takes Dan down into a system of
caverns which lie just below the
surface. Here, exploration yields
its own rewards, but care is
needed as the place is crawling
with Treens which pose a direct
threat to Dan's mission—and exis-
tence. If a Treen is near a cartoon
caption appears at the bottom of
the screen warning Dan of the
imminent trouble ahead. If he stays
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DAN DARE

Virgin, £9.95 cass, £14.95 disk, joystick only

moments after Dan has landed on-

put, the Trean attacks and Dan
automatically goes into ‘fight
rrmda'—-dliboxmntliningtwn

is | on the screen,
Ora reiaies 16 Dan and the other o
the Treen. Pushing the joystick up
or down moves 's guard up
and down, and pushing
makes him punch, When a punch

interactive cartoon strip.
Brilliant stuff Gang of Five —
when are you doing a follow up?

lands home the recipient loses a
chunk from his energy bar, which
has fatal consequences if it
reaches zero. If this unthinkable
event ever happens to Dan, the
game ends and the Mekon will go
on to old Mother Earth.

Dan can also dispose of the
Treens by lobbing grenades, done
by pressing the fire button and
maoving the mﬁck backwards.
The problem with this method
i that Dan has a [imited amount of

ades — and at least ten of
are neaded to destroy the

During the game it is possible
for Dan to interact with certain
objects. If Dan moves near to an
object, a caption appears at the
bottom of the screen. Keeping the
fira button and moving
the joystick back or forward cycles
through a series of ions, dis-
played in the caption. what
you consider to be the right action
appears in the caption box, taking
your finger off the fire button exe-
cutes the action. There ane quite a
number of objects which must be
correctly used before it's possible
for Dan to delve even deeper
underground and access to
the Mekon's control centre.

When Dan finally reaches the
control centre similar principles of
object interaction and fighting with
Treens apply. But also the
problem finding and fresin
Digby and Prof P&gbody. destroy-
ing the three computers which
control the jectory of the
asteroid, and finally mesting the
Mekon himself in a deadly confron-
tation in which there can be only
one survivor!

"‘ﬂ




After nearly two years of inten-
sive and pensive ing,
Andy Wilson has come up with a
brifliant game — the best arcade
adventure I've played yet, It's cer-
tainly been worth the wait. There
are many neat problems to over-
come rhm:;ﬂ;mur the game,
Some easy, others tough— all of
them logical and satisfying to
solve. Dare also looks
superb — lan Mathias has pro-
duced some exceptional car-
toon quality graphics to comple-
ment a very playable and highly
competent interactive comic
strip. Dan Dare is quite simply
ten pounds well spent and | have
no reservations in recommend-
ing it to any ﬂrfdamade adven-
urer,

However, there isn't an end to
Dan's problems even if he does
manage to dispose of old green
bonce; the Mekon is a sly charac-
ter who doesn't let the fact that
he's dead stop his revenge. He has
made sure that in the event of his
heart stopping, a powerful time
bomb will start to tick down. This

Ithink Virgin made a good choice
in producing a different Dan Dare
for each computer, as thereis no
way the version would
had worked as well, As this ver-
sion stands it's one of the best
arcade adventures on the mar-
ket. The things that really impre-
ssed me were the torch sear-
chiight effect and disguising
yourselfas aTreen. The gra
are beautiful, especially the
backdrops in the Mekon's under-
ground complex. | really enjoyed
playing Dan Dare — it's a brilliant
game which shouldn’t be mis--
sed.

gives Dan a mere two minutes to
get back to the surface of the
asteroid and escape, companions
in tow, in the Anastasia,

To make matters worse, there is
also a time limit to the whole game
— Dan having from 12.30 to 13.00
hours to completely finish the
opearation. Will he be able to do it?
He's never failed before — but then
this time the fate of the Earth is
also in your hands . . .

Presentation 94%

Very effective use of cartoon cap-
tions. Excellent on-screen presen-
tation.

Graphics 96%

Superb cartoon style characters
and backdrops — reminiscant of
the real thing!

Sound 70%

Suitable music and spot effects.

Hookability 97%

As easy and enjoyable to play as
the comic strip is to read.
I.a!ta'blllty 21%

The Mekan and his motley crew

have plenty of nasty tricks up their
sleeves . .

Value For Money 90%
An expensive, but novel interac-
tive comic strip.

Overall 94%

A highly original and playabie
arcade adventure.
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r Megafat has always
been a fat, wobbling
lump of lard. But atleast
he's a happy fatty. One day he vis-
ited the doctor to get his athlete's
toenail cured, and during the
course of his examination the doc-

I T
ﬂ sional  product,
only this fime

there’s one flaw . .. there’s no
real game. As s the case with
other Players' releases, the
graphics are very pretty, the
music is quite jolly, and the pre-
sentation is first class. Unfortu-
nately, thara's very little to do and
what is thers, is too easy and ulti-
mately very boring. However, Viel-
ocipede Il is simple enough fo
appeal to the wvery young
gamesplayer, so | wouldn't dis-
miss it totally — especially for
only two quid.

Once again
Players have come
up with a profas-

tor remarked that Mr Megafat was
vary, very overwaight. The doctor
diagnosed that if Mr Megafat
didn't lose weight as soon as pos-
sible, he would keel over and die of
a heart attack before the end of the
week! Gasp! So shocked was Mr
Megafat that he bought a unicycle
and started a strict and strenuous

SCORE
01505

SFEED

COUNDTEE
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VELOCIPEDE Il

Players, £1.99 cass, joystick only

fitness course. This is where you
comein. . .

Vielocipede If is a one-way, hori-
zontal scmliin% ame in which you
play the role of Mr Megafat on his
guest to fitness and a slimmer
waistline. Unfortunately, the land
he lives in is a strange one, and
isn't really suited to a cyclist. Con-
sequently, his little jaunts in the
countryside are fraught with
dangér. Luckily his bike, the Vel-
ocipede lI, is fitted with the latest
in plasma cannons which can

destroy anything that gets in his
W
en the game starts, Mr

This game was

designed with bad pﬂmpﬂa{m
s g gl g
jump occasi and you've

cracked it. The Em
idea — a sort of Moon Patrol on
a unicycle — but it's just too easy
peasy. Still, who cares, it's the
ﬂrsf%m!w::ampmmﬂnmﬂ
64, . w wheres the Scorelord

LIVES LEFT

J

COUNTEE

Megafat trolls out of his house and
mounts his trusty unibike. The
screen scrolls from right to left and
you have to guide the jelly-like
character to his destination. His
velocity can be changed by mov-
ing the joystick right or left, and he
can be made to jump by pushing
forward. Along the route there are
many hazards, both animal and
geographical, which have to ba
avoided. Holes in the road and
creepy crawly creatures can be
jumped over, and anything bounc-
ing along at head height can be
disposed of by shooting it with the
plasma gun.

If the fatty is stupid enough to
fall into a hole in the road, he loses

" LET OWT QUICKS (B
-
v

[ . As it stands
it's totally ridicuwlous. Not only are
the four levels no more than a few
screens but getting

long,
rhrlwmrhem involves very little
skill, graphics are quite nice
and the sound isn't bad at all, but
the game is virtually non-exis-
tent. A shame when you consider
rhemmﬁnfafﬂmoi))xm;?mg-
rams in the players range. Avoid
if, unless you want to waste a
couple of quid.

one of his four lives. Crashing into
a creature, however, increases a
damage bar graph, displayed at
the bottom of the screen. When the
damaqe bar reaches the end, a life
is lost.

There are four different routes,
each a set distance in length,
which have to be completed
before you can tackle the first one
again.

Presentation 9
Competant in

tion and neat Lo
Graphics 76%
s hunky,

colourful and pleas

complir ol
Hookability 58%

Cheap at
not much ']
Overall 36%

Anice idea let down by poor con
tent

- ;L
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wo worlds — the mirror image of each
other, touch in space through a
Time-Warp.

©)| ne is positive, good, familiar — our World;
the other is negative, evil yet unnervingly

familiar.

heir interface — a time window through
which objects and beings can pass;
contact has resulted in the beginning of
exchange.

3|
[F_ estore our World — stop the invasion, but
do it now, for as the exchange acceler-
ates, the time window grows larger —
domination is a hand!

STARTLING ACTION - INNOVATIVE GAME PLAY - STATE OF THE ART 3-D GRAPHICS

& Central Streets Manchester M2 SNS=Tel: 061 834 3939«Telex: 669977



JACK THE NIPPER

Gremlin, £9.95 cass, joystick or keys

ow naughty are you?
H MNaughty enough to smash

Mummy's plates? Or put
weed kiler on Daddy's prize
blooms? If so, then you must be
related to the 'omidist little kid-
dywink in the whole of the known
universe . . . Jack — the Nipper.

The implicit charm of Jack the
Nipper is that it is almost a com-
plete cartoon, real life people —
none of this alien bashing, etc.
Perhaps you never had the guts to
smash your brother's model
asroplane, but now with Jack the
Nipper you can do just that and be
as bothersome and awkward as
you like.

Jack the Nipper takes the form
of an arcade adventure, in which
the various rooms are arranged
into several streets and houses.
Each room contains several
objects which must be collected
and used in another location or
smashed up thera and then. The
art of naughtiness is to learn which
bits of fumiture can be leapt on,

Certain objects must be used in
conjunction with others. For exam-
ple, you will need the weed killer to
kill the flowers, the soap powder
for the Launderette, and so on.
Normally, the other inhabitants
of the Nipperville happily wander
around in an unorganised manner
with nothing to do but their every-
day shopping. However, should
you get out your frusty old
peashooter and fire a pea at a pas-

which ubﬂacts must be collected,
and which objects can be broken.

HAUGHYTYOHE
T T T Tl T Tyl
OANE PRUS

greatly, but if you fancy some-
thing out of the mainstream of 64
games, then this might be worth
checking out.

TER
Ty THT T YL

ED

serby, then the whole street turns
on you and attempts to smack
your poor |ittle botty, With all this
botty slapping you gain a rather
sore rash, which is measured on a
scale at the bottom of the screen.
When the rash level gets too high,
ou lose one of your five precious
ives, soit's best to be very naughty
without getting noticed too much!
If you are carrying a key it will
give you access to smaller rooms,
which can be found in odd places
like behind the back of radiators
and through walls, which usually
lead to separate platform games.
Many entrances or exits are only
one way. For example, going
through the radiator in the bank will

AT A VERT

.

/’m BARBOOL

eventually lead back to your bed-
room, but you can't go the other
way. The town is quite complex, so
you will need to map it in arder to
discover the quickest route bet-

DAY A WALK B0 1. Sraied.
= T 'zf?_:’.i WE ARE
e, F i | - 1
=P F r_‘“;a", s
i ] (AR br / -
: - =" e

o &
e, i

begin as a 'wimp' and must work
your way up through the rankings
to ‘little horror’. If you're a real
wimp — well, you've got no
chance!

TER

SHUGH Y VONE
‘} HiH I! ViK1

OAME PAUSED

ween picking up an object and
using it.

_ Atthe bottom of the screen there
I5 a naughtyometre to measure
Jack's level of naughtiness. You

Jack the Nipper is
a cute little game
which offers much
fun and
long? The mm But for how
: are all quite
amf::zsy to solve, and
a you've completed it there
isn't much to make you load it
again. There are u!ofnics:?i
tle touches to the program, like
the way you have to collsct the
Walkman to get the in tune
going, but really isn't

gmmkeepahardmw
adventurer going for

Presentation 89%
Good | stions, Excellent in-
game tation.

Graphics 82%

Attractive in every way,

Sound 87%

Re nable t

areat In-game 2 SIC.
Hookability 80%
Instantly appealing and addic-

tive

C ck at times,
Value For Money 68%

Expensive for what it offers.

Overall 75%

vel approach to an ageing
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A QUIET ROUND

Once again the overworked primadennas Penn and Rignall decline to
become involved in the Challenge, so | am forced to instruct two readers to
enter the arena. For a change, | decide to set a more sedate challenge, a
game of precision and skill rather than frenetic activity. My biochip repair
unit is itself temporarily out of action, and | cannot risk becoming over-
excited, for damage to my ravaged circuits could lead to major problems
while the repair facility remains inoperative. Time, maybe, to go private and
acquire a new biochip repair module rather than continue to rely upon the
standard issue equipment installed in my craft under government safaty
laws . ..

Leader Board is my choice for the puny humanoids — it is rumoured that
the so-called Lloyd Mangram may have some vague connection with the
game this program emulates. Indeed, itis a rather strange game indeed, this
Earthling *sport’ of Golf. According to the rulebook, humans have to don
strange garb and stroll round an unkempt sector of planet Earth. Small white
spheroids with strange runic indentations and the words ‘Dunlop’,
'Slazenger’ or similar devices emblazoned upon them are struck with
adapted sticks. The fundamental object of the pastime seems to involve
beating the white spheroid until it is forced into a small orifice in the ground
marked by a pennant.

Despite the apparently interesting violent aspect of the game, | can find no
pleasure in this ‘Golf". The white spheroids employed appear to be totally
inanimate, displaying no signs of sentient life. Stranger still, it is the player
who hails the fewest blows upon his sphere who is judged the victor. Earthi-
ings have no concept of satisfying gamepilay.

| remember playing an amusing game on a small planet adjacent to
Betelgeuse, which may share some form of interplanetary relationship with
the archaic and tame Earth game of ‘Golf’. Small creatures were goaded
from their lairs in the nitrous swamp zones of the planet with specially
adapted electroprods, and then systematically struck with laser fire, goads
and neutron-paddies around a marked course. The winner, in this competi-
tive sport, was the being who achieved the most pleasing meld of trajec-
tories and high volume from his small creature,

I no longer expect Earthlings to have any sense of occasion or amuse-
ment, and decide to make do with Leaderboard rather than a few rounds of
‘Screamfly’ (the nearest Earthlanguage approximation to the name of the
Betelgeusian game).

The names of two Earthlings were provided by my shipboard computer as
being passably proficient at Leaderboard — Michael Law an unemployed
youth of 16 who lives in Blackburn, Lancashire and Chris Smith, a 14 year-old
resident of Wimbledon in London. The day is appointed and suitable cam-
mands issued ., , ,
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Mick arrives on his own, but Chris
brings a travelling companion, a young
humanoid by the name of Greg Sim-
monds. Oddly, the trio have not don-
ned appropriate garb for the contest
— their trousers do not end at the knee
and their socks remain hidden
throughout the day! Maybe the words
'‘Plus Four' have some undesirable
connotations in the minds of ZZAP
readers . . .

A leaf, water and milk emulsion is
pravided to soothe the frayed nerves
of the competitors. They clearly need
to recover from the strange means of
'Getting There' provided by the
archaic transport system involving
metal guide rails spread over the
ground that you Earth beings utilise.

A single game, played over the third
course on novice level is to decide the
ultimate victor in this Golf Challenge.
In accordance with the archaic rules of
the Earth game, the winner will be the
player who inflicts the smallest number
of blows at the end of eighteen ‘hales'.

WATERY GRAVES

Mick tees off first, selecting a ‘five
wood'. The fool swipes the ball straight
into the water! The object of the game
does not involve drowning the

spheroid, so he tees off for the second
time, only to repeat his error. Obvious|
shaken, he changes to a ‘one womr'
and tries again, this time hitting the
spheroid straight up to the ‘green’
effortlessly.

Chris tees off. | am amused to ses
him send a spheroid into the sea. Chris
appears to be a quicker learner than
Mick, and doesn't repeat his error: the
white orb soars over to the green with
his second stroke.

Aso-called 'putt’ has to be attemp-

ZZAP

Is it & young Robin Askwith and junior Lim

No
.-""

coated Chris and the spiky-haired Mick pr

T

Chris appears perfectly confident outside the door fo ZZAP! Towers,
raising a digit to prove his aplomb. Mick, meanwhile, lurks in the

background looking mean and moody as Greg leaps into the picture
from the right. . . .

ted in order to strike the orb into the
hole, and both contestants need to
axecute 22ft putts to complete the first
hole. Chris manages the operation
with ease, but Mick fails narrowly, and
finishes the hole with a a 3ft putt.
Chris drives his first shot into a mud-
bank at the start of the second hole,
and then plays safe, using a three iron’
to drive up the 'fairway’. Mick has no
problems, driving straight up the fair-
way and then using a 'seven iron’ to
place his spheroid on the green. Chris,

[




-

) No it's the trendy-
, ng to do battle

on the other hand, uses a six iron for
his shot and successfully drives the
arb to within six feet of the hole. Both
players down their their putts with
ease, Mick completing a 25ft shot.
They gain ‘eagles’, or 'birdies’ of somea

AQUAPLAYING!

Mick starts the third hole by wondering
which club to use. He eventually
selects a 'three iron', but drives the
white orblet into the sea. This aqueous
fixation! Applying a ‘five iron’ to the

LL L L I 1 0 FFr 07 0 F F 0} ----H----q 1

problem, he manages to drive safely

s down the course. Chris makes an idio-
1 tic error — the fool forgets to select a

“five iron’ and strikes the target sphere
miles into the sea it with a "one wood'.
He soon makes up for his mistake with
a successful drive, Two more strokes
from each players get them onto the
green ... Chris putts a 30 footer to
keep him on a 'level par', but Mick fails
a 28ft putt, concluding the hole on his
second attempt to go "one over'.

Onto the fourth, and Mick takes
three shots to finish, while Chris takes
four, failing a 28ft putt. The duo are now
on ‘level par'. Hole five is wery
straightforward with both players tak-
ing three shots to complete the hole,
giving themselves a score of ‘one
under par' in the process. The sixth is
also played simply by both players,
and they commence the seventh hole
‘two under par’ — level pegging.

The pace of this strange game of
skill is so sedate that | have to make a
conscious effort to prevent my sleep
circuits from automatically cutting in.
Some frajectories are interesting, but
the game is silent and to me, rather
unsatisfying, owing the the inanimate
nature of the spheroids. Missing the

Mick's loaking a bit hangdog in the background — perhaps he's just
sent another spheroid to a walery grave . . . A wide grin spreads

across the Chris visage

A classic ‘off the wall’ pese from Chris and Mick. . . .

shrieks of pain that feature in
"Screamfly’, | concentrate on mixing a
Chiorine Dry, Straight Up, No Washing
Soda from the bleach cabinet. During
this time Mick drives the dimpled
sphere down the fairway with a one
wood, and | watch as Chris follows.
Both use “four irons’ to drive onto the
green, but Mick's shot s far more accu-
rate than Chris’ effort. Mick putts, smil-
ing as the orb rolls in. Chris has a prob-
lem — a J4ft putt over a rather awk-
ward green. He ponders fora while and
then putts, but the white globe stops
inchas away from the hole! Chris is
now trailing by a single shot.

UNDER PAR

Mick starts the eight hole looking con-
fident and smashes the sphere down
the fairway with as much power as he
can muster. Chris, after a few whispers
of confidence from his friend, follows
suit and whacks his troubles away with
a thump of his "one wood'. Both use
‘seven irons’ to get onto the green, and
finish off with short putts. The scores
now read ‘four under par' to Mick and
‘three under par’ to Chris.

Halfway through the course, and
Chris is in trouble — after whacking
the orb down the fairway he overhits
twice with a “five iron', sending the
white object spinning out into the
ocean. On his third attempt he gets it
onto the green, but has to attempt a
hefty putt. Meanwhile, Mick
makes a mistake, hitting a mudbank
on his tee-off. He soon makes up,
reaching the green with two confident
strokes and leaving himself with a 50
putt. | watch intently as he aims with
the cursor and putts, but he overdoes
the power and bounces out. A 4ft putt
leaves him ‘four under par’. Chris,
under pressure, goes for his mega putt
and | watch in amazement as the round
one trickles over the green at speed
and falls into the hole — impressive
indeed! A good shot under stress leav-
ing him with a score of “three under
par’.

The tenth sees both players using
‘one woods' to whack the spheroid.
Mick uses a "two iron' to get onto the

green and set himself up for a Tf putt,

: but overestimates on the power and

bounces off the hole. Chris uses a
'pitching wedge' to do the job, and
then downs a 121t putt with ease, leav-
ing Mick to clear up his mistake and
end up with the same score as his
opponent — ‘four under par’. Both
players down the white globule in four
on the elsventh hole, ending up 'five
under par’, Mick tees off on the twelve
with an ‘eight iron’ to the green and
then muffs a 14f putt. From four feat
away he completes the hole, but can
only watch resentfully as Chris com-
pletes the hole in two and moves into
the lead with ‘five under par’ to Mick's
“four under'.

UNLUCKY THIRTEEN

The thirteenth proves unlucky for
Chris, who misses a relatively simple
putt and takes four shots to finish the
hole. Mick selzes the chance to catch
up and finishes the hole in three shots,
Six under par apiece!

At the fourteenth it is Mick's turn to
drop a shot — hitting the into the sea at
the tee-off. Chris retains his cool, tak-
ing four shots to complate the hole.
Mick takes four shots, but his early
mistake leaves him trailing. The same
sequence of events follows at the
fifteenth: Mick makes yet another mis-
take and falls another shot behind.
Can he make up the deficit in three
holes? There is some excitement swil-
ling through my circuitry — if only the
spheroid would vocalise its pain!

The sixteanth is completed in three
by Mick and Chris, leaving the score
‘six under par' to Mick and ‘eight
under par' to Chris. Onto the penulti-
mate hole now, and Mick looks
panicky. He watches Chris tee off and
land in the sea. Then Chris tries again
and gets onto the island. Mick tees off,
gets onto the green, but fails to
capitalise on his opponent's mistake;
he misses an 18ft putt. From a few fest
out, he makes another miscalculation
and is forced to putt again, inches
away from the hole. With a grim expres-
sion he can only watch Chris finish the
hole in another two shots to get a score
of 'nine under par', Mick, with his score
of 'six under par’, can only win with the
aid of a miracle, it seems.

Chris tees off at the eighteenth. |
wonder if the Wimbledon lad is going
to make a mistake, but sit back stun-
ned . . . A'five iron’ helps him hola the
orb from 168 yards! Mick, just to show
that he can do it, also uses a 'five iron'
to enter the hole, this time from 179
yards. Impressive indeed, but to no
avall — Chris emerges the victor with a
score of ‘eleven under par’ against
Mick's ‘eight under par’,

| attack the bleach cabinet with
refief, indulging in the Earthling tradi-
tion of the 'ninateanth hole’ as the con-
testants contemplate 'Getting There'
again, via more metallic guideralls and
Ludlow station . . .
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ACE (Cascada)

26,890 John Doyle, Kilmamaoch, Ayr-
25,300 Jamas Dufty, Cheylesmone,
Coventry

17.750 Bruca Wood, Harworth, S Yorks
BOMB JACK (Elita)

E:ja,mu Hatti Jarvelin, Oulu 14, Fin-
441,100 Andrew Maddison, Goventry
407,980 Chriz Gues, Weymouth, Dorsat
CAULDROM Il

{Palaca)
153,750 John Reynolds, Duxford, Cam-
%Sﬁuﬂnhw. Shildon, Co

am
100,250 Tony King, Egham, Surrnay

COLLAPSE
181,552 Gary Penn

DRAGON'S LAIR (Software Projects)
30,910 Martin Cayla, Clifton, Notis
24,787 Adam Turvey, Sidcup, Kent
23,817 Steva CQuinnall, London SES

ENCOUNTER
648,800 Andy Clifford, Aylestona,

Laicaster
553,900 Mick O'Railly, Rishton, Lancs
FLOYD THE DROID (Ariciasoft)

4,920 MJ Lenton, Burton-on-Trant,
Staffs

| Towers

GRIBBLY'S DAY OUT

62,6899 Peter Evans, Abarporth,
15,729 Tim Veal, Portishead, Bristol
24,776 Steve Lee, Guildford, Sumey
GREEN BERET (Imagina)

1,058,870 Martin/Jon Black, Sheffield
626,260 Robert Thys, Phlhpsmlm
480,900 Nigel Froud, Godalming, Sur-

reny

GHOSTS AND GOBLINS (Elite)
128,300 Paul Hodgson, Holland Moor,

126,500 Meil Shumsky, Cheadia Hulma,
108,500 Graham Poole, Ampthill, Beds

HERCULES

511,080 Scott Carstairs,

Reanfrewshirg

258,110 Alex Maxwell, Uckfield, E Sus-
SEX

INTEANATIONAL KARATE (System 3)

302,000 Shazad Igbal, Bury, Lancs

234,800 lan Foster, Milnsbndge, Hud-
darsfield

186,000 S Curran, Chelmsley Wood, Bir-
mingham

IRIDIS ALPHA (Llamasoft/Hewson)
103,820 A Phare, Maridon, Paignton

KUMNG FU MASTER Gold)
990 Stephen F'gn.snai For-

MMW Braughton
- ;
1,518,446 Hanry Gibney, London N7

KORONIS RIFT (Activsion)
ﬁmmm. Stirling, Scot-
&mﬁ}hwm Ipswich, Sul-

KNIGHT GAMES (English Software)
85120 Michael Smith, Stockton-an-
64,275 Damian Aubrey, Pendeford, Wol-
werhampion

LEADER BOARD
(US Gold)
=19 David Barker, Faltham, Middx

-17 Matihew Bayne, Horsforth, Leeds
=17 Simon Jearons, lidey, W Yorks

AMATEUR
-3 Paul Hodgson, Holland Moor, Lancs
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This month sees a change in the format of my highscore tables. The
system of refreshing the scores month has now been drop-
ped, and the old system of havi 8 top three scorers on each
game printed continuously until they are beaten has been

reinstated. This means that all the scores printed from now on are
thabggst to date, giving all you fearless video fighters a clear target
to L.

Don’t forget that | am now constantly monitoring the highscore
tables to find the most consistent highscorers, Early on in the New
Year, five readers of the right mettle will be summoned to partake in

the ZZAP! CHALLENGE CHAMPIONSHIP, a play-off to decide who
is the greatest of my high scorers.
Keep playing — you are all under my scrutiny,

THE SCOREI.ORD
SPEAKETH

2,691,200 David Connor, Aintres, Liver-
poal L30

RAGING BEAST (Firebird)

104,374 Paul Ellis, urst, Kemt

67,092 Matthew mam Bai,

Birmmgham

ﬁ.’],m hm hew Dodd, Braunstona,
Laicastar

el

mmmm Junc-

tiaon, Lanak
25_5,123 uﬂhmsmckpm Che-

146,250 Duncan Burke, Calverley,
Leads
72100 Steve Quinell, London, SE9

SPLIT PERSOMNALITIES (Domark)
404,700 Rob Brown, Portobello, Edin-

L B00 David Cook, Marley Potts, Sun-

deriand
230,700 Paul Tudor, Stourbridge, Ped-
mora

THRUST (Firebird)
715,400 Sean E!artm Hockley, Essax
474,380 Chris Smith Fglvar Rangea Mar-

5?01 Firabird

.EEPU Andrew Johnson, Pudsay, W
TAU CETI (CAL)

20,465 Robert Elliot, Middlesbrough,

Cleveland

20,260 G Sampson, London E15
19,880 Paul Lennon, Cralgavon, Co
Armagh

TRAP ata
m#m'me élmm Liverpool L23

429,510 Colin Bayne, Glenrothes, Fife
328,500 Robert Elliot, Middlesborough,
Cleveland

URIDIUM )
3,428,985 Andrew Macka
1,183,610 Kim E Kjer, 2
Denmark

1,615,035 Ged Keavy, Huddersfield, W
Yorks

aeg L!'.rerpmhiﬂ-

\HW

24,600 DA Ashcroft, Wirral, Cheshine
21,200 Danny Pratt, Southampton
ﬂ.*ﬂﬂdnhnlgoﬂe. Kilmarnoch, Ayrshire

WARHAWK [Firebird)
1128, 726 Mick Law, Blackburn, Lancs

YIE AR KUNG FU
mmmmMmm

g‘mmwmm
N4
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S ivarat Fating: 83%

AR oL
ZZAP Dvarall Rating: 94%

6 () MERCENARY (4%)

. £9.98 cags, £12.95 disk
COwverall Rating: 98%

7 (8) SLAMBALL (4%)
Amaricana, £2.00 cass, £4.95 disk
ZZAP| Overall Rating: 96%

8 (11) KNIGHT GAMES (3%)
%wﬁm £12.95 disk

9 (9) SPINDIZZY (3%)
Elactric Draams, £9.98 cass, £14.99 disk
ZZAP! Cvarall Aating: 98%

10 (7) PARADROID (2%)
Hewson, £7.95 cass, £12.95 disk
ZZAP! Orverall Rating: 97 %

23 (21) KUNG-FU MASTER - S |

14 (14) WINTER GAMES 24 (23) PITSTOP Il

m&u&w £1495disk LS Gold/Epyx, £0.86 cass, £14.05 disk
huum ZZAP! Overall Rating: 81%

15 (22) DRAGON'SLAIR 25 (26) SENTINEL
Wﬂgrﬂ.ﬂtﬂﬂ mﬂm&ﬂmﬂ%ﬁm

16 (15) BOUNDER 26 (-) HARBALL
Gramiin Graphics. £9.95 cass, £14.95 disk  US Golc/Acoolad, £9.8 cass, £14.66 disk
ZZAP! Overall Rating: 97% ZZAP! Overall Fating: 3%

17 (13) SUPERBOWL 27 (-) SILENT SERVICE

Ooean, £9.95 Mnog:m £9.95 £14,95
Wmmm:mﬁ ZZAP| Overall Rating: 88% G

18 (20) TAU CETI 28 (-) PARALLAX

CHL, £9.85 cass, £14.95 disk Doaan, £8.85 cass

ZZAP| Overall Rating: 3% ZZAP| Overall Rating: 93%

19 (16) ELITE 29 () STARQUAKE

Firebird, £14.95 cass, £17 .05 disk Bubble Bus, £8.95 cass

ZZTAP! Owerall Rating: B5% ZZAFID\UBIHI!W:BG%

30 (25) BOMBJACK
Elita, £9.95 cass, £14.95 disk
ZZAP| Cverall Rating: 47%

20 (19) COMMANDO
Elite, £9.95 cass, £14.95 disk
ZZAP! Overall Rating: 77%

YOU COULD WIN SOFTWARE BY VOTING FOR THE ZZAP!
READERS TOP 30 CHART!

from the I:rag. ThE? winner al:—;u:u rec

asuper ZZAP! B4 T-shirt. Four runners
ur Hdr'ﬂf-' .:lnn.i dddn.—-

WV Our anrrn in rr1 thL d{!{lre_.._, _.h W,

ZZAP! READERS TOP 30 VOTING FORM is pulled
shirtand a ZZAP! Cap. So all you haveto dois fill out
r_1rn.ru:1 F| t-,fnur ] fd-n..nur-[r-' r.].:mu::.ln TJ'I::.;L.FHL“HL] urLfn—-r .rFr:n.—.-1 ThP'l, r‘llust

ZZAP! 64 TOP 30 VOTING COUPON

(Please write in block capitals)

Name ....ovvemenns D L e e e e
R e R e S R A
Pnstmﬁe i e e R Rl e G b 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

| am voting for the following five games:

ZZAP! TOP 30, PO BOX 10, LUDLOW,
SHROPSHIRE SY8 1DB
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Mutation is the name of the game
in amrcaNaslatest Sizzler of a
release, Powerplay.

| reckon mutation is the on
this humble Competition Minion
will ever reach the top. You know,
some days | just get well annoyed
with that “orrid P! Crew. For a
start there's that mean old thing
Gary Penn, the Big Ed nowadays,
who will insist on spraying me with
hair mousse because he thinks it
might be “fur’. Last thing | want to
do is end up looking like one of the
Spiky Ones! Then there's Jazza
‘Mateyboots' Rignall, who bores
me to death with his constant
rambling on about highscores and
what-have-you. Not to mention
that Richard Eddy who takes shaer
delight in sticking his pet
hedgehog, now re-named Polaris,
on my seat in the broom cu
so that when | sitdown . . . well, it's
just not funny {Hee hee! Who says?

Honestly, | never get any rest
from their pestering. My final plan

of action is to rise above the ranks
and defeat the lot of them . . . once
| become an Editor I'll be able to
rid of them once and for all.
rouble is, it's a hard climb to the
top. But then again, the Spiky
Haired ones managed to clamber
out of the primeval swamp of
empty envelopes, discarded pop
cans and old ice lolly sticks that
carpets the floor in their office.
They mutated into humanoid crea-
tures capable of reviewing games
ARCANAS Powerplay has given
ma the inspiration | need. Mutation
— & kind of changing process like
Bruce Thingy changing into the
Hulk. In werplay you rise
through four mutations from El
Retardo to Brain of Britain, or

sion of the appearance | will take
as | rise through the four ranks. So,
on a clean bit of paper draw these
following mutation stages: Comps
Minion (As | am now), Mutant
Reviewer (Ooool), Staff writer (Ag
long as | don't end up looking like

JR — Yuchl), and finally the big s

boss himsalf Editor

(Me Editor? Goodyl — {2

Now | can sack the lot
of them{)

whatever. What a brillo idea, thinks £

me. . .ﬂnli,mnetaarnywaeny prob- § :

lem — begin to mutate from
Comps Minion to Editor what will |
look like in between my four stages
of Mutation? | need something to
go on before | plan my transforma-
tions.

That's where you lot come in
(About time too— ED). What | want
you to do is to draw your impres-

S0 pop your creative designs
into a envelope (Slide), lick it sea-
16{_1 [SIqrp} and stick a stamp on it
{Lick, lick, Splik!) and post it off
(Scamper, Scamper, Shove, Plink)
to: MUTATING MINION, ZZAP!
Towers, PO Box 10, Ludiow,
Shropshire SY8 1DB. | want to
see all the entries in my emporium
by 14th November so | can get to
work on my meisterplan. Thirty
mutation scripts will win their sen-
ders a copy of Powerpiay.

Don't delay,
mutate today!




“I love this game ... if vou don’t buy this, throw away your
Spectrum!” C&VG Game of the Month August 1986.
“Bobby Bearing is very nearly perfect. This may sound a bit over
the top but this game deserves a whole string of superlatives,
ZX Computing August 1986,
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ALWAYS AHEAD O

Footballer of the Year
Ci6+4 MSX Spectrum

6.95 £7.95
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OF THEIR TIME
Future Knight  Trailblazer

Ci6+4 MSX Spectrum 48K

£6.95 £7.95




It you experienced ‘ALTERNATE REALITY -THE CITY,
you'll be thrilled to know...

ulrurmrt

1s now avallable

\\- IH ,th [ETA [INT| Wl S| A
r iy [ERTRIEINN T

NA UL L

-
N\I

e
DISK ONLY
CBM 64/128 §19.99 @
ATARI £19.99 28

B APPLE 5£19.99 N

—— mmmmmmm-mmm
- City, shrouded in mystery. Travel this subterranean realm, find M:ﬁaﬁd

your terror and serves it back to you. Rounding a corner may put you
face-to-face with the substance of your nightmares. Four perilous levels with monsters
to fight, uummﬂi-d secrels 10 uncover.

i DISKONLY
i 3 E19.99
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STRATEGY

software front for some months

now. Hence an absence from
these pages. Ah, but I'm back. It
seems stra games are in sea-
? in. akaswl me feel like

my an. , anyway with
55I, PSS, Microprose, and ijm_
nen getting their act together
(amongst others), there should be
a good enough supply to last
everyone until Christmas. Perhaps
inthe new year, the games flow will
not disappear.
There are probably two reasons
for the re-appearance of this type
of game. At this time of the year,
shelf domination by a software
company s very important for
profits. However, there are only so
many shoot em ups you can mar-
ket at once. The variety has to be
found in other types of games. The
second reason reflects the con-
Ertsm-nu'dcz3 increasing tendency to
include strategic elements in more
commercial games.

The latter reason is itself the

I t's been all quiet on the strategy

result of two developments in the
market. First of all, the capabilities
and limitations of the machines are
now better understood by prog-
rammers and designers,
And there are few few cases nowa-
days where you can get away with
just left, right and fire. It's inevitable

that as become more
realistic, t incorporate more
strategyic elements.

If you can have a puzzle and a
feast for the all in one ¥
than whr not put them both in?
There will always be pure strategy
ly, it will become har-
der to differentiate between
categories with new games.
Already there are well known
cases such as Lords of Midnight,
The Forth Protocol and others
whara the line between adventure
and strategy is very thin indeed.

However, the evolution of the
perfect hybrid game is not going
to occur on the Commodore in
anything other than the most artifi-
cial form. This is simply due to the

but increasi

A REAL BLADE OF GRASS

limitations of the hardware, Even-
tually, new hardware will make the
goal increasingly plausible. It's
only a matter of time before it
becomes impossible to distin-
guish between computer gener-
ated fantasy and reality,

To give you an idea of how we're
getting closer: a friend of mine is a
programmer for various business
computers. He's in the big busi-
ness side, working on very power-
ful 16 and 32 bit micros. We had an
idea. 'Write the plot for an adven-
ture/strategy game where you can
play a wargame on one level, and
then ‘zoom in" to play an RPG —
only every character has got to be
interactive. You've got tobe able to
examine everything, explain any-
thing, and give wvery detailed
orders to your men.' what?
We would have had about ten
megabytes worth of game on our
hands!

‘We could put it on a hard disk
and sell the whole thing, hardware
included, as the ultimate game for

the really rich!" Specialised mar-
ket, eh? Would there be enough
people with the money and the
desire to buy a game costing into
fiour figures? Interesting challenge
though. . .

It wouldn't work but I'm a slow
learmer. I'd still like to do it. One
day, such es will be com-
monplace. |l be out of a job. Good
thing memory is still so expensive.

Before | go, I'd like to point out that
this issue sees the first part of a
regular ‘section, Strategically
Speaking. With the aid of a few
pages from GP and a little allitera-
tion, the new feature will allow you
to have a go at me — or software
houses —or to express your views
on strategy games and this col-
umn. Only by writing in can you
ensure its regular appearance. Of
course, there will be £20 worth of
software to the most inpsired or
useful letter received. Over to you

“
JOHNNY REB II

Lothlorien, £9.95 cass, £12.95 disk, joystick and keys

Lothlorien for some time and

is a follow up to one of their
oldest and most successful Spec-
trum titles. Based on the American
CMI;}‘an Johnny Reb llis a nnetﬂc":
two strategy presenting
pdayer{gmvmh a 'typical' action
rather than a recreation of one of
the many historic battles such as
Bull Run or Gatty&btg?.

For those in need of a quick his-
tory lesson, the ACW was the
result of differences between the
Northern and Southern states of
the USA mainly (but not entirel
over legalised s . Neither si
actually wanted the confrontation
which lasted from 1861-65, but
both were caught up in unavoida-
ble conflict in a war so bitter and
complex, it literally set brother
against brother. It holds interest
from the strategists' point of view
because it has been called the first
moderm war.

This terminology is used more in
the context of new weaponry than
anything else. Repeating rifles
were rare during the war, but
gained in numbers towards the
end. Gattling guns, the forerun-
ners of the modern machine gun
were also used occasionally, and
cavalry, whilst still maintaining an
effective role in combat, was
armed more with slug throwing
weapons than swords., The war
was further complicated by the
fact that whilst the North posses-
sad the industrial might and num-
grical superi , the South was
better organi and trained, and
had fewer commitments. All this
explained Lothlorien's first foray

This is the first offering from

into this era on the old Spectrum.
Their excuse this time was
;n-::raasad s.upréigﬁnh%tinn and bet-
er gameplay. So, how have they
fared?

Well, the most obviously notable
feature of the new game is that it is
apparently 100% machine code

balance of forces, the terrain fea-
tures of the battlefield, where and
when the various reinforcements
arrive, game strength (on the one
player version) and screen colours.
| was most impressed with the
choices available to the player.
When playing solitaire, the player
may choose either side thankstoa
flexible computer o
(though | later discovered that the
opponent is not actually that hard
to beat on the first two levels).
Safety features ensure that you
cannot alter the force played by

(something unheard of in the pre-
Cambrian days of the earlier ver-
sion's release) and it loads very
quickly indeed. A passable title
screen is then succeeded a
menu that allows limited modifica-
tion of the game's parameters.
Just about everything is user defin-
able, from the control keys to the

the computer to make things
easier on yourself. it's possible to
have hidden movement on the
single player game but all units are
always visible in two player mode.

Once the mma ns, play is
very straig ard. Again this is
due to attention to detail in presen-
tation. Under joystick control, a

cursor is simply placed over the
unit to be ordered before

the fire button. Information about
the unit is then presented on the
screen in a colour code to show
levels of ammunition, morale,
strength and efficiency. This dis-
play ap?ears below the ‘action’
screen. To the right of the screen, a
series of icons appear, each indi-
cating a possible action such as
dig in, advance, charge or fire (not
all these options are available to all
uriits, as you will see). Joystick
movement allows selection of the
required order with confirmation
coming from a second press of the
fire button. Some orders may be
elaborated upon. For instance,
when advancing, you are asked
whether the unit is to advance
firing or not. As units carry out their
orders on the main screen at the
end of a turn, the unit symbols
themselves change to show the
current status of that unit.

Urir'dted sound eggtcta_rh Eli'ﬂ
emp :fad during combat. This is
normally ran combat, thougn
melee is possible between adja-
cent units. Units may retreat,
become routed or be destroyed
depending on their parformance in
combat. The unit types are infan-
try, cavalry, artillery and supply

ese units cannot fight). The
exact scale of the units is never
really explained throughout the
game or manual, but by the nature
of movement | would suspect it lies
somewhere between platoon or
company level, '

: There is a ?tmdard scanan;?. A
onfederate force iz approachin
a vastly outnumbered Union nutfg
which must defend its side of the
map while reinforcements arrive
during the course of the game. It's
a basic but flexible arrangement
which should present plenty of

challenge in a two game.
The one player mgnm really
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CARBINE/SABRE
ALE ANMUNLITION

comes into its own on the hardest
level. The on-screen presentation
is both logical and clear, but the
tiny instruction booklet is both
cramped and badly laid out. There

is no key reference so setting up
can be slow unti you become
accustomed to the procedures.
Johnny Reb Il is definitely a
worthy successor to the original,

VIETNAM

US Gold (SSl), £14.95 disk, joystick and keys

he Vietnam War is something

I of a mystery. It was one of
the bloodiest conflicts of
recent years and America's first

real defeat despite technical
riority.
ere are several reasons

known to have contributed to the
loss of the war. Not least of these
was the political aspect. Politi-
cians have this wonderful way of
starting wars and then continually
interfering, making it impossible
for the military to act effectively.
Then there was the fact that this
was the first televised war, People
could see the atrocities almost as
soon as they had happened. Prop-
aganda was, if anything, negative.

Finally, there was the flaxibility
of the anemy forces. This proved
to I:re the decisive factor in many

agements. American

Eldas:gn gl
" The Fauthor has “been wusé" !
enough to avoid a ja i ]
game whlch wou d. i

rate I factors.
teac 'fha gamelsa culhﬂnn n!‘

menty, that actually mnk place
Each Scenario may be played at
any of three difficulty levels with
the extra option of having histori-
cally accurate deployment at the
beginning of the game.
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but at £9.95, they are asking the
top end price for a game of this
type. Those who find flexibility
more important than demanding
scenarios should enjoy it.

Pre:cntatlun 76%

Eraphl:s 80%

ir and attractive game board,

Instructions 57%
Insubstantial and largely unhelp-
ful

Authenticity 79%
sonsistent in response and well

B

Flayamlity ?9%

Value for money 81%
The going rate for Reb bashing.

Overall 82%
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All the prompts you need to
make your selection are displayed
in large but tidy text along with a
mini-varsion of the relevant
scenario map, so setting up is
easy. So is play. The game uses
phased movement and combat
and is controlled, for the most part,
by the pyatbdt Thhs iz af

‘map is smooth scroliing
ic! mavast |mpmvemmtnnﬂm

would he ¢

re-draw

fined characters. Whereas before

you had most of a unit's informa-

tion incorporated into its map
marker, a message line is now
employed whenever the cursor is
above a friendly unit. As is the case

old system where the screen |

i pﬂtlhﬂ-
badly rede-

player may ta
no choice of fi
feature is inc
Units are-
individual ve
?ﬁams of
& game |
nature. Tl$
and works W
b

and bad terrain o
armour from makin
its firepower.
Avtillery barrages anﬁur strikes
may be called upon ddring each
turn, but the speed of enemy force

maost of

hlbit your

limits their effective-

an enemy unit is in heavy
only helicopters can really
jhtthem. The single exception to
5 i the mortar unit which is the
ble form of indirect fire

ﬂtl tompre

and confus-
i |::.a! of the

: santly ‘e

.'- 5 |r|g3|I hq
%'simulation which |

g T.'li'lul'lﬂ"lﬂl..lt hesitation.

JINg maps
acler sat

Ins‘tructmns 5o,

I remains

market,
omplaints

r-'lel_t,m.ﬂll:-|ht_'o,|lr 924%

LI D

Value for money 90%
: rary to popular belief, the
st things in life are neve

ﬂueral! ?2%

| the pace




IN DEFENCE
OF DEFENCE

Dear Sean,
First of all, I'd like to congratulate
you and the rest of the ZZAP! edito-
rial team for producing a really
reat magazine. The only fault is
that the strateqy section isn't big
Bnuﬁh when it's thers, you mean
—SM)! Contrary to popular belief,
some mambers of the Armed
forces have brains and do use
them from time to time!

| know that you have mentioned
reviewing new S5SI games as and
when they appear, but how about
covering those already on the mar-
ket? By the way, if you do expand
the column, I'd be more than wil-
ling to come onto the General
Staff. Is tomorrow okay?

L/Cpl Chris Cole, Detmold, Ger-
many, BFPO41
PS5 Were you ever a board war-
gamer and if so, what were your
interests? I'm a big WWII Eastern
Front fan and student,
What popular belief? Anyway, the
thing with S5 games is | might as
wall wait for US Gold to do their
Transatiantic Simulations
releases. These are produced in
England at a reasonable price and
are readify avaifable fromm most
software stockists. Sure, other SSI
ames are avaifable as i s,

t these are framendously expen-
sive. It's one thing to cater for a
minority interast but quite anather
when it starts becoming a rich

minority:

Yes, | am a board wargamer, Or
was. Since joining Newsfield, just
over a year ago, ['ve not had the
time to take part in one game! I'm
a great fan of conventional simula-
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tions, especially European or Mid-
dle Eastern. | think these two areas
have the most to offer. WWH has
tost some of its appeal as a period
for me. Science fiction games like
GOW's Imperium or SPI's Star-
force trilogy are also favourites.

| also play {or rather, refereg)
APGs. Traveller, Jorune, ADBD and
Call of Cthulhu are my favourites. |
think a game of the battle of Kursk
appeared in an old Strategy &Tac-
tics. If you haven't got it, try and
find a copy. It's very good.
SM

DATASOFT DISK
PROBLEMS

Dear Sean,

Having read the review of Alternate
Reality, | wanted to get a copy.
However, when | tried to get it to
load on a 1570 disk drive, the drive
locked up. | tried the shop's 1571
drive with the same result. | rang
US Gold and they told me that they
had, just that day, realised the
problem and that other programs
had similar problems.

| wondered whether you have
heard of any developments. If
there isn't a copy available yet,
could you tell me wha is the best
person to get in touch with at US
Gold? It must be in Sam Poole's
interest to get a copy out that will
work.

On the strategy side, do you
know if the When Superpowers
Collide series will work on the
1570/1 drives?

John Abberiey, Merley, Dorset

I have it on good authority from
Gary Penn that Datasoft some-
times use the disk ROM for their
protection technigues and — you
guessed it —the QOMsamsﬁthy

UeH’

AKING

different on the 1541 and 1570
drives. I'm passing your letter onto
Mike Dixon who heads the English
armof Datasoft andis the best per-
son, this side of the big pond, to
help you. You shouidn't have these
problems with S5 games, as their
protection techniques are different
gilam — [ think!

CHEARS EARS

Dear ZZAP!,

Thanks for starting a strategy sec-
tion in your magazine. I'm an avid
wargamer and find a lot of reviews
for wargames are written by
people who do not normally play
{and consequently enjoy) such
games. As a result, they tend to
give negatively biased views of the
games. Just because a wargame
doesni't let you zap everything on
the screen in 30 seconds, it
doesn't mean the game isn't any
good!

Some of my friends are wargam-
ers as well. We do enjoy arcade
games however, and read your
magazine for the best reviews of
both types of software. | look for-
ward to future editions of your mag
and whatever you do, don't drop
the strategy section.

Steven Christian, Childwall,
Liverpool

Thank you for the kind words. It
does make sense to have
specialists for specialist games. |
did see a couple of old colleagues
of mine (ex-Games Workshop)
writing similar pieces for a com-
petitive rag some time back, but
this seems to have stoppead. It's a
shame because apart from the fact
| enjoyed the competition, it lends
more credibility to the job I'm sup-
posed to be doing here!

As for dropping the strategy sec-
tion, well | hope that never hap-
pens. Unless the supply of
software suddenly stops, the col-
umn will continue to make an
appearance. As for future ideas,
I'm working on an Ultima feature
which should cover the develop-
ment of Britannia over the years, a
featura/interview with Microprose
anda couple of interviews of some
very interesting people. Wait and
see,

SM

That about wraps it up for §5. If
you have any tips, views, moans
or ideas let me know them. The
best of those printed hare will
earn its sender £20 worth of
software (of their own choice, of

course). The address to write to
is: STRATEGICALLY SPEAK-
ING, PO BOX 10, LUDLOW,
SHROPSHIRE 5Y8 1DB. The
ballis inyour court. See you next
month.
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Now yoil can experience the Worlt

Alright. So vou've wiped out the Russians in
Summer Games.” You've scored near perfect 10s
in Summer Games 11" And vour performance in
Winter Games™ now sends chills down competitor's
spines, Well, just how far are vou willing to go to
prove vou're the best? Does 24000 miles sound
reasonable?

Visit exotic places.

In World Games,™ you'll wing your way around the
¢lobe beating the pants off foreigners in eight inter-
national events, each one authentic o its country
of origin. You'll see incredible, exotic locales as you
travel the world circuit. Why, vou'll even have your
own oresereen lour guide to smooth your way.

The events the Olympics forgol.

To become the champion, youw Il have to dive off the
treacherous cliffs of Acapuleo Go stomach to stomach
with a 400 pound Japanese sumo wrestler. Jump
barrels in Germany. And pump heavy iron in Russia

Next, it's off to Scotland ftor the caber toss
Canada, for the near impossible log roll. France, to
ski the Slalom. And, at last, the US. of A, to nde
the meanest bull n the states.

This. then, is a challenge of global proportions.
The question is, are vou ready o go the distance?

COBR)



iI’'s Greatest Sporting Challenge. ..

W

Eight international events:
Cliff Diving, Sumo Wrestling,
Bull Riding, Barrel Jumping,
Log Rolling, Weight Lifting,
Slalom Skiing, and, of course,
the Caber Toss.

Visit eight nations to compete.
Includes a detailed history and
travelogue for your reference.
Join the World Hall of Fame.
That is, if you acquire the gold.

One to eight players.

Commodore 64/128 §9.99 cass. §14.99 disk

Spectrum 48K o nll H,_H'.i} cass.
Amstrad 59.99 cass. 514.99 disk
Atari ST 524.95 disk

= - .;;Jh.-.: & i

from around the
world to test your
jovstick mettle to the

Tih
= Zzap 64
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Screen shots from
arcade version —home
micro versions may differ,

G}
IG
6
0
0
0|
&
b
|
|
0|
|
|
@
10
0
|
4 10
i |5
10
b|
@
1G]
{0
15

it follow upto
ie Ar Kung-Fu’

- |

[

Spectrum
Commodore 64
and
Amstrad versions
coming soon.

Our hero has finally
mastered the secret
martial art “CHIN’S
SHAO-LIN" but is trapped
by triad gangs. With kicks
and other secret powers,
escape from and travel
SHAO-LIN'S road to
freedom!

EEEEEEEEEEEEEEEEEEE

Published under licence by The Edge, 36/38 Southampton Street, London WC2.
Tel: (01) 831 1801 TX: 892379.




FINDING FOUR
IN SWANMORE

SEAN MASTERSON pays a visit to the people who hate most
of the software industry and get paid for being Bored and
Skeptical — DELTA 4

&

it started off . . . interestingly. Who
could resist a drive th h the
English countryside in the height
of summer? Me. I'm making a note
for next year. Avoid English sum-
mers at all costs. It poured on the
way down to Hampshire's sleepy
Swanmore (yes, even Ludlow was
brighter) and the traffic was hor-
rendous.

| got there in the end. Delta 4's
diractions weren't exactly helpful.
‘We're right opposite the recrea-
tion ground,’ they said, neglecting
to mention they were also about
tweanty feet below it and disguised
as a modern bungalow in the mid-
dle of nowhera.

| think | should have stayed in
the car. It was lonelier but far more
normal. Fergus McNeil's mother
entering Feed The Five Thousand
mode, wall to wall Marillion, and
Delta 4's office subtly disguised as
Fergus McNMeil's bedroom. . . . All
this and the drive back was still to
come.

But we did talk. hézdsalf. Fergus
MeNeil and Judith Child. Most of
our conversion was totally and
utterly libellous. Here's what's left.

SM: Start from the beginning.
Go on, tell me all about it.

FM: Delta 4 consists of myself,
Judith Child, Colin Buckett and
ial Fuaat star, Andrew Sprunt

pud). It started by accident—as
a hobby, with me getting a ZX8&1
when they were fashionable.
Moved onto the Spectrum, saw an
advert for The Quiil. Bought it.
Wrote a game — which was rub-
bish. And just by chance, Tony
Bridges got a copy. We t ht,
well we might as weall have a labal,
s0 Delta 4 was born.

SM: Mo particular reason for the
name?

FM: My dad thought it uptoend an
argument. Simple as that. Though
we did come out with an interest-
ing reason later, which was how
many four-sided triangles have
you sean?

FM: Anyway. | think it was after
watching Spitting | that we
thought, why not be piss-take
artists. That was the beginning of
Boredofthe Rings. \We p lan
Ellery at CRL who asked whether
we wmaEQMmm. We said we
weren't. He said he wasn't
interested . . . and about three
days later gotin touch and said he
would buy the game.

CRL had close ties with Silver-
soft and the game ended ;f
appearing about the time of last
year's PCW Show under the Silver-
soft label. People started
interested in Deita 4 so both C
and Silversoft said they would like
a follow up — preferably in time for
Christmas.

We had about a month. Things
were also getting dodgy between

CRL and Silversoft, more than
was . Anyway, we wrote
Robin of ock in what — three

to four weeks?
JC: Something like that.

FM: We went to see both com-
panies, ended up signing with Sil-

versoft and they promptly went
down the drain. We got very pissed
offand decided to start being care-
ful. CRL were very good to us
throughout that period and as they
owned the rights to Bored anyway,
it made its appearance on the
Commodore. After that, we
decided to work for as many
people as possible.. . .

SM: Like Level 97

FM: (Shock/horror expression)

JC: You probably know more
about it than we do.

FM:Well, I've signed a non-disclo-
sure agreement. So, the 128K
Spectrum launch was a big break
for us. We hunted around for as
many jobs as it was possible to get
in the space of time and took up a
few offers afterwards. Colour of
Magic for Piranha was a result of
that. We did have one game called
Galaxis {sniggers all round) which
sold the grand total of one copy!
Sowe it to Global who
released it on Fourmost Adven-
tures whereupon it received rave

ZZAP! 64 November 1986 51




-

reviews in several magazines. I'd
just like to state for the record that
Galaxis is (unprintable)!

SM: Bored isn’t an official ver-
sion of the Harvard Lampoon
book?

FM: No. Every time we tried to
reach Harvard Lampoon, we got a
jeans shop. It's too rude anyway

SM: | take it, there isn't exactly a
strict working schedule?

FM: That's right. Well, people tend
to think that 4 doesn't do
anything serious, which is fair
enough but we are settingup a
new label called Abstract Con-
cepts, so we will be producing
some serious adventures on there.

ysm THE QUILL

SM: Still using The Quill?

FM: We've actually got a new sys-
tem under develppment. It'stotally
flexible. A very sophisticated
parser, icon driven commands,
very nice graphics. It's for 128K or
disk based machines only. It has
loads of other facilities such as
guide book, notepad, music. . .
We won't advertise anything tillit's
ready. For the moment, we're stick-

map. The blurb never reads quite
the way I'd like it but that goes for
4he games too. It starts off gener-
ally relaxed but so much has to be
left out because of time or lack of
memory.

Some people we go out of our
way to be horrible to.

SM: Small companies are fairly
fragile. Are you going to survive?

FM: We'll be around for, well —
we'll be here next year. We've never
ﬁuna into the red at the bank. We
ave a policy of not buying any-
thing we don't already have the
maney for. Hopefully, we should be
alright. When Abstract Concepts
comesintothe light, it's goingto be
a ﬂicghthing for a while. I'd very
much like to carry on doing, er..
Well, Level 9is the most challeng-
ing job we have come across.
They're people who know exactly
what they're doing, have a good
system and are an established
name. Infocom can't do some of
the things they can.

Delta 4 is a contract software
house. | like to see its name on cov-
ers. Ifitcomes to a choice between
something else and Delta 4, I'd
rather see Delta 4. It can get
ridiculous. If | died now, I'd still gat
credited in future Delta 4
reviews. | work on Evﬂrﬂhil;? we
do but so does everybody else.
Judith's name is often misspelt.

L
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IT’S THE ALL-SINGING,
ALL-DANCING,

COLOUR OF MAGIC PREVIEW TIME!

o T b T

Delta 4's latest effort is The Colour of Magic. When | went down to see the
Hampshire Hermits, it was in its early stages. Now, with the game almost
ready for release, ZZAP! has obtained a preview copy and we can tell you
what it's all about . . .

S

inn was quiet. Thick, oak beams
arched low overhead and the thin layer
0f what might once have been straw
under foot suggested that it right hide
Hore than just the floor beneath it.
fin open doorway was set in tThe north
Wall, beside a flight of worn steps
Which led up to a dingy courtyard.
The bar was arranged, albeit rather
untidily, against the east wall.

Rincewind alss noticed

Discworld Is, as the name implies, a flat, circular world. It rides on the
back of four gargantuan elephants, who in turn are standing astride a
huge turtle. As time on, the turtle, known as the great ATuin, carries
Discworld through the future.

Rincewind, an inhabitant of this world, is a wizard of limited ability with
only one spell — which he can't pronounce — and is, temporarily, down
on his luck. When we first meet him he's pondering over some rather foul
ale in the Broken Drum Inn. He's bought the noxious brew with his last
gold coin, little realising that the coin was worth more than the tavern.

It is at this moment that history is made. Discworid has its first tourist
— a little bespectacled man called Twoflower, who like any tourist, is
always lost and constantly reads from his phrase book, consistently
fail'sn? to get the message across. Being one to spot an opportunity, the
multilingual Rincewind translates and so becomes Twoflower's guide to

FINDING

the town of Ankh-Morport.

FOUR IN
SWANMORE

ing with The Quill, Wait until you
see what Gilsoft are bringing out
later this year!

Basically, we parody anything
that's established. We take some-
thing and say, ‘How can we take
the piss out of this?' And then we
Just sit there for ages and ages,
coming up with ideas. Locations
and text follow next. Objects come
next. Then we try and put in little
sketches, like the Trolls in Bored.
Over the last week, there's usually
a rush to get the graphics done.
Skepticalis a kind of relaxing work
that progresses in between all the
other bits,

SM: That's your ongoing saga?

FM: Yes. Then we do the debug-
ging and stuff.

SM: Who does the graphics?

FM: | do. We all work on the rest of
it. The way it's set up, we can all do
bits. We try to keep it all together.
By the time the game comes out,
it's normally okay. Then we do the
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JC: Derek Brewster misses me off
altogether.

Despite my sympathy for Judith's
desire for notoriety, evening was
drawing near and though the sun
was finally peeping out between
the clouds, | couldn't trust the
weather anymore. Anyway, even
Leprechauns have to sleep. So, |
left the integrated iconoclasts and
set off home. No doubt, they would
be contemplating the pub and
some liquid refreshment to aid
their inspiration. It's all right for
some...

Delta 4 has all the traits of a
young company. They're
anthusiastic, irreverant,
headstrong, ambitious — and
funny. Not exactly the qualifica-
tions the city might look for, but
they have other assets to offer.
They're successful, talented and
perceptive. I've seen people
struggling to get a game out, fail-
ing somewhere along the line and
disappearing again. Now I've seen
pecple who have made it. How, |
don't know.,

v DME
(5T

room was small and shabby but,
Tourist, quaint.
Rincewind tThought
A small,
The walls

to a

it hateful.
hard bed occupied one corner.,
weéere bare, save for a door to

the south, a window and the odd trickle

of water.

Rincewind has his time cut out keeping the myopic tourist and his
self-propelled luggage out of trouble. No easy task, as the luggage
refuses to be dltcﬂed. and gets the hapless two into considerable difficul-
ties. After a qluick skirmish with the Assasin's Guild, Rincewind and
Twoflower finaar set off on their tour of Discworld, but not befare burning
most of Ankh-Morpork to the ground.

As the two leave the city they run into old smiley himself, the Grim
Reaper. Mr Death |s displeased that Rincewind is not in Psephopolois,
over two hundred miles way, and gets upset over his timetable, which s
now truly up the spout. Death is not one to be fooled around with,
especially when slightly miffed, and Rincewind knows that they will meet

n.
E;g:lca!aur Of Magic is based on Terry Pratchett's book, and is one of the
weirdest and funniest computer games I've encountered. It follows the
same format as The Boggit and Robin of Sherlock, with a multi-part
adventure and several hundred locations, the main sections of which are
graphically illusratated.

You can meet and talk to all the characters in the book but, unlike the
book, there are many ways to complete the game. This means that there
is no correct solution, so each time you play, there's the incentive of trying
a different route. The inclusion of a RAM SAVE option saves a lot of time
chanEng tapes if you think that the next move may be fatal, as the effects
of a LOAD are instantaneous. The program also features the ulti-
mate in scrounger disposal — a KICK BEG option,

The Colour of Magic will cost £9.95 on cassette and should be released
about the time you read this. Hopefully, the white bearded one will have a
full copy to review next month. Well — that's the theory.




Isaac Asimov’ 5

SUIENCE FICTION MACGAZINE PRES

W Tyroneans were an advanced,

ic Civilisation, until the armival of

and his obsessional craving for
Chromazin, a rare mineral found in
small quantities on the planet Zyron,
Now, Kayleth rules the Zyron skies with
AWBSDME power, using an Atomic

What is Kayleth?

Why are particular
transported to the orbiting nerve caM
of his domain, never to retumn?

How can this tyrant be eliminated?

Have you got the iron nerve and
cunning required to defeat him before
he completes the total destruction of
your home planet?

You, a loyal Zyronean, have avoided
capture long enaugh to setinto motion
a plan to liberate your beloved planet,
However, as you are about to discover,
certain events have overtaken your wel
laid schemes!!| i

Isaac m :-r_.E e f tion
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Crystal Castles Diamond Plateaus in Space

'r‘he Legend is born. Summer ‘84, a computer game was <reated, a game that made the blood of all who
played if flow through icy veins. It travelled through the dusty vaults of the software underground,
surfacing here and there, créating a Legend. Next month the Legend will be born.

Crystal Castles is a once in a lifetime

i opportunity to experience a true
sortware legend. A legend that will
continue because it is to be produced
as a Limited Edition. Now that you've
heard of it you must buy it otherwise
you'll have missed a true software

l . experience.

“When [ first saw Crystal Castles, its
shock waves almost knocked me off my
feet. That was so long ago.

{ cannot concefve that you will ever buy it
in a shop. I'I belivoe if when I see it?”
“St's Irke a state af meanic hysteria on
diarmond plateans in deep space —
sorie Whiings are beyornd
descripison. ™ Julian Rignall

e WS, Gold Ltd., Units 213 Holford Way, Holford,
Birmingham B6 TAX. Tel: 021 356 31384




Tass Times in Tone Toton

Qctibision, £19.99 disk only

= very once in a
INA [Pl while, there isan
= ‘\E g adventure  so
=l e e( inspired, $0

i beautifully
A crafted and so

on everything that follows.

I predict that the obscurely titled
Tass Times in Tone Town is just such
an adventure. Y'know, grey habits
and long beards might not be
totally trendy in this strange age,
but this adventure game for the
terminally hip-flipped makes you
feel like you could do anything.

You think I'm joking, don't you?
01" Whitey's lost his box at last?
Very well. You asked for it.

Gramps is missing. Seeing as this
has made first page in the Tone
Town Times (which only has the
news that's tass to print), this must
certainly qualify as a valid plot for
the adventure. You know roughly
where he's gone — another
dimension. He wasn't totally tass,

according to reputation, but he
was well-liked. There is a rumour
that Franklin Snarl has something
to do with this. If you knew him
like 1 did, you'd believe it too.
Whatever, as the man says, you've
g«um getta take on Gramps (please

¢ patient; this is difficult for me
100},

Tone Town doesn’t like tourists
so you're Eninli to need a guide to
survive. Luckily, Ennio’s availa-
ble. Ennio’s a dog. He's also a
pretty tass journalist, being a six-
time recipient of the Moonal Ultra
Journalism award, and an ideal
ally. He's not the only friend you'll
need though. Try seeing Chaz. He
runs a ‘Tique that can do wonders
for your tassitude with the aid of
jumpsuits, hooplets and dye cuts. |
have it on good authority that
globurgers are fairly amazing as
well. I wonder whether they're
made out of Blobpets? After all,
these burrowing bean-bags have
been getting a lot of bad publicity
recently and at least thisis a way to
deal with them . . .

'R RoUds RIPE FOR ROWCF R~

“THATS TZAP-THESE PRNS. ...

rather than wiggled joysticks.

Okay, down to Earth. This game
absolutely hums with atmosphere.
It's weird, ceverly allegorical,

funny and compulsive. Some of | lot to the latter title. This game is
the people responsible for | alsoicon driven (though there’s a
7 Load Gane Sause Gane
o g o
: - )
2 ey
. 4
1 5
. . LT ':; E
Return | 55

To Fast Freddie s. the oo Mg
hottes?t place in Toun! LGio
hurgers are big-. hot.
delicious and glowing For i
niy Jp. Aerivate your
Fa:n % neurotfransn: TTers
For » Mith Fast !
Freddipg ™ s izEsel™ i
i SHRSHED -

S e s T R
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Mindshadow and Borrowed Time are
responsible for the game, and from
the point of presentation, it owesa

S




facility for text), uses graphics and
employs elements of animation.
The whole affair is a highly
polished and has-an outrageously
surreal scenario that just grabs

your weirdness glands and
squeezes them dry. You can't help
but get caught up in it. The
dialogue is a wonderful spoof on
Newspeak from 1984, the graphics
are exciting but don't get in the
way. and the plot is totally and
utterly banal. It"s brilliant.

It's also hard. The thing is, i you
don’t start getting into the game,
picking up the clues and giggling
at the subtle jokes, the whu%lgﬁning
might as well be written in

Cuniform (which would be no
problem for one such as I but
would ruin things for you).

As far as pl mrsual quah: goes,
TTITTis as good as you mul want.
There are some irritating limita-
tions in your choice of options but
this is more than made up for by
the presentation and playability. [f
there was ever a case of a work of
art being admired for its subtle
imperfections, then this isit.

This is what adventures should
be about — experiencing other
worlds. There is nothing in this
game that can be taken at face
value. There is nothing here that
you will have come across

elsewhere, It's 100% addictive.
The real plot is so up the creek,
that I'm not going to try and exp-
lain it. I would only take away all
the magic by doing so. The best
thing would be to simply buy it
Flay it. And lose yourself in it. No,
the Wiz hasn't gone senile. He's
simply fallen in love with a bril-
liantly original game.

Atmosphere 97%
Interaction 91%
Lasting Interest 94%
Value For Money 88%
Overall 95%

TEMPLE OF
POWER!

A wizard visit to the Secret Headquarters of
ADVENTURESOFT...

Ol” Whitey recently paid a visit to the home of Mike Wood-
rotte

Supremo and he brings

- ex-Adventure International and now Adventuresofi
you news of games as yet unre-

leased, but ol great promise! Read on, and see how the real

dventuresofi
occuples a small
4 room in Mike's
house near Bir-
mingham, bul
4 that's where the
cottage industry
image ends. This
room is like the
Tardis — there's more hardware
stuffed into it than into the entire
ZZAP! emporium, and whether
you're looking for a tape dup-
licator, a development system, or
a dongle you'll find it somewhere
in Mike's office.

All of which doesn’t leave much
room for the humans who work
there. Database supremo Stefan

professionals do it!

Ulnowski and adventure-system
specialist Roger Taylor sit
squeezed up against their consoles
like pilots in Concorde. Screens
flicker and pulsate in front of them
as they chant their mystic spells,
consisting largely of the magic
words Cayleth, Chromazin, and
Desert of Skulls. What does it all
mean?

Cayleth, it seems, is the name of
the latest Adventuresoft creation,
now about 1o burst onto your
screens.’ 1t's a science-fiction based
scenario’, Stefan cxflalns ‘center-
ing on the Zyron galaxy. Cayleth's
a massive brain feeding on bipedal
psychic energies and invades
Zyron in search of Chromazin’

4 KBUAWE

What that means, fellow Wizzes,
is that the ‘orrible thing sucks you
:iﬂ,r and then pinches your pre-
cious local minerals to 5up#)lem+:nl
its energy supply. You, of course,
have to stopit.

GOOD NEWS

Cayleth's graphics are particularly
impressive and samples of some of
Adventuresoft’'s other graphic cre-
ations on the graphics front are to
be seen elsewhere on these hal-
lowed pages. 'We're heavily into
graphics and animation,” says
Mike Woodroffe, and it certainly
shows,

But the best news, in the Wiz's
opinion, is what they plan to do
with them. “We want Lo pul a text
version of our games on one side
of the tape and a pictures-and-text
version on the other. The texi-
only wersion will be suitably
expanded to please the ext
addicts, but in fact on some
machines — the Commodore 128
for example — we’ll be able 1o put
graphics with the expanded text
version all in the one program’.

This has to be a winning idea.
One of the problems with pictures
is that they do take up rather a lot
of memory if they're going to be
worth the trouble and contribute
to the game, and Mike'sideais one
that surely should have been done
long ago. And, of course, the ani-
mation makes a big difference. 1

was a bit sceptical at first, but once
I'd seen my first serpent striking
across the screen as [ read the text
below [ was converted.

It looks as if Temple of Terror,
Adventuresoft's next release, will
be the first to adopt this new "two-
games-for-the-price-of-one’
approach. For £9.95 you'll get the
expanded text version plus the
graphics version into the bargain
— and some of the pictures are
really very attmctive indeed,
You'll also g the chance to
reirieve five dragon artefacts hid-
den in the lost City of Vatos, but
then of course you may be too
busy watching the animation to
get that much done.

One of the best things about
Adventuresoft is their teamwork
and 1 really felt the respect they
had for tacg; other during my visit.
On top of that was the extraordi-
nary enthusiasm they had for their
work. When Stefan had finished
describing Capleth to me, he sat
back and asked me what I thought.
Natural enough, since ['d probably
be reviewing it. But what was so
good about it was that he was
clearly asking because he really
wanted to know what I felt about
it as an adventurer and not as a
reviewer. That sort of involvement
and enthusiasm is rare these days.

And it's particularly rare in a
company that's so commercially
minded. On the one hand their
keen on the games, but on the
other hand Adventuresoft know
quite clearly which side their
bread is buttered. They program
their games with conversions to
other languages in mind and con-
sequently ['d be prepared to bet
that they sell more adventure
games in Europe than any other
UK adventure software house.
And by getting US Gold to do their
marketing for them, they can get
on with the arduous business of
actually producing the game.

FOUNDATION
EMPI'RE

've gol some very interesting
prn ucts lined up, too. What most
grabbed my attention s that
Adventuresoft now have an exclu-
sive right to produce games based
on the [saac Asimov books. Yup,
that does include Foundation, and
I, Robot, and all those other incred-
ible sci-fi epics. Then there are the
games based on the Fighting Fan-
tasy books — we've already seen
Rebel Planet, but Sword of the
Samurai looks even better and the

AND

graphics — some of which are
printed here — are really stun-
ning.

My wvisit to Adventuresoft was
unfortunately limited by the pres-
sure of attendance at Wizard Con-
ventions, Magicians® Guild Sup-
pers, and Wand Wielders® Spon-
sored Spell Castings, but the Wiz
retains fond memories of the
evening he spent there and
reckons that if enthusiasm, techni-
cal expertise, and good licence
deals count for anything in this
market, then Adventuresoft must
figure prominently in Hari Sel-
don’s plan for the future .




4 Just [ ch after "
Vizard’s |y
into gloom again by ~ Day

Parker of Islington. “¥ou

r II tips are absolute R ‘h
a[ a yells. OK, David, no hard feelings.
Just tell my pet Balrog 1o waitout- |
side on the doormat wi en.
3 l arréves, lhﬁn g:rl int:dthe kil ;
Oh-oh, the Wiz isn't very popular | and sprinkle salt a _ ?
this month, it seems. 'Tﬁenﬁ'}:r'rc yoursell. ‘To finish U?WIW
Wizard refuses to give Oresbane a | claims David, *¥ou need: mark ofall |
mention, preferring to stick to the | kings, mark of fire, mark of force,
Atticoman's and Tony Treadwells' | markofsnake, card oflove, card ofsol, |
writes Nick W nd in the | cardof moons, card of death, the word
latest issue of his Orcsbane adven- | EVOCARE, exotic armour, exotic.
J ture magazine. He continues, ‘after | weapons, and you must know the "one

=
i
1
o

reading something like * I won 't men- ; A
tion clubs if I dont 't think they 'reworth | John Kay isthe latest of a number
my readers spending their hard- | of correspondents who have disco- |
carned guilders'’. Surely we're not | vered how to get 250 stamina
expensive! How about us who prepare | points in The Price of 'Mxik, ‘When |
these ventures, spending all our time | you are killed, you h ¥ the option.of |
and money producing and sending the | restoring or mm:ﬁﬂl?}pc '
things for free. If he is so concerned | get the code wrong ] ;
ubompmp!ruwi? money he'dsend | then will be given new I '
the Orcsbanes b ey ;
Phew! What a scorcher! I'm cer- ¢
tainly not Nick Walkland's favour- | my game. ' Hm Italso
ite person! Perhaps now I can put on several others, but 1d
| my oar in. First, it’s a sad but | whetherthatmeansitw
inevitable truth that not every | of them. e
' worthwhile magazine finds its - i
way onto these pages. the reason | Finally, letiers.
is simple — time and space. Tony | in Doncaster and
Treadwell, for example, regularly | dell in New Zeal,
rings me up, often offers help wi came
the column, and generally
involves himself with the Wiz's
way of life. He also runs a good
club with a nice magazine. The | .
way of the world dictates that heis |
frequently mentioned on these A m
pages. el
If Nick saw how much stuff | g
?rriw:s on this desk ;ach ::lmmh s
or Inclusion in the column
perhaps he'd understand how.it's | worth it”. So there
possible for Orcshane to have mis- | ting into Clever
sed out. He should also understand | great . way
that I don’t necessarily mean to | aroundthe
imply his club is a rip-off just -
because it's not mentioned. There
are other clubs which I haven't
mentioned, about which 1 dont
have enough info either, and some
of them are every bit as good as
Nick's. Jria
50, now for the im‘lponant bir i
Eembam is nicely pro I:Iced costs
tween 50p and 7 epending
on the number ufup in the |
issue, and can be had mm”h’ﬁ
wmm 84 Kendal ad,
W ro Sheffield,
4QH. and il THAT Isu'l=a'piﬁ;%f
don’t know what is! As for mynot |
returning your copies — well, [ | -
apologise, but then sending me
two issues must have cost you I
about £2.00 at the most so perhaps
it wasn’t such a bad investment
L after all,

l sending him two of the last issues, and | way’.' So now you know.
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Cleber
Contacts

OK. Mortal Members of the Gaob-
lins Dungeon Appreciation Soci-
ety, this is where you find salva-
tion. The following brave adven-
turers have joined together to
bring you the benefit of their
immense power and prestige, not
to mention their timely tips on
adventure games, 10 get you out of
trouble. If you're stuck, these are
the lads and lassies to run to for
help. And if you want your name
to shine for evermore in the annals
of Wizzardry, get the games you've
completed down on paper (a post-
card preferably) and send them to:
THE WHITE WIZARD'S DUN-
GEON, PO BOX 10, LUDLOW,
SHROPSHIRE 5Y8 1DB,

Help Offered. ..

Zork 1, 11, and 111, Seastalker,
Enchanter, Deadline, Adventure
550, Ultima I, 11, and III, Ulysses,
New Adventure, Serpent Star,
Death in the Caribbean, Pirate
Adventure, The Count, Pyramid of
Doom, Spiderman, Dallas Quest,
Sorceror, Planetfall, Suspended,
Wolfenstein, Questron, Mask of
Sun, Blade of Blackpool,
Mindshadow, Secret Mission,
Strange Odyssey, Ghost Town,
Golden Voyage, Sorceror of
Claymorgue Castle, Cutthoats,
Infidel, Witness, Starcross, Dark
Crystal, Wizard and the Princess,
Transylvania, Adventure in Time,
and Borrowed Time.,

Asif Din, 37 Deeplish Road,
Rochdale OL11 1PH

Most games,
R Shepherd, 106 Highfield
Street, Coalville, Leicester.

Hobbit, Fourth Protocol, Voodoo
Castle, Valhalla, and Lord of the
Rings.

Graham Robson, 71 Fair Field
Rise, Kirkburton, Hud-
dersfield HD& 0SS

Tel: (0484) 604631 between 4
and 5pm Mon-Fri only.

Returnto Eden, Worm in Paradise,
Red Moon, Gremlins, Perseus and
Andromeda, Heroes of Karn,
Hulk, Spiderman, Exodus Ultima
[II, Nine Princes in Amber, Bal-
lyhoo, Enchanter, Sorceror, and
Spellbreaker.

Guy Thomas, 17 Borstal Hill,
Whitstable, Kent CT5 4NA

Tel: (0227) 274846 9am to 9pm
any day.

Adventureland, Voodoo Castle,
Mystery Funhouse, Savage Island
land II, The Hulk, Pirate Island,

The Hobbit, Red Moon, and
Spiderman.

m Storey, The Mount,
Chelston, Wellington TA21
9HP

Tel: Wellington 6237 after 5pm
and all day Sunday.

Haobbit, Price of Magik, and
Hacker.

Gary Moffat, 66 Alanbrook
House, Master Gunner Place,
Baker Road, Woolwich, Lon-
don SE18

Tel: 01 319 3651 8pm to 10pm
Mon-Sat.

Castle of Terror, Spiderman, Hulk,
Lords of Midnight, Quest for the
Holy Grail, Voodoo Castle, Upper
Gumiree, Adventureland, Circos,
Supergran, and Pirate Adventure,
Antony Leadbetter, 36
Davyhulme Road,
Davyhulme, Manchester M31
2D0Q

Castle of Terror, Terrormolinos,
System 15000, Hacker, Holy Grail,
and Subsunk,

Martin Rimmer, 81 Pinfold
Lane, Ainsdale, Southport,
Merseyside PRS 3QL

Twin Kingdom Valley, Quest of
Merravid, Atlantis Adventure,
Disk Hobbit, and Hitchhikers.
Russell Wallace, 24 Lower
Georges Street, Dunlaoghaire,
Co Dublin, Ireland

Hobbit, Lord of the Rings, Zim Sala
Bim, Castel of Terror, Merry
Christmas, Spiderman, Quest for
the Holy Grail, Erik the Viking,
Ring of Power, and Danger Mouse
in the Black Forest Chateau,
Colin Hayward. Tel: 01 885
4662 5-10pm

Castle of Terror, Dallas Quest,
Hobbii, Hulk, and Terrormolinos,
Aris Parlapas, 18 Pyrsinella
Street, loannina, Greece

Twin Kingdom Valley, Hobbit,
Heroes of Karn, Hulk, Sorceror of
Claymorgue Castle, Castle of Ter-
ror, Collossal Caves, Bored of the
Rings. Quest for the Holy Grail,
Magicians Ball, Return to Eden,
Mindshadow, Emerald Isle, and
Red Moon.

Phil Symonds, 29 Goliath
Close, Roundshaw, Wal-
lington, Surrey SM8 9HN

Aztec Tomb, Hobbit, Adventure-
land, Pirate Adventure, The
Count, Voodoo Castle, Heroes of
karn, Empire of Karn, Enchanter,

Volcano of Raka Tua, Himalayan
Odyssey, Oasis of Shalimar, Castle
of Mydor, Adventure Quest,
Lordsof Time, Colossal Cave, Clas-
sic Adventure, Escape from Raka
Tua, Lost City, King Solomons
Mines, Mystery Island, Scroll of
Akbar Khan, The Institute, Critical
Mass, Infidel, Death in the Carib-
bean, Wizard and the Princess,
Wishbringer, Zork 1, 11, and I11,
Secret of Baston Manor, and Sus-
pended. :

Margot Stuckey, 14 Marampo
St, Marayong, NSW 2148,
Australia

Heroes of Karn, Empire of Karn,
Crystals of Carus, Jewels of Baby-
lon, Subsunk, Seabase Delta,
Worm in Paradise, Yoodoo Castle,
Terrormolinos, Mordons Quest,
Neverending Story, Mindshadow,
Urban Upstart, Robin of Sher-
wood, Hampstead, Wizard of
Akyrz, Hobbit, Time Machine, Cir-
cus, Arrow of Death, Emerald Isle,
Lords of Time, Gremlins, Sorceror
of Claymaorgue Castle, Red Moon,
Ten Little Indians, Perseus and
Andromeda, ZZZTZ . . . , Feasibil-
i{; Experiment, Valkyrie 17, Bored
of the Rings, Pirate Adventure,
Very Big Cave Adventure, Val-
halla, Golden Baton, Ring of
Power, Adventureland, Collossal
Adventure, Quest for Holy Grail,
Hulk, Price of Magik, Return to
Eden, Snowball, Pilgrim, Snow
Queen, Espionage Island, Inca
Curse, Kentilla, Helm, Lord of the
Rings, Ship of Doom, Zork I,
Spiderman, Warlord, Foresi at
Worlds End, Planet of Death, and
limited help on many others.
John Barnsley, Adventures-
cue, 32 Merrivale Road,
Brook, Stafford, ST17 9EB

Please Note: Respect your fellow
adventurers. By offering 1o help
you they are undertaking a not
inconsiderable task and deserve
both your gratitude and your con-
sideration. Never phone after
10pmi (earlier if specifically men-
tioned above) and ALWAYS
enclose a stamped addressed
envelope if you want a reply by
post.

CLUBS GALORE!

The White Wizard seems to be get-
ting more and more letters each
month from readers starting u

adventure clubs. I can’t help feel-
ing that a fair number of these
must fall by the wayside — after
all, there seem to be so many and

the market can't support
everyone. However, here goes
with a selection of this month’s
club promotions. Don’t forget that
1 can’t vouch personally for any of
these organisations, but I'm sure
they mean well and would like to
hear from you . . .

gﬂn Services, 13'3]: Ashton
Road, Higher penshaw,
Manchester M11 LJG. Tel: 061
370 5666

Offer a series of adventure *hand-
books’ Flvlng solutions, hints, and
maps ol games. Subscription rates:
Jissues, £2.75; 6for £5; 12 for £9.

BAG — Beginners Adventure
Games

A nf:;] club for advmru:rgrsi':"it;
to Marriott,
guﬁq?,nrxlﬁm Derbyshire

Adventurers Anonymous
Adventure cub and magazine:
Contact Rivendale,

E{gﬁﬁv Bungay, Suffolk NR35

Adventure Cracking Service

A helpline, Contact Gavin -
25 Beauvale Road, H
Nottingham NGI15 6PF for
details. It's not entirely clear from
the letter whether this is a cdlub or
just a phone-helpline — their tele-
phone number is in the Help
Offered section.

Questline

A well-established concern, now
going official and charging very
reasonably for its services —
Helpline, Magazine, Swap-It sec-
tion, Cgub Dl:%%*ﬂﬁun your
games, PEdﬂ-l €5 0N COMmMMmer-
cial releases. Send SAIE?iur details
to Tony Treadwell, 17 Headley
rﬂ. Headington, Oxford 0X)

Contacting
The Wiz

Wherever you may be, you can
comtact the Wiz and have the
chance to see your name on these
hallowed pa % w:ﬁ:';; me on
any aspect ol adventu at THE
VﬁﬂTﬂ WIZARD'S DUN-
GEON, PO BOX 10, LUDLOW,
SHROPSHIRE 5Y8 1AQ. If you
have one of these Modem i
;uu can lry gettingme on BT
3:JNL251 or on Prestel/Mic-
ronet 919994854. He aware,
however, that the Wiz doesn't log
onto Prestel as often as he used 1o

— BT Gold is a much better bet if
you are a subscriber.

ZZAP!64 November 1986 59




60 ZZAP!64 November 1986

GETYOURBRAINS IN GEARAND GO
FORIT!

1) How many ZZAP! Sizzlers have Andrew Braybrook
and Jeff Minter had between them?

2) What was the name of the Mutant Blabgorian in
GRIBBLY'S DAY OUT?

3) How many Robo-Freighters are there in PARADROID?
4) How many Dreadnaughts are there in URIDIUM?

5) Name the cute character who stars in IRIDIS ALPHA.

Okay? Think you've got them right? No? Well go and check through your
ZZAP! collection and do them again. Now, sure you've got every one
absolutely, on, Al comect? | At last you can post them off to:
HEAVY ON THE HEWSON, ZZAP! Towers, PO Box 10, Ludiow, Shrop-
shire SY8 1DB. Having managed to get all the answers correct you'd be
very silly not to get them into the Towers before November 14th 'cos that's
when the comp closes. Quickly now, and answers on a postcard please
— don't forget to add your name and address. . .




BIG, BRIGHT, BOLD AND BRASH, LM IS DESTINED TO BREAK
NEWGROUND INYOUTH MAGAZINE PUBLISHINGWHENITHITS
THE STREETS EARLY NEXTYEAR. AN UNCOMPROMISING
COCKTAIL OF HARD-HITTING FEATURES, INTERVIEWS AND
REVIEWS, LM WILL BE HARD, TOUGH AND UTTERLY
UNSTOPPABLE. YOU WON'TMISS IT.

LM is aimed mainly, though not exclusively, at 15-25
year-old males. Inside you'll find a fascinating and refresh-
ing mixture of informative, entertaining and intelligent fea-
tures on everything that's crucial for British youth in the
lates 80s. Off-the-wall, off-the-peg, off-the-cuff and occa-
sionally out of order.

LM — Possibly the best youth magazine concept ever.
‘Varsprung Durch Technik, " as they say in Ludiow.
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GETTING FIXED UP WITH ASTEF
2 N O WIN!A o

& . o : \ J
> h R,
— =
v Ccopies o 5
=
c(,_j\()(..”&\ﬁ 3 & &SN C\\)g SRR
Oh dear, what a clumsy fool that {9 e N 3 g ' :
Obelix, faithful friend to Asterix, ~ e ' —
is: hes just gone and broken \ : \
Getafixs ever-so-useful Magic
Cauldron that's used to brew t%le
magic potion. Without the brew
Asterix’s small Gaulic village will

et attacked by those horrible
omans.

Vitalstatistix, the village leader, Tt :
is not too pleased with clumsy 3 SR R
Obelix. He's sent Asterix and ] B A i
Obelix off to locate the seven
pieces of smashed cauldron —
and the bits have been scattered
all over the shop. In the game pro-

-
duced by MELBOURNE HOUSE
Obelix obviously needs not only |
Asterix’s help but yours too. If you =
want to join in with this mam- T
moth quest, here’s a chance to col- --
lect a freebie copy of Asterix and .
the Magic Cauldron, courtesy of ~ N
MELBOURNE HOUSE, ~

As you can see from the piccy

& on this pa%E. Asterix and lix
are distinctly puzzled by their pre-
dicament. Only you can help

them . . . Hidden in the picture
are seven pieces of magic caul-
dron. What you have to do is to
n locate all seven and puta neatlittle.
* ring around each one. When you
have found and ringed all seven,
cut out the piccy an st it off to:
CAULDRON COLLECTION,
ZZAP! Towers, PO Box 10, Lud-
low, Shropshire SY8 1DB. (You
can use a photocopy if you like,
but only one entry per reader . . .
Entries must be inside the Towers
by 14th MNovember at the latest,
when | will make the draw from
mﬂ very own cauldron to decide
who gets the set of Asterix Books
and who gets a copy of Asferix
and the Magic Cauldron.

"

4
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TN 'i;% . \r‘\’f
%\/\ '3
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RIX e Y
smplete set of ASTERIX Books

i MAGIC CAULDRON on offer!

3 ]
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ON CHRRAGIERS
% BY UPERZO
© TARGAUP
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Melissa Ravenflame, existentialist ‘girly' tipster for C&AVG. Is she a
fevered figment of the imagination or a voluptuous reality? Person
ar persona? | don’t know. | reckon she's Father Christmas' illigiti-
mate love child — but | won't hold that against her (or him for that
matter — he does bring me pressies every year). As for Hannah
Smith . . . You leave Melissa alone, Hannah. The poor woman's hav-
ing a hard enough time as it is, convincing herself that really does
exist. She can't help being the copyright of artist Jerry Paris.

Anyway, on with the tips . . . This month there are maps of the first
four levels of Fﬂ Robin of the Wood, Miami Vice (make of it what
you will), and Spiky Harolg — amungqt other things. Next month
there will be a complele map of Dan Dare, along with the almost
completa solution (got to let you figure out something for yourself!).
Now how's that for service?

Oh, by the way — | thought you ought to know that the object
above the Colony Craft is in fact the Neutron Fuel. It resides at an

altitude of 88,000 and can be reached with a suitable craft, such as
the table cheese or the Palyar Commander’'s Brother-in-law's New
Ship. Oh, and while we're on the subject of the Second City . . . Kiran
Oza from Fishermead, Milton Keynes has found out how to enter the
cheat room! Yes he has — and very devious it is too. He also found
out several other interesting 'features' — none of which | shall men-

tion for at least a month or two . . . Congratulations, Kiran.
Incidentally, Julian will be taking over the tips as of nextmonth . . .

SCARABAEUS (Ariolasoft)

A huge thank you to Alan Smith from Whitehall in Bristol, who has
come up with some amazing POKEs for this classic game. All you
have to do is type in one of the following listings and RUNit. ..

0 REM INFINITE TIME AMD ENERGY

1 REM FOR SCARABAEUS

2 REM BY ALAN SMITH

10 A=320

20FORT=0TOB1:READ 2

30 POKE A+ T.Z2:5S=54+Z:NEXT

32 IF S==8871 THEN PRINT "ERROR IN DATA'™:END

?crl,E $F|IN“I‘ CHRS{147) "'INSERT SCARABAEUS TAPE AND PRESS A
38 GET AS:IF AS=""""THEN 36

40 DATA 189, 1, 170, 160, 0, 32, 186, 255

50 DATA 169, 0, 32, 189, 265, 162, 1, 160, 8, 32, 213, 255

BODATA 169,76, 141,242, 3,169, 102, 141,243,3,169,1, 141,244, 3,
76,13, 8

70 DATA 169, 115, 141, 76, 31,168, 1, 141, 77, 31,76, 0, 30

B0 DATA 169, 96, 141, 173, 229, 141, 12, 224, 76, 0, 160

OR:

0 REM INFINITE TIME AND ENERGY PLUS FAST LEVEL TWOD

1 REM FOR SCARABAEUS

2 REM BY ALAN SMITH

10 A=320

20FOR T=0TO 72:READ Z

W POKE A+T Z:S=8+ZNEXTT

32 IF S<=8909 THEN PRINT “'ERROR IN DATA":END

:HHINT CHRE(147) " INSERT SCARABAEUS TAPE AND PRESS A
368 GET AS:IF AS=""""THEN GOTO 36

38 SYS 320

40 DATA 189, 1, 170, 180, 0, 32, 186, 255

50 DATA 169, 0, 32, 188, 255, 162, 1, 160, 8, 32, 213, 255

G00ATA 169,76, 141,242, 3,169,102, 141,243,3,168,1, 141,244, 3,
76,13, 8

TODATA 1689, 115, 141, 78, 31, 169, 1, 141, 77, 31,76, 0, 30

B0 DATA 169, 96, 141, 173, 229, 141, 12, 224, 189, 234, 141,229, 174
90 DATA 141, 230, 174, 141, 231,174, 76, 0, 160

mﬁmelmkwmmd&EmmhtuMMmﬂom

SPELLEOUND IMatartrunlcl

There have been numerous requests for more Spelibound tips, so
hlfﬂi'rwm. courtesy of John Baker from Broadway, near liminster

Tu read the ENGHM"ED CANDLE, use the BROKEN GLASS.

Summon ELRAND to the WALL, give him the TRUMPET and command

him to help. He will then knock n tha wall,

Pick up the lumps of STONE from either side of the wall. Take them to

the fourth floor and drop them a few steps away from the Tower. You can

now jump over it.

Light the CANDLE to read the ANCIENT SCROLL.

To release GIMBAL the Wizard, perform the CRYSTALLIUM SPEC-

TRALIS spell in his presence.

You will need the BOOK OF RUNES to read the RUNESTONE.

Drop the TELEPORT PAD in tha LIFT so you can get to differant levels

from anywhere.

Gotathe PiT an tha Ground Floor and summon SAMSUN. Give him the

JAVELIM and command him to help. He will place a platform in the middie

of the pit.

(et the SHIELD, the ENGRAVED CAMDLE, and the FOUR LEAF

CLOVER. Summon LADY ROSMAR and drop the clover next to her. Now

you can cast the CANDELIUM ILLUMINATUS spall.

Get tha CRYSTAL BALL, the PIECE OF BROKEN TALISMAN, and the

TUBE OF GLUE. Give FLORIN the talisman and the glue. Command him

to help and he will make a MAGICAL TALISMAN. Take it and cast the
F\OJECT PHYSICAL BODY speil.

MNB: you need the WAND OF COMMAND to cast any speil.

GHOSTS ‘N’ GOBLINS (Elite)

Ta v muchly to all of you who sent in POKEs for Ghosts ‘n’' Goblins
— | must have received atleast a hundred or so letters detailing how
to enter the POKEs printad in issue 17 without resetting the 64. Too
many names to mention, unfortunately. Anyway, here's how it's
done. ..

Prepare your Ghost 'n' Goblins cassette for loading. Type LOAD
(RETURN) and depress the nlay button. When the READY prompt
appeareth, enter these POKEs . . .

POKE 1010,76
POKE 1011
POKE 1012,

MNow type AUN (RETURN| to load the first part of the game. When the
opportunity arises, enter the following POKEs:

F‘DI"E 816

31 (RETURN) to load the next part of the game. When the
cursor flashes at you, enter these POKEs . . .
POKE 816,167
POKE B17.2
POKE 2086,248
POKE 20 2
MNow type 5Y5 2061 (RETURN) to load the last part. When the game
has finished loading, you can enter the POKEs from issue 17 or any
of the following if you so desire . ..

POKE 7086,23

Pick up a zombie and the computer will take control of your man (the
computer thinks the zombie is a key).

Thanks to RAMBO, 201D and DRCID from the Irthlingborough Crack-
ing Service for these POKEs . . .

POKE 4070170

to start one screen away from the end of each level after level one
POKE 4070160

After completing level one you can go where you usually can't (eg:
in water or down holes).

35 2128 starts the game.
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KANE (Mastertronic)

Well, well, well (bit like the joke about three holes in the ground,
really)—some more POKEs from Mike Davies. Having fed your cas-
sette deck a copy of Kane, type POKE 43,2:LOAD (RETURN) and press
play. When ? SYNTAX ERROR appears, enter the following:

POKE 43,1

70 PDP;E 749,169:POKE 750,0:POKE 751,141:POKE 752,4:POKE
753,12

80 POKE 754,76:POKE 755,226:POKE 756,252:SYS 695

OK, now type RUN (RETURN) and wait for the rest of the game to load.
When the &4 resets, type in these POKEs . . .

POKE 10696,169:POKE 10697 ,0:POKE 10608, 234
allows you to ride through the horse riding stages, hassle free

POKE 6638,234:POKE 6639,234
gives you infinite arrows on the first screen

SYS 3072 starts the game.

BUG BLASTER (Alligata)
More POKEs from Mike Davies. Dq the business with your copy of
Bug Biaster, then type in this very listing . . .

1 C=C+1:IF C=1 THEN POKE 157,128:LOAD

2 POKE 977.76:POKE 978,123:POKE 879,227

Good. Now type RUN (RETURN) to load the game. The 84 will reset,
allowing you to anter the following:

POKE 18760,234
for infinita lives

POKE 18464,0
so that only the centipede can kill you

Ker-rikeyl SYS 18360 to start the game.

MERMAID MADNESS (Electric Dreams)

Tobe honest, | think you should
load Mermaid Madness and reset
the 64. Uh huh. Yes, | do. You
see, you can then enter the fol-
lowing POKEs — which were
supplied by Alex Hopcroft from
Fazeley, Tamworth, Stafford-

POKE 23
. . . forinfinite energy. To restart
the game 5Y5 16384,

THRUST (Firebird)

To quote BT's Colin Fuidge: ‘Blimey O’Riley!’ Why? ‘Cos Mark and
Steve from New Eltham, London have some well-crucial POKEs for
Firebird's well-crucial hﬂgﬂm‘mﬁsﬂm Load Thrust and
reset the 64 so you can enter POKEs:

POKE 6139,234

POKE 6140,234

POKE 6141,234

Now you can SYS 2304 to restart the game with infinite lives. Jod-
son.

PSI WARRIOR (Beyond)

if you happen to have a copy of Psi Warriorlying around, why not lob
it in the cassette deck and type in this short listing, as supplied by
H Martin Pugh from Pen-y-Maes, Holywell, Clwyd . . .

1 SYS 63276:POKE 831,255:POKE 832 2:POKE 783,1:5YS 62828
2 POKE 749,226:POKE 750,252:POKE 770,167:POKE 771,2:POKE

776,167 givesyou a ‘&' s0 you can enter POKE 45826,234
Right. Press play and wait for the game to load and the 84 to reset. ;Hﬁzoﬂf“'ﬂ ﬂtﬁ,ﬂ“ﬂ?m POKE 45827,169
Now type in this POKE . . . e oty o POKE 45628,0

SPACESHIP changes the ‘& to stop your energy depleting
"~ rt0 aiter the value ofyourinital Psiand Idenergy. Coo. SYS 12288 | ek 10 & spaceship. Also, try | [wheniihe alens fotich you
«s lO@ value of your initia and Ild energy. " 122 or.l F ! two 'in-
to commence play. teresting’ effects! SYS 2080 to restart the game.
68 ZZAP!64 November 1986 7£

WARHAWK (Firebird)

How aboutsome POKEs to help
make those imaginary high
scores a reality? Yeah? OK, load
Warhawk, reset the 64, then
enter these POKEs. ..

POKE 2 il
PO

POKE 2 31

for infinite enargy

SY5 24604 to restart the game.
Thanks to Anthony Lees from
Great Harwood, near Blackburn
in Lancashire for the above.

SLAMBALL [Americana)

Wierd. Someone called Soapy (!) from South Shields in Tyne and
Wear sent in some nifty POKEs for this neat game. Type POKE
43,255:LOAD (RETURN) and press play on the cassette deck (make
sure that a copy of Slamballis actually in the deck at the time). When
the border stops flashing, the game has finished loading, so press
RU HJE’STDP inconjunction with RESTORE. Now you can enter these
POKEs...

POKE 43,1
POKE 3245, (number of lives from 0 to 255)

- . . followed by SYS 2066 to start the game.

ICUPS (Thor)
Exhume your ICUPS tape (what
A couple of cheats from the
Stoat Quite simple, — Alex Hop-
authors of the game, and
Tim. Enter any of the following in m"'“ﬂm“ﬁfwm

the highscore table: GO 159256

plays an alternative piece of POKE 3214,234
music (name that tune . . . ). POKE 3215,169
CRAZY | | (don't forget the POKE 3216,0

spaces the original high to stop allen fire killing you on
mmm.mﬂlw ! the scrolling game
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PARADROID (Hewson)

Thanks to Shaun ‘Beav' Jackson, you too can complate Paradroid
with ease! Yes, here we have the simplest, and best POKEs I've seen
for this amazing game. Rewind the cassette [after placing in the cas-
sette deck) and type in SYS 63276 (RETURN). Now depress the play
button and wait for the first part of the game to load. When the
opportunity arises, enter this POKE:

POKE 964,96
SYS 849

The game will now load. When it has done so, enter these POKEs:

POKE 5182,234:POKE 5183,234
to stop you dying when energy reaches zero

POKE 8659,76:POKE 8660,252:POKE 8661,33
so you will always win transfer game!

5YS 4096 to start the game.

SUPER PIPELINE I (Task Set)

Grab acopy of £ ( Il and stuff itin the cassette deck. Now
enter these POKEs . . .

OPEN 1:POK 3.1

‘Press play on tape' and wait for the first part of the game to load.
Mow enter the following:

The game will now load. When the READY prompt appears, type in
any of the following POKEs . . .

2784 to start the game. Thanks to Shaun "Beav' Jackst
orth, Nr Pontefract, West Yorkshire for the above POKEs.

Blimey. A map AND some POKE 30605,169
POKEs, the latter from RW POKE 30606,15
Troughton of Cowling, Keighley, POKE 30607,234

e

West Yorkshire. Unfortunately, POKE 30608,234
e the POKEs can only be entered POKE 30609,234

if you resat your 64 first... to remove all nasties.

T I L b e e e e
ZZAP! 64 November 1986
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TURBOSOFT

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

FEEREREAEFRREARA AR ER AR A AR E R AR R R R AR E RN R

WARNING
ITIS AN OFFENCE TO COPY COPYRIGHT PROTECTED
SOFTWARE FOR GIFTS OR RESALE

BEREERERFEEEFRAEEAEEAFFEARREERANRR AR R REF AR AR R

TO RECEIVE YOUR SUPERKLONE

Please cross your cheque or postal order for £8.95 and make it
payable to TURBOSOFT'
and send it off now to:
TURBOSOFT, 74 SKIPTON ROAD, BARNOLDSWICK, COLNE,
LANCASHIRE BB8 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 maney.

ENSURE YOUR

REGULAR
COPY OF ZZAP! 64

VAW

When a magazine is rising in circulation (being new, ZZAP!
is doing this) and so sells out immediately, you may
experience difficulty in obtaining your copy every month.
So the best thing to do is place a regular order with your
:ucal newsagent, which you can do by handing him this
orm.

o NN NN TN NN NN NN S .y,

ZZAP! 84 Magazine is published in the middle of every
month by Newsfield Ltd, 1-2 King Street, Ludiow,
Shropshire SY8 1A0. Tel: 0584 5851, and distributed to the
newstrade by COMAG (08954 44055). Please check with
the |:|tubl'r5hers if you have any difficulties in obtaining
supply.

‘ Please place me a regular monthly order for ‘
ZZAP! 64 Magazine.

i n
e e Sl R o T IR e

I e e s U T T I

I To the Newsagent:

L L ey

Spectrum - Commodore - Amstrad -
£7.95

o F

A can of worms, boiled slimies and
eyeball crush are just some of the
delicacies demanded by bumbling
Berk’s bellowing master. Can you
satisfy the hunger of "him upstairs’
and resist the temptation to open the
Trap Door? For there is always
something lurking in the dark waiting
tocomeout...

Available from yourlocal games
stockist or, in case of difficulty, from:

Richard Bason,
Piranha,

4 Little Essex St,
London WC2R 3LF
Tel: 01-836 6633
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EQUINOX (Mikro-Gen)
Thanks to D Wright of Hull, North Humberside for the maps and the

following solution to level 4. . .

Get the coin from D2, take it to the teleporter at C1 and prime it.
Get the fuse from DO, take it to the teleporter and teleport to AD
Swop the fuse for the fuel and get the drill from A1

Teleport to C1 and use the drill to get the dynamite from C2
Telsport back to AD and use the dynamite to open the door in BO
Get the coln from B0 and prime the teleporter at B1

Get the fuse from AD and teleport from B1 to A2

Activate the laser at A3

Get the canister from B2 and put it in the chute at Al

Teleport from B1 to A2
Get the card and return to ILT

A small tip fromme ...

Enter level three at high spead.
Line up your craft with the centre
e
your timing is g then you
should be able to pass straight
through when the ‘barrier’ opans.

i not — well, you're dead . . .
DON'T attempt to pass straight
through the second 'barrier’ —
wait, then ‘line up’ and pass
through as before.

And some POKEs from Andrew
Grifo of Walkden, Worsley, Nr

POKE 63927,96
stops the aliens attacking

POKE 5796,96

knocks out sprite to
background collision, but still
lets you land and shoot normally
POKE 4283,96

lets you go through the fioor
POKE 2696,(0-15
to change bac
POKE 2701,(0-15)
toc change backdrop colour two
To restart the game SYS 319,

reset the computer again, and
SYS 310 again.

colour one

"TAU CETI [CRL)

the result was

A tipette from the author, John T . » » When docked,
hmmmufmmmmummm

type
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GALAXIBIRDS 5
(Firebird) 1*
At last! The cheat mode 3
couldn’t stop! Thanks to Cuddiy
ﬁﬂ!‘lﬂl:xund.lurﬁll.lnpﬂ. . .Onthe i
screen, simply type in LET
ME CHEAT. And you can! e e i e
TRAP (Alligata)
Lee Elks from Peterlee,
Durham found that if you get
led and have an Orb or two,
press RESTORE and you will | | [ The ISt choice

BOUNTY BOB
STRIKES BACK
(US Gold/Big Five)

An interesting little cheat . . .
Enter special code 57502 and
press A and F3 together. Start
the game and press F to float
around the screen!

HACKER [Activision)

A handy time saving manoeuvre
. . . Move the SRU one unit above
New York City you will find your-
self below Barbados. Press U to
go up and trade the Jade Carv-
ing as usual.

ARCANA [New Generation)

If you're having problams com-
pleting this game, how about a
helping hand — in the form of
some very useful POKEs, cour-
tesy of Mark Hughes from Bir-
kenhead, Merseyside. Load the
game, reset your 64, and enter
the following . . .

F 1 C

3

¥ &
for infinite energy

P 5 76

BB

WHY PAY HIGH
‘FIXED' PRICES

(We do not charge you for our
fancy premises by charging
high "fixed" prices!)
Reputations take time ta bulld,
we have been repairing ZX 81's.
Spectrums, QL's, Apples and
BBC's professionally, for 2%
years — who is coming second?
L ﬁ- in all UK. with While-u-Wadt repairs!
] F with INTERMATIONAL repar service
to, MA P seemed the MOST
PROFESSIONAL when it came to advice

i And a helpful attitude”™ ALG BS
N1#'§ FOR HONESTY - We let you wate?
F P your computer being repaired and if

FOR PROFESSIONALISM - “OF all the
rEpair COMmpanses SincClair User spoke

there is nothing wrong with i we wil
Lell youlll

FOR REPLUTATION & HELPFULNESS
‘| hawve come across a firm that will be
mare than willihg to advise wou as to
how o rémedy your problems. Thiey
are called MANCOMP and a5 well a5
repairing faulty computers, are o
quite willing ko distuss your probiems
with you and offer reasonably cheap
and mare importantly CORRECT
CURES” Phii Rogers POPULAR
COMPUTING WEEKLY JAN 85

=EXPRESS SPECTRUM,
nd COMMODORE
REPAIRS! e

) —
M <
Ewery parcel sent by -
Royal Madl Receipted Post and ir
for returnn journsy!

(For next day delivery inciude £1.50
xtra)

(Securicor !‘J:r pruar Arra'g}n"'-f-r.'_
On-site maintenance for Apples
1.B.M s and most makes of printers
al50 available

Guaranteed 4hr responss!

WHY DELAY - OUR ESTIMATES ARE
FREE AND WITHOUT OBLIGATION. IF
¥YOU DO NOT LIKE OUR ESTIMATE
WE WILL RETURN THE COMPUTER
AND REFUND THE POSTAGE

INCURRED!
MANCOMP o
(Dept. Z 11 )

Printworks Lane, Levenshylme

Manchester W18 1P

Phone 061-224 1888

OR D61-224 9888

OPFEN MON - 54T Sam to Tpm

EXTRA-SPECIAL DISCOUNTS FOR

EDUC INST., H.M. FORCES,

CHARITIES. HOSPITALS, ETCI

‘I.F'
L

Sured

Hardware and software des:n
probems? Contact us for the
complete sendice, from design
through to manufacture

What we do today . . .
others do tomorrow!

9— e e
72 &
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Paris for breakfast,
Tokyo for Innch and the Goidern

Gate Bridge for dinner.

Here's a switch. Instead of running from escape near Big Ben. Or just gobbling up  F-111 fighters. Cops. The Army, Nawy, Air

monsters, you are the monster. - the Golden Gate for good. Force and Marines. Even a nuke now
Your choice of Godzilla®. The Glog. But don’t expect a warm welcome.  and then.
A Giant Tarantula. Mechatron Robot. Or  Expect everything else those pesky humans Stop complaining. You know very well

others equally unsavory. can throw at you. Tanks.

What's your favounte city? Paris?
Tokyo? New York? London? How about ~ THIE

Moscow?

Yeah. A nice little trip to eat the "
Kremlin would be pleasant, Or how about

a daring rescue in the Blg App e. A bold I i L

TR

you had it coming.
g You monster you.

Commodore 64 Disk £14.99
Cassette £9.99

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

Commodore 64 Disk £14.99
Cassette £9.99

red Ddemark o, 1HSII0
Scren Mmﬁm& 136 wenioe of game
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HUMAN RACE (Mastertronic)

Some more tips from John Baker. ..

38T, o the rnight ar 1elimeas you can
ze throu bject: the side of the 1, even though i
you cant.

Better still, some POKEs from Mike 'The W jolf’ Davies of Llan-
deilo, Dyfed. After shoving your Human R cassette into the cas-
sette deck, type in POKE 43, 2:LOAD(RETURN) and depress the play

button. Wait for the first part of the game to load, and when 7 SYNTAX
ERROR appears, enter the following:

POKE 431

110 IF F=10 THEN POKE 5023.234:POKE 5024 2345 G700

Now type RUN (RETURN) to load and run the rest of the game with
infinite lives into the bargain.

EXCALIBA (Mastertronic)

Afew more usaful POKEs from Tim and lan Fraser . . . Carefully slip

zsl'mpy of Excaliba into the cassette deck and rewind it. Type in
KE 43,200:LOAD (RETURN) and ‘ press play on tape’. When the first

part of the game has loaded, enter the following:

POKE 43,1:POKE B08,237

B0 IF F=7 THEN SYS 64760

Now type RUN (RETURN) to load the rest of the game. When the 64

POKE 26583,165:POKE 26614,165:POKE 26595,165:POKE
26623,165:POKE 26676,06

... followed by SY'S 7105 to start the game with infinite time and
livas.

IRIDIS ALPHA (Hewson)

A couple of cheats from Jeffrey  Oh, and something | found out
himself . . . by accident . ..

55 F 1 during the demo modea to

FREAK FACTORY (Firebird)
s B tha follow-
B T

o

POKE 25671,173:POKE 25685,173:POKE 40275,173:8YS 16384
to start the game with infinite energy!

KORONIS RIFT [Activision)

Alan Smith—1| LOVE YOU! (Well, not really —it's just that this is his
third set of cool POKEs, and I'm really impressed — please keep it
up, Alan). Cram your Koronis Riff cassette into the ‘deck’ and type in
this listing . . . .
0 REM INVINCIBILITY POKES FOR KOROMNIS RIFT
1 REM BY ALAN SMITH
10 A=320
20FCR T=0TO 64:READ Z
OKE A+T Z2:5=5+Z:NEXT
o IF 5=>=6483 THEN PRINT ""ERROR IN DATA':END
40 PRINT CHR%(147)

the game — with a difference!

ADVICE . ..

FOR USERS OF TRILOGIC'S
EXPERT CARTRIDGE

Well, after the big success of last months tips, may | a big thanks
tuallﬂwumwruhtnmaatmnwrungaddu::rmﬂddmu
should have been 137 Stonefall Avenue and not 139 Stonefall Avenue
as stated.

| say wrote to me because Jim has decided to concentrate more
on his education. So from now on I'll be writing the column on my
own (sob, sob). So may | say thanks to Jim for the help.

Anyway, let's get on with this months dose of cheats . . .

o e

MIAMI VICE (OCEAN)

Tubs and Crockat don't live up to their TV roles in this game. Have
a bash at these cheats to sort that out.

Infinite enargy . . .

At stap 3 type:

D 23F2.

Alter the line to read:

., 23F2 EA EA EA STA $0AEG,Y (RETURN twice)
Step 4 as normal

Disable sprite to sprite collision. ..
At step 3 type:

D OEEA.

Alter the line to read:

., OEEA EA EA EA LDA $D01F (RETURN twice)
Step 4 as normal

Disable sprite to background collision . . .
At step 3 type:

D 26FB.

Alter the line to read:

., 26FB A8 00 EA LDA $D01E (RETURN twice)
4) As normal.

Now go ahead and catch the crooks. ..
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ARCANA [NEW GENERATION) ICUPS [THOR)
This game is impossible to complete as it stands, Enter these cheats Infinite lives . ..
to walk around without fear . .. At step 3 type:
Infinite eanergy . . . D 093?)
1) Load the EXPERT with V1.7/2.7 WELMEE[;E?W (RETURN twice
2) Load and run the game as normal. When the game has fully loaded, ji] As normal )
j éa}gr the RESTORE key lightly. The monitor prompt will now appear. 4 j
! pe: Level 4. ..
i D 335.‘3. (not forgetting the full stop!) Level 47 it's for those weirdos somewhere in this world who
ﬁ Change the line to read: can't get off 1-3.
4 ., 3293 EA EA EA DECS 2242 (RETURN twice) At step 3 type:
1 Now type: D 0ATD.
I D 3299, (RETURN) Alter the line to read:
: Alter the line to read: ., 0A7D EA EA EA CMP $0AB3 (RETURN twice)
., 329F EA EA EA DEC$ 2243 (RETURN twice) 4) As normal.
Finally, type:
D 329F.
Alter the line to read:
., 329F EA EA EA DECS$ 2244 (RETURN twice) EQUINOX (MIKRO GEN)
4) Now type R (RETURN) or add more given cheats if there are any. e
Infinite lives . . .
Unlimited time . . . 5
At step 3 type:
DﬁFﬁ?‘. e line to read:
Alter the line to read: 3 A EA DEC 519 (RETUBN twice)
., BFBT EA EA EA DECS 6FB4 (RETURN twica)
Mow type:
EHEFE ;
er the line to read:
EEFED EA EA EA DEC$ 6FB5 (RETURN twice) HOODOO VOODOO (BUG BYTE)
inally, type: :
D 6F93. Infinite lives . . .
Alter the line to read: At step 3 type:
., 6F93 EA EA EA DECS$ 6F93 (RETURN twice) D 4965.
See step 4 Alter the line to read:
., 4965 EA EA EA DEC $9D14 (RETURN twice)
4) As normal,

SPLIT PERSONALITIES [Domark)
K '. from Stalybridge, Cheshire wrote to say: '| vading GHEEN BERET IOCEANI

This is probably the best cheat I've ever produced. Pity nobody sent
it in as the sender would have most certainly won a prize!

Removing armed soldiers . . .

1) Load the EXPERT with v1.8/2.8

3= =T = 2) LOAD and RUN the game as normal. When the game has loaded tap
appropnate commands balow, and then press R (RE- the RESTORE key lightly and the monitor prompt will appear.

3) Type: g
D 210D. o
(value from 00 to 09) Alter the line to read: e
., 210D AD 04 LDY#$00 (RETURN twice) \
value from 00 1o FF) 4) As normal.

Well it looks like we've reached the end with this month's cheats.
Keep the letters flowing into the following address: TAZ, c/o THE
WII:I"UI!H CLUB, 137 STONEFALL AVENUE, HARROGATE
2 TNS.
Make sure to buy the next issue of ZZAP! The EXPERT ADVICE
column will include cheats for Dragons Lair, Knight Rider, Mission AD,

NOMAD (OCEAN) Iridis Alpha, and many more ...

Can | just say a quick hi to: Stoat & Tim, J & J, Psy, Graham, lan,
Increasing the lives . . . Denis, Roy & Co, and last but not least Gary Penn for actually talking
ﬁ‘ﬂ%“““i to me on the phone! See you next month.
Alter the line 1o read: TAZ
., 1466 E6 14 DEC $14 (RETURN twice)
4) As normal.

Alter speed of nomad sprite . .. ' .. . ¥es, | am serious. Next month Mr Rignall will be taking over the
At step 3 type: tips (which should please some of you). You see, it's proving too
D 1288, tiring and time consuming for me to maintain this section, mainly
Alter the line to read: due to other editorial commitments, so I'm handing over the tips to
., 1289 C8 04 CMP+$04 (RETURN twice) Riggers. Sad (for me), but true.

4) As normal. So | guess it's goodbye.

But before | go for the last time, I'd just like to say a huge, enorm-

The first ‘04’ in the above line can be changed from any hexidecimal ous great ‘thank you’ to everyone who helped make Gary Penn's
number between 00 (very fast!) and FF (extremely slow). PIaJrjng !lps such a lively and p:gpular section to read. Especially Tim
: and lan Fraser, Gary Saunders, Trolly, Alan Smith . . . and anyone else
:r::d I;pﬂ'll'lmmﬂﬂ i who sent in tips and POKEs regularly. In fact, thanks to everyone
! D 14% type: who sent in tips, maps, hints and POKEs. Keep it up. I've always
-l A : ﬁ-::;] ?i.,lred writing this column. Hopefully, you've always enjoyed read-

., 14B0 EA DEY (RETURN twice) Bye. ..

4) As normal,

'RIGHRLL TooiNG -THE
THS — HIS Henp :
WILL GRoW LARGER SNILL/
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Things have not been too good
down at ZZAP towers recently.
The foolish five, PENN, RIGNALL,
EDDY, MASTERSON and
SUMNER have been really getting
to grips with MARTECH's latest
offering, UCHI MATA. Although
this may appear perfectly harm-
less, life hasn't been too easy for
yours truly. They've been getting
to grips withme . . .

You see, O loyal Minion follow-
ers, thléy will insist on experiment-
ing and trying out their KARATE
moves on my weak and fragile
body. Scrunch! as my delicate
form lands on yet another pile of
unopened post on the ZZAP! office
floor; Whammo! as | am hurled into
yet another heap of empty, week-
old coffee cups; Splatter! as I'm
hurled into the middle of an over-
flowing waste paper bin, Good job
the place is so messy, or I'd really
get hurt. . . .

Whao do they think | am? BRIAN
JACKS or something? It's just not
fair: why should | suffer from the
attacking attentions of the odious
crew? Well, I've just about had
enough of asking all these ques-
tions and more than enough of
being hurled around the shop. I'm
off to the local JUDO class to get
myself into SHAPE and then I'll
potter back to the Towers,
ATTACK the spiky haired ones and
BREAK their scrawny necks! | will
have my revenge!

Fancy get‘ting in a bit of Judo train-

ing eh? Here's your chance. We
have a complete Brian Jacks Judo
outfit to give away as first prize,
and there are thirty runner-up
prizes on offer as well — copies of
MARTECH'S new judo game, Uchi
Mata. All you have to do is to look
for the words printed in bold in the
Minion's sob story, find them in the
wordsquare, ring them in ink, com-
plete the coupon and then fight
Enur way down to the postbox.
your entry to the BIFF BASH
COMP, ZZAP!, PO Box 10, Lud-
low, Shropshire SY8 1DB.
Entries must arrive by 14th
November and if you're one of
the lucky people whose unhm
drawn from Girly Penn's
Black Hole, then you'll be able to
go biff, bash, boppity bop all by
yourself with a complimentary
copy of Uchi Mata, Should your
all-comect entry be first out of
the Black Hole, then you'll be
getting a posho judo suit as well
as a copy of the game. . .

"LCH] WHAT? T AL VIOENETo me /!




OUT NOW!

Clear the Gravitational Research Institute of
bombs with your Deactivator Droids and repair
the computer. Watch out for robot guards and
make use of the different gravities in each room
in this Arcade Action program with Strategy
Elements.

. AMSTRAD 464/664/6128

. -£14.95 (DISK) - £8.95 (CASS)

- COMMODORE 64/128

~£14.85 (DISK) - £9.95 (CASS)

SPECTRUM 48/128

Lo W WNAFREE |
| GAME IN OUR +4
| 'SCREEN SHOT CHALLENGE]

INARLABLE FROM ALL GOOD SOFTWARE RETAILERS - IF [T5 NOT THERE, PLEASE ORDER 1T — Oy
-t ARICLASOFT I L

ARIGLASOFT UK LTIL, INCLUDING YOUR OWN NAME AND ADDRESE -;

Sere shot represents C64/128 varsion

[



Lﬁhglnﬁmhumqmﬂon:
how did you get started?

| was doing my A levels and had to do a fill-in
course, so | decided to do computer studies.
That was the first time | actually got handﬂ
on a computer — a Un

was in there every night, plagu ngtm:hmta
let me play on it.

The first home computer | got was a Pet
2001, one of the old ones, and | wrote noughts
and crosses games on that. | had the Pet for
about three years then | moved from that to the
64. | would have got a Vic, but it seemed to be
no real advance over the Pet — it had colours,
but | couldn't stand the small screen.

Would you you had a natural aptitude
for programming?

Yes, I'm very logical — all my friends keep say
ing s0. | found things very easy inthe mmputar
smdi:sdmswhantmuthmddn‘twt?t
That's as far as programm goes. an
comes to lmarudsnurr? I'm a non-star-
ter. I've no idea at all.

So do you consider yourself a competent
programmer?

| would like to think that all the programs | write
are very efficient. | mean, nothing seems too
hard to do — | look at a program and | say
whether | think it's possible or impossible, and
| don't even attempt to write the things that |
think are impossible. Sometime later | see a
program by someone else and | think "oh, |
didn't think you could do that'.

So wouldn’t bother to attempt some-
ﬂﬂnﬁ?hﬂpmmﬂ

Yes, that's right. | wouldn't. The arcade
seems to rely too much upon speedgmang

miraculous graphics. And then there's the hyd-
raulics . . .

TALKING TAU CETI

Do you admire any particular programs?

One program |'ve always admired is Paul
Woakes' Encounter. When | first saw that | was

amazed by the speed. That was one of the
programs which | would say you had no
chance of writing. There's so much moving and
it moves so fast.

The graphics in Tau Ceti were along similar
lines. ..

Yes, | suppose so — | look at it differently,
because | wrote it, so | know how | got past the
speed problem. It seems acc e, it seems
a reasonable speed to me. It's not terribly fast
but then it's doing a lot of different things.
Encounter doesn't have a lot of different
shapes and sizes — in Tau Ceti| had to actually
calculate the sizes.

Would you be interested in writing, say, an
Encounter II?

| wouldn't mind. In about a month's time I'm
supposed to be writing the follow up to Tau
Ceti, Attack on Centralis, and for that | was
mnmdann changing certain drawin
routines. Inataad of drawing objects on a hi
res screen, I'm thinking of drawing them with
characters, sort of creating the characters
while n'sdmwwmhaplctura at way —hope-
ful t would

vul;;_ what CRAL want is something
which, like fau Ceti, is a fast 3D shoot em up

but without the intellectual side to it. So rather

than changing it to semi-adventure styie,

TWIDDLING
WITH TWIDDY

TAU CETI programmer John Twiddy is .
about to unleash his ATTACK ON
CENTRALIS. He talks about
this and sounds off generally
about arcade conversions
and TV tie-ins. Gary Penn
lends a bruised but
sympathetic ear.




nice out, isn't 1

where you have to trek through all the cities
finding objects, you'll instead spend most of
your time solving little puzzles, mechanical
puzzies. Let’s say, you might have to go round
and shoot the apﬁmpﬂate alisn to prograss to
a certain sector. That sort of thing.

It'll be faster, I'll cut down what the program’s
got to think about, remove the section where
you have to type things into the program to get
information — I'll basically change it into a
good shoot em up.

So, effectively, you'll have an Encounter
igame with more to it?

Yes, but obviously it won't be as fast as
Encounter because the machine will have
more work to do — but yes, that sort of idea.
It'll be divided into sectors, with a little puzzle
in each one before you can progress to the
next sector.

The idea is that you've turned off the reactor
and deactivated the robots in Tau Ceti, and the
planet has been taken over by pirates — space
bandits — because the defences have been
knocked out. So you now have to clear the
central city, Centralis, of the baddies.

GETTING PERSONAL

Are you a good gamesplayer?

| used to be. Now, I'm programming more than
playing. I'm getting older and my reactions are
getting slower. I'm getting past it.

How old are you — if you don't mind me
asking?. ..

I'm24.
Any programmers you admire?

Um, ah — people look at programs and say:
"this is a good program’ or "this is a bad prog-
ram’, and they give all the credit to the prog-
rammers. | don't like that because there are a
lot of programs where you don't realise how
technical g’sdrfhcumhegr are when you first look
at them. As a result, you get what appears to

be a very simple program and you say that's
awful, when maybe they couldn’t have done it
any better. So, | don't have any favourite prog-
rammers, | just admire the odd one-off prog-
ram,

John and Gdry
Programm ng .

LOOKING INTO THE FUTURE

What are you working on now?

I'm working for Elite doing the 64 version of
lkari Warmors. That should, hopefully, be
finished in four or five weeks. | rather like it —
Tau Ceti was OK, but | prefer a more action
packed game, a good shoot em up, | suppose.

lkari Warriors has that — mindless violence,
you just go around shooting soldiers. | hope to
make a good a job of this — a competent con-
version.

And what of the future?

After the Elite project I'm doing Attack on Cen-
fralis for CHL, and then something for
Thalamus — | don't know what, yet. I've just
finished their loading system to stop all those
pirates out there nicking my program.

To be honest, Tau Ceti was, | suppose, my
big break. I'd done a lot of programming
before, mostly business stuff for the Amstrad

— word processors, databases, that sort of
thing. The pay is low — compared to games —
and there's no nition from the public at
all. Tau Ceti was sghttuntheﬁ.mmmd and
Spac'trum so the version received good
erage and got my name known.

TALKING RUBBISH

What are your feelings on software tie-ins?
| think buying up the licence for arcade
n good or bad

game that's going, whether it's

whether it can be converted or not, is stupid. If
| see an advert for a new game that's coming
out — some super-duper new arcade , Or
even a TV tie-in — | automatically switch off,
thinking 'it's going to be rubtﬂsh‘ | won't even
look at it.

Maost of them are relying on the name. OK,
sometimes there are g programs, but on
the whole most people only buy the game
because of the name. A kid might think a Star
Trek program is going to be good because thay
gat the chance to play Captmn Kirk, their hero,

Guud arcade games should be converted if
ible. But take a game like Space Harrier—
gun't think that's worth converting, because if
it's going to be a bloody , it'll have
to Eﬂ?ﬂg (H‘H'amnt to mﬂglw it pla';.rnblﬂ it's not
going to be the same game at all. | don't see
why they should call it Space Harrier because
it won't be.

What do you think of the state of the compu-

ter industry as a whole?

It's changed drastically over the past couple of

— the quality of the software has
mproved. But it goes through phases where
averyone wants some new ideas, There were a
hell of a lot of programs that came out based
on new ideas, which were absolutely useless
programs because the gameplay was useless.

Jnhn Twiddy pushed atter s

with Gary Penn:

They got good reviews because they wera naw,
they weren't the same old shoot em up. But so
what? It's the difference between being new
and useless and being old and functional.

The use of the 64 has been tremehdously
expanded. A year ago people were saying
we're using the 64 to the full. Now, you get-
more and more features, more and more
efficient programs coming out.

.;wﬂinkmuwﬂlqurhtmdhh

full

Mo, you can always find a more sophisticated
way of doing something. Obviously, for a par-
ticular type of program, you may be using it to
ite fullest then. Maybe if programs were more
mtegratﬂd — if music actually interacted with
wiama , rather than being just a single sound-
or merely sound activated by
prassing fire.

I'd like to see something a bit more interac-
tive — how people will do that | don't know, I'll
leave that to someone else. But no, | think you
could carry on for years. Whether the popular-

of the 64 will decling, | don't know.
ARCADE MADNESS
Are there any games for which you would
like to write, say, an arcade conversion?

Marbile Madness is a game |I've always wanted
to write. | started doing it on my own, without
backing me, but then Ceti came
up. CRL uriFi contacted me to do a Marble
Madness clone for them, but then it turned out
that there were lots of other clones coming out,
s0 they dropped that idea and | did Tau Cet/
instead.
| would have loved to have written Marble
Madnass. There are a few versions out which |
think are not too good, they don't reproduce
the excitement involved, There are so many
people who like the arcade game, and a lot
mora could be done with it. Six levels just aren’t
enough. The version | was writing had multi-
directional scrolling and more |
Going back to what we were saying earlier
about today's games, nowadays & seem
to be going for games where you have to beat
the machine, whereas before, when Space
fnvaders and others came out, the idea was
just to keep going, and it got faster and harder
and you got a score. Nowadays the games
seem to have objectives. It's how far you can
get through it, and whether you're going to
nish it or not. | prefer this type of game. It's
something to aim for. When you've got a Space
Invaders type game, which is just sheet after
sheet after sheat, it's simply 'I've got to the
37th sheet’ — wowl

Before you go: what would you do if you
didn't program?

Erm, well . . . I'm interested in electronics, so
I'd like to work within the electronics indust

— more digital than radios and the like. But if |
wasn't even allowed to stai( in the alectronics
field . . . | don't know what I'd do. | like driving,

s0 | can almost imagine myself being a long
distance lorry driver . . .
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PinaNHAS latest game. could be  enemy’ firé naint, not bullels, so
described as the thinking Zzap by the end of the day a very messy
pErss Rambao. in it, four eommman-  time is had oy all. The eventual
dos must infiltrate 8 heavily objective ia 1o capture the oppos!
guarded complex and 1y to tion's flag and declare yourselves
snatch four number codes that  the victors. The two putright win
make up a passwaord whichcanbe  ners will also collect their very T
used to save the world  from  PIRANHA cyweatshirt, and fifty run
dastruction. The job calls for the ners up will receive a copy of the
mast muscle available, and somef game

cenaries are pipked at the start of Al you have o do s make up a
tha qamea from a list of named pear parsonnal file like the ones in Strike
connel files, Four fighters make up Farce Cobra. Set down the details
Sirike Force Cobra of the team you would use to

Toy mark the launch of the game,  infiltrate ZZAP! Towers. You can

piRanKA are offering the chance of  garnish them with a drawing of the
5 lfetime to a couple of ZZAP!  personis) it you like too. Just to
readers, Two Winners will get the help you along a little  we've
chance to spend a day playing included Gary Penn's file to starl
Combat Zone —but not on a com-  you off

puter — in a real life combat area Sand your entry 10 STRIKE
shooting the opposition. i dear FORCE Z7ZAP!, ZZAP! Towers,
reader, this seems a ittle risky, fret PO Box 10, Ludiow, Shropshire
rot. for no blood 15 10st N thig con S¥B 1DB, making sura they amve
flict, The guns used inshootatthe by 141h Novempear
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‘¥You have now reached the part of the magazine devoted to past
events, the backward look over shoulders to a bygone period of
time. The period in is November 1985, and the subject

under examination is issue seven. Embossed upon its virgin
whrtam«m reports on two Sizzlers and two Gold Medals.

Gazza Jazza, sole survivors of those turbulent times, reflecton

their comments and ratings . . .

GAMES ZZAPBACKED

THE LITTLE COMPUTER PEOPLE DISCOVERY KIT
PARADROID

WINTER GAMES

WIZARD'S LAIR

THE LITTLE COMPUTER
PEOPLE DISCOVERY KIT

Activision

The first Gold Medal of the month went to Activision's innovative LGP
kit. And what controversy the award stirred up! We reviewed the disk
version only, a fact which was made obvious in the review. Some months
later Activision released a cassette version which lacked many of the
features that appeared on the disk game. Consequently, many people
expecting disk features felt disappointed and cheated, and in the follow-
lﬂéi months the ZZAP! Rrap on saw many a letter complaining about
LCPs. Anyway, the reviewers were very enthusiastic over the program
and an extensive review made their feelings plain. ‘A stunning advance
in ;ﬂnﬁu‘m entertainment’ summed up the overall comment. And quite
i 00,

| still consider this highly original and very unusual program to be a really
: brilliant piece of computer entertainment. Quite a number of people
] thought the mn?mm lacked any Iashahility, but | always considered an
LCP to be a bit like a goldfish — you don't sit and watch it all the time,
but fiddle about with it whenever you feal like it.

JR

I couldn't agree more. LCPs are great. So cute 'n' —

can't cuddle them — and fun for all the family. The H%ﬂhrmygg
effects are neat, especially when they get and ‘tap' on the

‘screen’. Shame about Adam, though. Actually, | did get him back in the
end — alive and well, and living In anoﬂ:—ermnpuwgf.
GP

(Jaz) | was and still am perfectly happy with the ratings.
(Gaz) Too right, Jazza. The ratings were spot on in my opinion.
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Hewson

Paradroid had been the subject of ZZAP!'s 'Diary of a Game', so the
game was received with a certain amount of anticipation. After three
months of build-up we were worried that it was goi gkg to be a disappoint-
ment. We shouldn't have feared, Andrew Braybrook's unique shoot em
up was a classic and a Gold Medal was justly awarded. Both Julian and
Gary Liddon thought Paradroid to be “one of the best programs on the
64' and Gary Penn admitted, ‘words fail me'. Wonders never ceased|

This is a brilliant shoot em up game packed full of original features. A
number of people claimed that we awarded Paradroid a Gold Meadal just
because it was the subject of the 'Diary of a Game' feature — what
pathetic nonsense. It's a great game and still one of the best on the
Egmmudura.

Paradroid is a classic game and deserved the coverage. It's definitely
Braybrook's best, and hopefully.his next game will be just as innovative
and playable — something lacking in previous offerings.

GP

(Jaz) Perhaps the sound was a little overrated, but the rest of the ratings
are perfect, even by today's standards.

(Gaz) Hell, no. The sound rating is fine — maybe & little too low. | think
that we undermrated Paradroid slightly — it should have got 98% overall.
Presentation would be rated ever-so-slightly less now, but that's about it.
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WINTER GAMES
Epyx/US Gold

Hot on the heels of the Summer Games bilogy (as in trilogy) came Winter
Games, a sports simulation featuring seven icy events: hot dog aerials,
figure skating, freestyle skating, speed skating, ski jumping, bob sled-
ding, and a Igamm ‘Get your furs on and have a go, if it doesn't grab
you then you're intangiblel’ enthused Julian {(whatever he meant), Paul
proclaimed it to be ‘another excellent sports simulation from Epyx and
yet another one you can't afford to miss,' and good old Gazza thought
it was ‘an excellent addition to the Epyx sports range', Inspiring com-
ments indeed.

At the time | thought Winter Games was really amazing, but after seeing
World Games my opinion has dropped somewhat. It's still damn good,
tr;‘uugh. but not quite as good as Summer Games I,

J

| was ma-:grdﬁsappointed with this game, it was too much like Summer
Games Il for my fiking, although it proved more popular for some reason,
AJ; well, there's no accounting for taste . . .

G

(Jaz) Perhaps the lastability is a touch too high, | didn’t play it as much
as it's sunny predecessor. The rest of the ratings are about right,
methinks.

(Gaz) Mmm, lastability was too hiﬂh. It was a quality product, but not as
playable as Summer Games II. | think we overrated it slightly.

WIZARD'S LAIR
Bubble Bus

This very fast 256 screen arcade adventure really appealed to our intrepid
(!) games reviewing people, what with its cute graphics and sound, and
immense playability. Gary Liddon went ape over the program and played

GOLD it many a time when he should have been making thetea. ‘Allin all a very
NRY - Wi good game with some very effective graphic and gameplay features,’ he
1]! - = gibbered. Jazza felt it was ‘a really excellent game (what's new?) which

should appeal to both adventurers and blasters alike,” and the other Gary
reckoned it was ‘fast, furious and above all fun to play.

88 ”*E!ﬁ“ ﬁ%ﬁf’hﬁ

This is a really arcade adventure which requires a good deal of

&  shoot em up skill. The graphics and sound effects are really nice and the

e Sios game is great fun to — | still think it's one of the better arcade
Pk = 3dnvemures available on the Commodore.

This was good for its time, but my opinion of it has deteriorated over the
year. ally, it doesn't compare favourably with current releases,
E?‘ld the gama itself has been surpassed many times since.

{Jaz) I'm going to bea boring botty burp and say the ratings are fine,
because | think they sme.
(Gaz) No, if it was reviewed now it wouldn't do as well, It was fun at the

I} time, but | haven't played it a great deal since. It deserved the Sizzler
§f rating at the time, though.
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| Available for Commodore 64,
! Amstrad & Spectrum; and
1f (Text Only) BBC/Electron.

Based on a concept
and story by

lan Livingstone

Lrame written
by Adventuresofi,
[istributed
by LS, Gold,




Yes, | thought as much — lots of
you were very keen on the chance
to win a £10,000 Golden Trivial
Pursuits set. Right then, congratu-
lations to Stuart Watson from
Barnton, Edinburgh EH4 6QN,
who goes forward as our ZZAP!
representative for the International
Trivia playoff which will be held in
London. The other prizes were four
Trivial Pursuits Genus |l board
ga.rnas. and they go to: Brian

lusky, Liverpool, L5 60N; Mark
Hobbs, Tyne and Wear, NE31
2AL; M Gattie, Croft Lane,
Knutsford, Cheshire; Peter
Young, Northumberland, NEBS
OLX.

Also on offer were ten boxes of
edible Trivial Pursuits after dinner
choccies. The spiky ones were a
bit miffed as they dicin';t(get anyto
nibble — hee hee . . , Karim
Bougli, London SW17 8LD:
Robert Hunt, Bradford, West
Yorks BDY 5.J.J; Martin Haynes,
Bude, Comwall EX23 ONA;

Graham, Carlisle, Cum-
bria CA2 7QB; Stefano Da Tos,
London N3 1PB; Michael Under-
hill, Cullompton, Devon EX15
JNL; David Lawrence, Coulsdon,
Surrey CR3 1DN; Paul Rees,
Iiford, Essex IG2 6YE; Stuart
Tomkinson, Stoke-on-Trent,
Staffordshire ST4 6RU: Sean
Lally, London SE26 SML

BUILD YOUR
OWN
WORLD COMP

INCENTIVE were out to test your
literary talents to the full when they
asked you to come up witha 100-
word description for two ‘?%ecially
produced GAC pictures. The fol-
lowing 25 lucky people have won
themselves a copy of the Gold
Medal GRAPHIC ADVENTURE
CREATOR. . .

John McKinlay, Larkhall, Scotiand
MLS 2AR; Simon Roas,
Wiits BA14 BED; Wiggins,
Dorset BH19 1PQ; Sion
Gibson, Leigh-on-Saa, Essex 558
5TT; Matthew , Barnsley,
South Yorshire 571 2DF; Nicholas
Phillips, Merton Park SW20 8JR;
Robart Notman, Thornaby, Cleve-
land TS17 0AG; P Kingham, Iiford,

Essex |G4 5NB; Mick Hempshall, HG
BTX, 1 RHA, BFPO 30; Michael Neli-
g:l:k::'rurdm CRO 2LB: -lbh:l'lil.n

, Mansfield, Notts NG19 BAZ;
Wayne Ross, Lancashire PR4 1XS5;
Scott Teidman, Brachnell, Berkshire
RG12 45L; Robert Wallman, Bric-
khouse Lane, South Godstona RHS
BJW; Justin Saint, Souhnmn s
8HE; Erik F Sorensen, DK-
Hurup Thy, Denmark; Paul Reynolds,
M , Co Galway, Ireland:
Shaun , Kinross, Scotland
KY13 7QD; Tommy Holt, Westum-
un-m Bristol BS0 4AS; Alex
W n, Southall, Middx UB1 3AS;
Alexis Phare, Torbay, Devon TQ3
1TD; Richard Hopkins, Ringmer, East
Sussex BN8 5JU; David Harker,
Stoke-on-Trent, Staffs STE 7SA; Nell
Coyle, Radford, I:unnlg CVé 3BZ;
Grant Tullo, Edinburgh EH10 8XF

SOFTWARE PROJECTS were
offering an A1 sized colour print of
the inlay artwork for their latest
release, DRAGON'S LAIR, as well
as 50 copies of the game for the
runners up. So, how well could you
spot the differences? Very well, it
seems. Matthew Hicks from
Wrecclesham, Surrey GU10 4PJ
was first out of the correct entries
bag, and so nets himself a well-
neat 'n' huge piccy. Copies ofthe
game go to these fabulous fifty
runNners up . . .

8 Kennett, Gill
5.J3; Simon

, Kant MET

Dorset BH21 ; William Parkes,
Mallor, Lancashire BB2 TPA; James

8HD; P Anderson, Southall,
Middlesax UB1 1BE; Richard Jones,

2BL; JM h

Middiesax UB4
HQ BTY, 1 RHA, BFPO 30; Richard
Beattia, Scotiand

Midlothlan, EH3T
58Y; Colin Gillespie, Huntly, Aber-
deenshire ABS 4JT; Alaxander Pes-
Aell, Walthamston, London E17 8RX;
Mark Furlong, London SW4 8PX; H
LLoyd-Baker, :

. Gloucester GL2 BRS;
Martin Comwall EX23 ONA;
Mathan ,» Wastbury, Wiltshire
BA133JF; m Ghurch, Common-
moor, Cormwall PL14 8EH; Kennath

Mark Williams, Luton, Bedfordshire

Lu2 m;‘um_um, Dersham, Nor-

folk NR1 ; George Asare-Djan,

London SW9 9EG; Alan

Staines, Middlesex TW18 2EF; Terry
Weston 802

Orman, »
B8LA; Bob , Walthamstow,
London E1T E K Norman,
Dartford, Kent DA1 2NN; J P Gregory,
London N21 1PB; Tom MckKee,

I, Ross-shire VT BEW: John
Frial, London E10 8NB; Jonathan
;lxoad.-l:mm Cormwall TR14
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So, you think you know a bit
about Dan Dare eh? Reckon you
could get him out of a

and back into action against the
Mekon?

Vinain's excellent game
featuring Dan Dare sends him
on a mission to thwart evil
Mekon's plans to blackmail
Earth. The evil Green One has
taken over an asteroid and set it
inon a collision course with our
home planet. Dan and his faith-
ful assistant 'I?Jg set out in
their trusty c Anastasia,
planning to land on the Asteroid
and do battle with the nasty
green Treens. If Dan succeads
on his mission, and disables the
Mekon's asteroid, Earth will
once again be a safe and happy
place in which to live, but should
he fail. . . .

WIN! Copies
Sizzling new game! =505

Books, T Shirts, =255

and didn’t quite manage to com-
plete the artwork for the series

Videos/LP’s, and Posters ==

AS ANASTASIH ZOoOMS | |-LOOK!THE BUT AS ANASTASIA
' . STE e NOSES TOWRRDPS
“IHHJU GH SP ﬂC " : ] 'w ROID 'ggc'&lmm@

TR

) o W \*-vu
7" WELL , HERE
TAKE A LOOK

& - ¥ = T VN
" . ] E % -
il . o
] ~ o

_ WY

) B (DI —weRE
kg '

QOPYRIGHT © IPC [DAN DARE. LTD. 19

\IN FOR A ROLIGH LANDING.,, ' £
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WD COLLECT A HOST OF GOODIES!

Dan has suddenly run into a

on his journey to the
mmdmut...'l'mn

forces have intercepted the
Anastasia, and Digby and Dan
find themselves spinning down
towards the hard surface of the
Mekon's blackmalil planetoid,
out of control. {'s up to you to
finish the story and make sure
that Dan lands safely so the
game, programmed by the crew
at virGiN, can go on.

What we wantwlnu::_ldn isto
complete the comic strip story
+ » « yOU can use whatever artistic
materials you might have to
hand, aided and abetted with a
handful of talent. Complete the
artwork and then turn your mind
to the trio of tricky questions
(well, not too terribly tricky) that
8 on the antry form.

mplete the co and
send it off to SAVE DARE,
ZZAP! Towers, PO BOX 10, Lud-
low, Shropshire, SY&8 1DB mak-
ing sure your artwork and
answers arrive before 14th
November.

Lots of luvverly prizes are up
for grabs — and there are TWO
First prizes in this cump-lﬁunnl
The senders of the t
entries will collect a , 8
Dan Dare T Shirt (one of a
Limited Edition run, specially
produced by mm: a copy of
the game, ac of the book
The Man Who w Tomorrow
— a biog of the man who
created Dan Dare in the first
place — and either threa videos
or five albums. (Virain will send
the two top prize winners
catalogues so they can make
their choice of videos or
albums.)

Atrio of runners-up are setto
collect a copy of the game
t with a Limited Edition
T Shirt and poster, and then no
less than twenty five lucky
entrants are going to be recelv-
ing copies of this Sizzling game
together with a poster.

: — MORE LIKE A
HNHLLETDGNN’

A (N

QUESTIONY BITS:

1) What s the name of the artist who originally created
Dan Dare?

NS NSRS R

2) In which comic did (and does) the Dan Dare strip
appear?

e e L L L L Ll LT T T T ————

3) From which planet did the Mekon and the Treens
originate?

e b L L L L T L Ll e LT T T

NAME .

ADDRESS

- - POST CODE

T SHIRT SIZE (S, M, L) — —

NEVER SRY
HEUNT&.
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AN YOU 0~
HANDLE THIS
U7H POWER?

’highest standards, the
g KONIX SPEEDKING comes

with a twelve month guarantee.
Available for:- Spectrum and

The KONIX SPEEDKING packs more punch.
That's why it’s fast overtaking ordinary
joysticks to become one of the world’s most
popular hand control.

As it’s name suggests it’s built for fast - Spectrum Plus, Commodore 64, 128
handling to give you lightening fast control. - Vic20. All Atari Computers, Electron, M.S.X.
Micro swltches. await your slightest movement, 3 Computers, Amstrad and Oric at £12.99.
and fly into action -_ZAP, POW, SPLAT, Also:- BBC, Commodore C16, Plus 4, and
BLAM - giving you instant Dragonat £14.99.
reactions to every command. Trade and export enquiries contact
Tough, rugged and Wayne or Sandra on 049525 5913.
made in Britain :
0 thE il Please send me Speedkings at £12.99 each.
Speedkings at £14.99 each
(Price includes postage and packing in the
LLK. Overseas orders please send £2.50 per
Speedking.) |
Computer makeandmodel
| enclose a Cheque,/Postal Order for |
made payable to KONIX.
Please charge my Access/Visa No.,
! Card holders can telephone on 049525 5913, |
3 L o =) Signature
' { Nam@ e I
Fn L S RS R WO T N b |
» Postcode . Telephone |
\ Send to Konlx Computer Products, Unit 13, Sirhowy Hill Industrial
o sl L 1 \ Em“r Tmrl G“M Hn ‘QL u"'“"
. » s |




SHOWTIME,
YET AGAIN!

As if the Personal Computer World
Show, spanning five days and
more than three whole floors of
Olympia wasn't anm.?h for Sep-
tember, paTaBAsE held a Commo-
dore show in Manchester the
weekend after PCW finished. At
least commopoRre took a stand at

DATABASE's show — more than
Irbell%did at Olympia.
is Commodore show was

heid in the Reynolds Building, part
of the University of Manchester's
Institute of Science and Technol-
ogy, and around forty companies
fought for stand space in the con-
fines of the exhibition area. Most
of the exhibitors were small third
party dealers, it seemed, and
aithough nothing remarkably new
was on display, visitors could cer-
tainly pick up some cheap disks
and bargain software.
CommoDore themselves put in
an appearance, and concentrated
their efforts on the Amiga —

nothing terribly impressive was to
be found on their stand, however,
and one or two cruel observers
mentioned that the commoooRe
stand bore more than a passing
resemblance to one of the public
toilets found on Parisian streets!

ComPuNeTr also made an
appearance and no doubt enjoyed
a few days getting their message
across. Jeff Minter made his pre-
sence felt, remaining at the bar —
LLAMASOFT did not have a stand,
but Jeff's armival obviously
boosted the morale of his fans.
The only other ‘personality’ spot-
ted makiﬂ? his way across the
cramped floor was Martin ‘you
hum son, I'll program it' Galway.

Overall, not one of the most
inspiring shows of all time — com-
ing 50 soon after all the launches
and Razamatazz of the PCW
Show, the event was more than a
little flat.

T e e R R s = T = 5o
HOW DO YOU MAKE A MALTESE

CROSS?

Pirate his Software

in Britain has
i, but in

are  piracy
een abig

e based organisation
CHSTRIBLITION ER-

3Ng :
rmed of

nbution -Entﬁrﬂ
Fleu

A pillar dominates this busy shot of the cramped Manchester
Commodore show organised by DATABASE

Jeff Minter, for it is he, entertains fans in the bar by eating his
jumper. Thought goats ate anything Jefi, not Llamas?

4 M- 10N SHduMe Cunt

AT LAST!

COMMODORE SPARES

AT REALISTIC PRICES WITH FREE SOCKET

ClA 6526 £17.99 | ROM 01227403 £15.99
MPLU 6310 £17.99 | ROM 90122501 £15.99
PLA 9061 14-01 £18.99 | SDUND 6581 £17.99
ROM 901226-01 £15.99 | RAM 4164 £2.49

Chd POWER SUPPLY UNITS £24,99

All prices includedpu.-n & packing, handling and VAT

or gend your faulty
compiuter an

P.S.U. for frec estimate and repair from £9.99 + parts

Spectrum low-priced spares and repairs
SEND CHEQUE/P.0. TO

ELECTRONIC SERVICES

176 VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOL FY5 ANE
Tel. (0253) 822708
TRADE ENQUIRIES WELCOME Send large S.A.E. for full list
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Strike Force Cobra is the first 64
release from the newlg formed
PIRANHA label, founded by MCMIL-
LaN of Publishing fame. The game
takes place in a vast 3D maze
complex and your mission begins
once ateam has been chosen from
a group of experienced Comman-
dos. Each member of the team is
controlled independently as you
attempt to destroy an evil genius
who is once more out to conquer
the world.

Written by FIVE WAYS SOFTWARE,
Jonathon Reed, Editor of the milit-
ary magazine THE ELITE was milit-
ary advisor on the project, so the
game is as faithful to real combat
and strategy as possible. Each
character has a variety of move-
ments including running, jumping
and diving as well as the rather
essential combat mode. Whatever
happens it's not going to be an
easy task, as you have to avoid

the top?

Y

NIBBLE, NIBBLE, NIBBLE GOES

automatic weapons system, elec-
tronic traps, killer robots and
human guards while looking for
the nine digits of a code. This code
gives access to the central com-
puter room where an evil master-
criminal has hacked into the
world's nuclear weapons sys-
tems, and threatens to destroy
everyons . . .

Other games on their way from
PIRANHA include Nosferatu the
Vampyre and Rogue Trooper, both
being programmed by the pesian
DESiGN team, and the game-of-
the-new-TV-series, Trapdoor.

Iﬂlntnrnﬂng fact time! We
here at ZZAP! Towers were asked
if we would have our mugs
digitised for use in the game, but
we politely declined the invitation.
John Minson, however, leapt at
the chance. After all, he has to get
fame and fortune somewhere . . .

One of the quartet of commandos that makes up STRIKE
FORCE COBRA explores part of the evil genius’s complex. Por-
trahts of the four members of the team line the right hand edge
of tha screen. Could Minson have posed for the one third from

CRUISING THROUGH THE AIR-
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FUTURE WAR

Two future war games, Starglider and Tracker are at this very moment
being programmed by Rameirp for the Commodore 64. You might have
been lucky enough to play Starglider at the PCW Show — the Atar ST
version that is. t's a vector graphic 3D shoot em up in similar vein to the
Star Wars and Empire Strikes Back arcade machines. The ST version is
pretty speedy (and so it should be), we'll just have to see how it fares
when eight bits are removed from it!

Tracker has you controlling eight remote skimmers in an attempt to
destroy renegade alien forces that are currently stomping about your
tracks (futuristic roadways). The action will be portrayed in 3D style with
over 5,000 tracks to defend.More news when we get it.

PUBLIC SERVICE
ANNOUNCEMENT

Auntie Den

NEMESIS AND
SALAMANDER!!!

HA! That caught your attention
didn't itl Up until recently mmaciNg
has had the pick of the deals when
it comes to licensing and market-
ing Konami arcade games, but
now Konami have decided do it all
themselves. This means that in the
not too distant future games like
Jail Break, Nemesis, Iron Horse,
Super Basketball and, the game
under conversion at this very
moment, Salamander will soon be
gracing your 64,
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Nightfall. The deadly enchantment begins, h I
Will you live to see the dawn? |

Fight a desperate battle to save your soul from
the Vampyre’s bloodlust. Your enemy’s power
is subtle and mysterious, his strength never-
ending. Can you overcome his cunning and
bring to an end his reign of terror?

Based on the haunting horror movie from
20th Century Fox, the ancient legend is
terrifyingly restored to life,

* Challenging graphic adventure
* Superb three dimensional graphics

* Filled with the sinister atmosphere of the
original legend

Spectrum - Commodore - Amstrad - £9.95

= (5
Programmed by E &m 2

Enter the amazing Discworld, set on a turtle's
back. Meet naive, four-eyed Twoflower, the
Discworld’s first Tourist, with more money
than sense. You are Rincewind, the inept and
cowardly young wizard charged with safely
guiding and guarding the ridiculous Twoflower.
Wherever you go, his many-legged luggage is
sure to follow. Meanwhile, Death, rather weary
from overwork, has a few surprises in store.

* Challenging adventure by Delta 4

* Based on the spoof fantasy by
Terry Pratchett

* Spectrum * Commodore * Amstrad - £9.95

Available from all good games stockists.
In case of difficulty, from

Richard Bason, Piranha
4 Little Essex Street,

London WC2R 3LF -“.‘;% hu;f
Fel: D1-836 663 } ;;__m i

L
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gr_apher in the business wh
. glamour pictures when he's

Two film tie-ins, an officially

arcade conversion, a
saquel and six original programs
all combine to fill the ELECTRIC
pREAMS goodie bag of upcoming
releasas.

Filmwise, rights to Allens and
Big Trouble in Little China have
been acquired from Twentiath
Century Fox. Aliens is a multiple
character arcade game where you
take control of a group of space
marines and must guide them suc-
cessfully through a confrontation
with an evil mother alien and har
brood.

Big Troubile in Little Chinabrings

back to Earth with a bump.
niess a strange Chinese fellow
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WHEN ANDROIDS SLEEP

called Lo Pan can ba killed, he and
his group of faithful followers will
bring a new age of terror to Earth,
You take control of three heroes
and must use swords, knives, fists
and magic to penetrate Lo's
domain and destroy the evil
character.

Ar.\;;ona remember Tempest,
Atari's classic arcade shoot em
up? It's been four years since the
game hit the arcades and now it's
about to hit your 64. The game,
like most shoot em ups, has aclear
objective — destroy everything
that comes towards to prog-
ress to the next lavel. All the fea-
tures and levels of the arcade
gama will be included in the con-

Version.

Talking of old Atari programs,
does anyone remember Star Raid-
ers? You should do, it's one of the
all-time classic computer games
and recently celebrated its
sevanth birthday. Now ELecTmic
DREAMS are working on a follow w
called Star Raiders . All the origi-
nal baddies will be included in t
game but it seems your ship has
been customised since the original
conflict and there are all sorts of
new features to the game.

Amang the bag of original, non-
licensed games s Prodigy, a 3D
scrolling arcade adventure where
you pla':.lr‘;m n:lie n_:gﬁ amaybraﬂggt‘ic
nanny who must gui 3 o]
safety. Thera are plenty of things
trying fo stop you escaping like

intelligent mazes (1), lots of self
motivated aliens and other such
hormrors,

Explorer is another ‘original’
arcade adventure featuring ‘bill-
ions of views and and enormous
map’. Set on a planet on which
you've just crash landed, the
involves making your way over the

map and finding bits of your ship's
engine which just ha ed 1o
drop off during descent. Find them

and escape, fail to find them and
rot for eternity.

It we describe a one or two
player arcade adventure where
you have to explore large scroliing
mazes in search of treasures,
dodge, hack, thump or zap the
many denizens which reside within
the maze and keep an eye out for

T
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Death, iti:%auf the maraudi
meanies t comes to mind
Yes, Dandy, the newie from ELec-
TRiC DREams! That's what the
game's about, you'll just have to
wall for our review to find more
about it

Afrightening prospect is in store
for buyers of a game called Circus
of Fear. A crazy murderer is top-
m the members of your circus

u must find out how's doing
Ihﬁcmy deeds. Naturally there are
more problems than that — for a
start you have to take the place of
the murdered acts, run your circus
AND avoid being killed by the mur-
derer himself. AGGGGHHHH.

In an age where elements of
nature ruled the lands Chameleon
walked through the eternal realms.
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The elementals were evil and
sought to destroy Chameleon, but
in their haste forgot that he had the
power to destroy theml| You play
Chameleon as he travels through
16 different landscapes, sach with
100 3D scrolling screens, to com-
plete his quest.

Hijack isn't a greeting, it's a
nasty situation which you must
remedy by peaceful means. Using
real-time action and windowing
systems to display the action you
must combine arcade skill as well
as figuring a strategy to end a
hijack befare all hell breaks loose.

All the products mentioned
above will retail at £9.99 on cas-
sette and £14.95 disk,

Fola

Phewse, Thiy
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Ah yes! Gaz I8 hurlin

g more goodies into the audi

ance - - -

FROM THE
TOWERS
TO THE
PALACE!

A great deal of travelling was done
on Thursday 18th September —
lots of newsmELD staff members
put on their suits, clamberad into
a fleet of vehicles and zoomed off
to London, setting out before
dawn. And several hundred
CRASH, ZZAP! and AMTIX! read-
ers headed towards a rendezvous
in London on the same day.

Why? Wall, NEwSFELD was host-
ing a party in the famous Camden
Palace disco to launch a new
magazing to advertisers. Readers
of NEWSFIELD'S computer
magazines were invited to join in
the fun at the Lm Launch Party.

A tiny bit of 'Us and Them' was
involved: while Gaz Top (of Get
Fraesh fame) hosted the disco and

PLAYING WITH A STOUT GLOVE

The official conversion of Gauntiet,
the biggest grossing arcade game
of all ime, Is now well underway
The finished article, to be released
by us GoLp in time far Chrimble,
won't be a conversion of the big
four-player game, but is instead a
version of the new two player
game which s appearing in
arcades and pubs throughout Bri-
tain. All the original characters are
still there, ENf, Wizard, Barbarian
and Valkyne, so there's no worry
about you not being able to play
the role of your favourte charac-
ler

The version of the gamea we've

of ane of the levels and some of
the features of the game like
ghosts, generators, keys, food
treasure, death and so on, The
Amstrad  version, however, s
much further advanced and looks
really impressive. Jazza Rignall
was strapped to the keyboard of
one of Alan Sugar’s machines and
came away wvery impressed (and
rathar stunned} — all the levels of
the arcade game are there and

plays very similarly to its coin-op
parent. Hopefully the Commodore
version will be just as impressive
Anyway, here's a nice screen shot
o'er which to cast your beady eye
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The L Editorial team as you'll probably never ever see them
again—all in suits. Gaz Top, the one with the hat, isn‘t part of
the Lm Editorial team, so he's not wearing a suit!

Thj'r!gs are happ,
audience crowd,

Konica camera kit!

gave away lots of freebies on the
ground floor of the Palace, the
people who control huge advertis-
ing budgets and industry figures
such as lan Stewart from GREMLIN
GRAPHICS, Tim Chanay from us
GoLD, Paula Byme from RAINBIRD
and Ted Heathcote from cam-
GOYLE GaMEs looked on from the
balconies.

Everyone who managed to get
the day off to attend was rewarded
with a Limited Edition Lma launch

DEEP TERROR

Ever had the desire to plumb the
depths of Loch Ness? If you have
you'll be pleased to know that mir
RORSOFT will soon be able to offer
64 owners the chance to go Nessie
hunting in Terror of the Deep,

The game is set in Victonan
times. Sitting in your unigue sub
aguacraft you must dive into the
darkened depths of the loch
There have been repons of
strange monsters surfacing at
night and marauding about and at

ening on stage at the
s in, covered invLm T Camden Palace — the

Shirts and Hats, , . .

party T Shirt, and quite a few
people went away with a lot more.
During the party, Gaz Top gave
away several hundred pounds
worth of camera equipment, com-
puter games and dozens and
dozens of cheeky redum hats. . .

Look out for the ad on page 61
which tells you a free copy of
Lmissue Zero will ba firmly
attached to your copy of the ZZAP!
Christmas Special.

nas met a mysterous death
Loch Mess monster has
blamed for the foul deeds, but you
know better! S0, to clear Nessia's
name you decide to dive down,
find the homble mansters for your
salf and bring them to justice! Your
craft is fitted with all the mod cons
vou'd expect on a Victorian sub-
manne and the game incorporates
a 380 degree view of the aquatic
background. Keep an eye out for
the review

seen only shows a scrolling demo least one of the local fishermen
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Without music, graphics
and sound the Board
Game has become the
most popular in the
world.

Now it has them.

“Over 3,000 questions of no vital importance.”

Available now on

Spectrum 48/128K Commodore 64/128K w John Menzes
BBC ‘B’ Amstrad CPC

Cassette and Disk and all local stockists m*

TRIVIAL PURSUIT is a Trade Mark owned and licensed by Horn Abbot International Lid.
Published by Domark Limited, 204 Worple Road, London SW20 8PN. Tel: 01-947 5624,
Trivial Pursuit was programmed by Oxford Digital Enterprises.

DOMARK




9th official
c.{commodor-e

computer show

() HouRS

LOCATION

Champagne Suite & :
Exhibition Centre, 10am-6pm Friday,
November 21

Novotel, Hammersmith
London W6 10am-6pm Saturday,
November 22

On show: the 10am-4pm Sunday,

2 entire Commodore November 23
h </ PRESENT TIME family — from the
€16 and Plus 4 to

the 64, C64, C128
and the fabulous
Amiga.

Looking for ideas for gifts?
Take your pick from many
thousands of products
from stocking fillers to

major presents, including W
all the latest software and

hardware releases. When the versatile C64 takes to Windows, icons
the stage you'll be treated to an and pull-down

amazing kaleidascope of sound ehus = see the
and music. innovative GEOS in

action.
v/ AMIGA VILLAGE
i A S R 2 @ WHO'LL BE THERE?
The centrepiece of the whole show — this

is where you'll see for the first time the
exciting new products that will make the Everyone who's anyone in the growing
Amiga the most talked-about computer Commodore world — including a number
range of them all. of mystery celebrities. The last time a
Commodore Show was held in London it
attracted a record 20,000 visitors.

B? Advance ticketorders =

B it gth official November il
=DAH ltticketsar £2 £1) £ C“: 21-23 I
ull tickels al L2 {save Skt o
e computer show 1986 i
Write today for = D Under.16s tickets at £1 {save £1) E_ Postto: Commodore Show Tickets, |
vour advance TeRal Europas House, 68 Chaster Road, l
tickets. Walk past £ E] Chegue enclosed made payable 1o Hazxel Grove, Stockport SK7 SNY. l
NPT L= l Database Publications Ltd
the queues and l Name e I
save money too & [[] Piease debit my credit card account e e |
£1 per head off s pe o |
he ~rrmial Slgoed ..oiciriciiess
the IT“'”_”""‘ . Access i i ;L P iy l
admission prices . i Pl FPHONE ORDERS: Show Hotline: D81-458 8836 l
R s =il Ly el b PRESTEL ORDERS: KEY *B3, THEN 614568383 i
A dmission at door: MICROLINK ORDERS: MAILBOX 72:MAGODO01
£3 (adults), £2 [under T6s) Please guote credit card number and full aodress, Ref ZAP N




OOPS
DEPARTMENT

Part One

The folks at paTasyTe have been
in touch to point out that Boul-
derdash Construction Set, Mon-
tezuma’s Revenge and Spy Vs
Spy Wl are all going to be
released under their label. We
said zoomsorT were producing

the games. Odd sort of g
error, that. Sorry nnnvn?ph

Part Two

Following our interview with
Chris Butler a couple of issues
back, Mike of
ALLiaATA dropped us a line to put
the record straight,
ALLaATAwise. Here's Mike's let-
ter in full:

LAST

Yes it's true, honestly! THE ELECTRONIC ARTSY
sion of ATARI's legendary arcade game has finally made it to the 64 and
e is that the copy armrived after our
reviewing deadlines had expired — consequently we can only write a

the ZZAP! offices. The only trou

bijou news itemette about it.

If you haven't heard of Marble Madness you must have been lost in
the peaks of the Himalayas for the last two years. Just in case
been wandering, lost, in the high altitude snow — here's a quick precis
of the game. You take control of a marble and must race over a zany
racecourse to the finishing post. The 64 game has all the levels, music
and features (even thae two player head-to-head option) of the arcade
game, although it's on a multiload format with each screen being loaded

independently.
Our reviewers have had a couple
of goes on it, but you'll have to wait

X ) ’ E 'l’ - : -
until next month to hear their opinions. i

Anyway, here's a picture for you
to have a look at in the meantime . . .

MARBLE MADNESS IS HERE AT

TARZAN
SWINGS IN
FROM
MARTECH

Chris Butle
¢ LC correcr v

i _\ ] the
lngs Chris ﬁut]Pr

COIN-op conver-

you've

T

"GRAARAAAH — SPLUTTER— RAARGH ~(OUGH o« wux’

i
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SYSTEM 3’S LAST NINJ

The end of November should see the release of The Lasi Ninja, an oriental
arcade game with adventure overtones. Marc Cale of sysTem 3 tells us
the game is being written by a team of quote: ‘professional pfogram-
mers’, with graphics by Bob Stevenson {of AResiRD loading screen
fame). It will be multiload, which is hardly surprising as it features around
150flip screens of detailed backdrops and hundreds of sprite definitions,

With your good self in the role of the Last Ninja, the object of the game
is to make your way through the wildemess to the Shogun's palace,
vﬂ-bm'al you must retrieve the Sacred Scrolls, stolen from the Ninja's tem-
ple.

Rivers, bogs and mountains must be crossed, and karate men, dra-
gons, bears, and eagles (amongst other things) attempt to thwart your
progress. Fortunately, there are plenty of weapons and fighting moves
available, such as nunchukas, swords, daggers, spears, fighting stars —
and aven Ninja magic!

In certain parts of the adventure, puzzles need to be solved. A fair bit
of timely leaping and lots of fighting are also involved. A price and accu-
rate release date are as yet uncertain, although, the plan is to have the
game out in time for Christmas,

i SR S S it et S S

Ahoy there you scurvy eyed
scrawny sons of sea dogs..
you'll soon get a chance to
hoist that spinnaker and
challenge those lager
swilling Aussie dingos for
the greatest sailing
trophy of all...

AMERICAS
e CUP
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Your mission is to find Beldar the mad scientist and destroy Available for:
his laboratory before he destroys the world. The only clue Commodore 64/128 cass 9.95 disk 14.95
you have is that Beldar was last seen entering the sewer Atari 400/800/XL/XE 48K ram cass 9.95 disk 14.95

system of the city. But be careful — he has an army of Awailable from all good computer stores or post free from:
gangsters and has wired the underground with control Databyte

panels, sliding doors, laser rockets, bombs and many other 15 Woisey Mews,

hazards. Good luck on what could be your most Kentish Town,

dangerous mission yet f London NW/5 2DX Telephone 01-482 1755
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There comes a time in every plastic molecule’s life when it must be pushed to

its limits; when it must prove its resilience to constant pounding and waggling.

That occasion has arisen once more ... The fifth in the continuing series of
ZZAPSTICK!, an everyday tale of joystick folk . . .

Each joystick is put through a series of gruelling tests, and is rated with
a special marking scheme which accurately reflects the results of the
1ests and our opinions in general.

Do the suckers suck? Does the shaft bend with over-use? Does the
stick feel good? And perform well? We answer all these questions, and
more, in our search for ultimate joystick fulfiliment.

Nchsticks are tested on several different games, such as Monty on
the Run, Sanxion, Decathion, and International Karate. These games
were chosen because we think that they bring out the the necessary
requirements of a joystick. For example, Monty on the Run is used to see
how responsive/sensitive a joystick is for pixel perfect jumps. Sanxion

The Autumn Collection
Joystick Reviews

requires all round quick responses, while International Karate demands
precision and easily obtainable diagonal movements,

Decathlon, on the other hand, is a renowned joystick destroyer, and
thus requires a tough, durable joystick. If a joystick is still in one piece
after such hefty pounding, then it is taken through the other games again
1o see how well it has "worn in'. We also consider how comfortable and
practical a joystick is to use. It's all very well having a responsive, durable
|oystick, but if it's awkward to use . . .

Well, there you have it. If a joystick can stand this much punishment
from a ZZAP! reviewer, then it's sure to serve you well.

EUROMAX PROFESSIONAL PLUS

Supplier: E 3ctr P 2, Bridlington, North
Humk L, TE (

Price

ooh, a designer joystick?
Well | neverl Yes, in the
Autumn Collection we
have the Euromax Professional
Plus, a very trendy stick indeed.
The chic black casing is adorned
with two yellow fire buttons and a
matching yellow bangle at the
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base of the shaft. Mmm. But does
it perform as good as it looks?
Well, it just goes to prove how
wrong first impressions can be. . .
the answer is most definitely YES.
N‘thuu% seamingly loose to
begin with, it doesn't take long to
get used to the feel of this stick.
Using microswitches, the Pro Plus
provides a responsive click whean

pushed in the desired direction.
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Positioned neatiy at the side is the
autofire on/off switch, and unlike
many other joysticks it stays firmly
in position rather than slipping to
off at inopportune moments.

The stick has a ‘medium’ length
of travel which results in a great
combination of speed and preci-
sion when performing frantic
movements. It proves precise on
Monty On The Run, with hardly a
fault while jumping. On Sanxion it
responds superbly to quick, sharp

movements when dodging the
ships and also works well on the
bonus section which requires
smooth articulate movements —
the autofire proves very handy
indeed!

With Decathalon there wera no
problems at all in retaining consis-
tency, and the stick performed

superbly.
Tha Plus worked well, too,
with International Karate, with

diagonal movements so accurate,
the opposing fighter was bashed
to the floor without ever a second
thought.

Although twenty quid may seem
a bit steep for a joystick, this one
is well worth it as it seems to have
no faults. It looks good, plays well,
and appears to stand up to virtu-
ally any degree of punishment.

Responsiveness: Stick 95%
The stick feels ‘worn in' from the
outset, and thus performs
extramely well.
Responsiveness: Button 98%
Excellent, with or without the
autofire.

Ergonomics 92%

Looks great and is surprisingly
comfortable to hold.

Durabliity 97%

A veritable plastic masochist.
Value For 90%
Expensive, but very few joysticks
offer as much for lass.

Owverall 97%

Everything you ever wanted froma

joystick.
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ZZAPSTICK!

Supplier: Eur

hat the Elite's designers
have aimed for is obwvi-
ously a stick that looks
normal but has different features
in an attempt to make it more
attractive.

At first glance the stick appears
to have been constructed with two
circular pads, one of which houses

the stick and the other for the fire §

button. The shaft is quite thin, and
tapers towards the base. Like
most modern joysticks the Elite
employs the use of raliable micros-
witches which provile the stick
with a more positive feel.

Onto the testing ground ...
Hmm. On Monty On The Runit had
a certain accuracy, mainly due to
its short length of trayel. On Sanx-
ion it felt slightly loog®, particularly
where den accurate move-
ments were needed. The shape of
the stick lets it down in Decatha-
lon, as it is too small for most
people to get an accurate waggl-
ing movement going, but with that
said it might prove useful with
younger people who have delicate

116 =i

EUROMAX ELITE

little pinkies. International Karate
was a bit of a let down as the
diagonals are a fiddly to obtain,
again due to the looseness of the
stick.

Evidently, this stick might have
some specialized uses but as an
allrounder the Elite really doesn't
come up to the mark. It looks
great, but feels strangely delicate
— as if it might break with the
slightest over-exertion. One for the

younger gamesplayer, perhaps?

Responsiveness: Stick 79%
Good, but could be better. The
short shaft doesn't compensate
for the length of travel,

R : Button 96%
Exceallent.

Ics 90%
Attractive and very comfortable to

hold, but not so easy to use dueto
the small shaft.

Durabllity 92%

Although the stick often felt as if it
would snap, it didn't, and proved
surprisingly sturdy.

Value For Money 70%

There are better Euromax joysticks
available for the same price.
Owverall 78%

A disappointment. The Elite
doesn't perform as well as other
Euromax offerings, and sadly
lacksthe ‘feel’ of a guality product.

the Cheetah 125 comes a

microswitch wversion called
the Mach 1. It has, apparently,
taken nine months to develop, and
is equip with microswitches. It
also includes a "high grade’ metal
shaft and a moul grip which
proves comfortable to hold.

Unfortunately, despite all appa-
rent development, it is lacking in a
few areas. It doesn't feel particu-
larly sturdy, although it must be
said that there were no major prob-
lems encountered during play-
testing. Its length of travel is far too
long, making most of the games
tested surprisingly difficult to play.
The base fire buttons aren't overly
responsive and need to be 'worn
in' — which takes time. The top
two fire buttons are basically
superfluous as they don't perform
at all well.

Diagonals aren't too easy to
obtain, and when playing Monty
on the Run, International Karate,
and Sanxion we found the Mach |
frustratingly unresponsive —
again, due to the long length of
travel. The base houses an on/off
slider switch for the autofire, which

F ollowing hot on the paws of

performs well enough.

Cheetah have a joystick which
looks and feels good, and plays
quite well. There are better joys-
ticks available for a little extra, but
even so the Mach [ is worthy of
consideration.

Responsiveness: Stick 77%
Responsive, although slow to
react to quick movements due to
the long length of travel.
Responsiveness: Buttons 81%
The microswitches in the base fire
buttons are responsive and pro-
vide a positive feedback. The top
fire buttons are poor, though.
Ergonomics 90%

Comfartable to hold and use,
although the base fire buttons
occasionally prove awkward.
Durabllity 82%

Internally sturdy. Externally, the
stick seems quite weak.

Value For M T4%

Mot overly expensive for what it
offers.

Overall B0%

A good joystick marred only by
seemingly weak external con-
struction and a long length of
travel.
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any, many years ago in
the golden age of
Caliph Al-Rashid, there

lived a dashing young sailor called
Sinbad. There have been many
stories told of his adventures, in
books, on television, and in the
cinema. There have even been
computer games allowing you to
take part in those adventures.
N_rcrw, we have another version of
his story, courtesy of Superior
Software's |latest release.

iant, a platform
game, a Missile Command var-
lant, and a shoot em up. They're
all quite playable and addictive,
| &'}dw;#cﬂrr;‘g.-nlyrakua fair bit of
cracking. graphics vary from
quite good to rather poor, and
the sound is very pleasant with
different tunes for each screen.

The whole program is well
presented and offers quite good
value for if re

Sinbad has got himself into a bit
of a fix. He's been kidnapped and
thrown into the deep, dark dun-
geons of the evil Sultan Salabim.

DEHONSTRATION

LIVES S

_HOW_ON  PAUSE Yo

You must take control of Sinbad
and guide him to safety, a task
which involves going through sev-
eral screens of arcade action,

The game starts with you locked
in the Sultan's maze-like dungeon.
To escape from the prison you
must first collect two keys, then
unlock the two hefty padiocks sec-
uring the door. The big problem is
that the keys are held under a
magic spell which can only be bro-
ken if eight pieces of treasure are
collected. Hazards are in the form
of magic gates which flash on and
off, and guards which kill on con-
tact. Luckily, you can shoot at the
guards, although only horizontally.

If you manage to escape from
the prison, you have to make your
way through the upper rooms of
the fortress to freedom. Here the
action takes the form of a platform
game in which you must leap
around a screen killing as many
guards as possible. If a guard hits
you four times, then one of your
five lives is taken. The captain of
the guards, recognizable by his
shiny green helmet, is a bit meaner
and only has to touch you once to
take a life. When you've managed
to kil all the guards you are trans-
ported to the next screen.

Here, you have managed to
steal a train of camels and must
ensure their safe passage through
the desert. Unfortunately, the Sul-
tan has learned of your escape and
iz using his magic to fire objects at

THE LEGEND OF SINBAD

Superior Software, £9.95 cass, £11.95 disk, joystick only

your train. Using a crosshair sight
and anti-magic bursts of power,
you must shoot the evil projectiles
out of the sky before they hit your
dromedaries.

whole thing. There are far too
many frustrating elements within
this game to make it worthwhile
or erjoyable — especially in the
Tutankhamun section which

!ngurrmugh'a
by the pulsators has
to be s0 precise that it makes the

whole thing too tedious to play.
This game might appeal to
some, but it does very little for
me.

if you manage to get your
camels through the barrage of
flying doobries, then you leap
aboard a handy magic carpet and
prepare to meet the now-enraged
Sultan in a deadly final conflict.
First, he sends his pets to do bat-
tle, the giant fire spitting Roc birds.
If this wasn't bad enough, he also
lobs his troop of elite magic carpet

riding guards into the fray. Luckily,
you've still got your anti-magic gun
and can shoot bursts of power at
the marauding meanies.

o b g
unorigina

derivative Big-
ments within this
game, all of them
old, tried and tested, and dull.
The camel in the Missile Com-
mand variant is animated like the
main sprite in Revenge of the
Mutant Camels, and I'm sure that
I've heard most of the sound-
tracks before in Tales of the Ara-
bian Nights. As for the four
; ". . . wall, with the excep-
tion of mTTutmmnugmmmf
— which is frustrating quite
e ol o g P
repeatitive a in-
bad isn't awful, but it's over
priced for what it offers.

If you manage to beat off the
attack, the Sultan gets really
peeved and throws such a wobbly
that he turns himsalf into a fat dra-
gon. This ten-ton fire breathing
lump of reptile is really nasty, and it
takes fifteen hits of anti-magic to
bring it down. If you are able to get
the correct amount of shots on
target, then you have beaten the
Sultan and a large number of
bonus points are awarded.,

After completing each section of
the game you are given a
password which you can type in
whenever you load the program,
thus eliminating the need of going
through the same screens every
time,

Presentation 89%

The program tells the story as
you progress from screen to
screen, and there's a useful
option which allows you to skip
levels,

Graphics 61%
Vary on the different screens, but
overall they're quite jolly,

Sound 75%

Five different tunes set a suitable
atmosphere.

Hookabllity 62%

Simple gameplay and objectives
make the game easy enough to
get into.

Lastabllity 59%

All the screens are fairly difficult,
but you can always skip them
once you've completed them.

Value For Money 59%

Four reasonable games in one,
offering good value — if you're
interested.

Overall 60%

Mot a brilliant game, but it's play-
able and the four screens are var-
ied.
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BACKUP METHODS
IS NOW EVEN BETTER

NEW MK. Il VERSION |

“Freese Frame” ho enjoped ineredible success for the pant few months. Sales both in the
U.K. and sbroad have been very good and thousands of uthifled customers are yung

e

Covti il o P W han erabled o8 10 lurdh an mproved veralon of he product thar
IMNRORAES & few wseful improvements PLLS 7 i evarn meone powerful Arthe [ime of going (o press
o thorough testing eould not find one single, memory resident, am that
"Fraass Frame" could not handle. (Thi includes ALL the latest saftware up to 151, Agril 1885

OFPERATING “FIEEZE FRAME

Freeze Frame'' 5 simplcity ity to use. It s Carrdge based 50 1T 5 WMy plugged into the: carmmdge
parl. When the (OMPUAET i3 Swalched on A message i daplyed, pressng “RETURM wal clear the
COMpUlEY Dack (0 Ehe rommal Ut up soreen SolbaaRE fan now be loaded from thpe or dee

completely as normal The iaest veruon af - Freeze Frame’ wil, 1o the best of o krcnadecdge. allow
ANY poftware (o inad ang rus refrmaily [uniike competityve products|

Freese Frame' can be Brougit into operstion at any conversent pont by [ressing she Button anit You
£an then do one of thiee things

| Frezsing "D will tave a working veribon of the program In memory (o a formarted
disc. Thils verilon will include a high tpeed reload.

2. Pressing "5 will do the tame a3 "D except that the reloasd will be 51 standard 1541
load wpeed. [Also sltable for U.S. spec. machines, 4040 drives, fast load cartridges,
wtc. |

3. Preming T will sawe a working vertion of the program in memory to taps. Thi
Incorporates s high ipeed rélasd #1 approx. 2400 baud.

THATIEITIH

ALL FROGRAMS LAVED WITH "FREEZE FRLAME" CAR
BE RELOADED iINDEPENDANTLY OF THE UTILITY

ONLY £39.95

Cwhers of earlier versions can return them and upgrade for £14.95

SERIOILS WARMING  THIS 15 A EXTREMELY POVVERFUL PRODILICT AND
IS STRICTLY FOR PERSDONAL USE DON'T COMPARE IT WITH AMY OTHER
FRODUCT, MOTHIRNG ELSE OFFERS THE POWER OF FREEZE FRAME
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DEACTIVATORS

Ariolasoft, £9.95 cass, joystick only

eactivators puts you in a
rather responsible position
— the head of security at
the local high-tech office biock.
The job, up until now, has been a
rather cushy number requiring you
to just sit there throwing occa-
sional glances at your bank of
video screens. Up until now . . .
Suddenly, the alarm system
goes completely haywire, throw-
an? you into a state of panic. Within
alewmoments you've punched up
the relevant rooms on your
monitors and located the problem,
Whilst in your catatonic state you

play.
what goes on is done with a very
them you can whizz ids
mdﬁagdbb:mmswﬂh
unusual poritray the action
moe!!?umnmghﬂmsnundfsab#
iffy. If you're after a decent frene-
ic puzzie game, then take a look
t this, it’s good.

o =

failed to notice a group of terrorists
slip into the complex and plant a
load of bombs. On further investi-
gation you also discover that
someone has got axe—happ}r with
the central computer, smashing up
many of its PCBs, effectively
restncting your control over
monitors and remote control
doors. Oh well, it sounds like a job
for The Deactivators, a specialist
team of robots put directly under
your control.

It is your task to repair the com-
puter and dispose of the bombs
(sadly, there is no way of defusing
them). Although the Deactivators
are a team, you can only control

difficult and hw
very require a lot of
perseverance. The sound effects
and music are good, and some
of the graphics effects are
dsmu!'fnhno!agamthmﬂ
appeal , but if you're
WMM&R
el ﬁax&sthenmymmm'
pen [ ;

coult be

one robot at a time. Choosing
which droid you wish to control is
done by using an icon system.
Once you have selected the
desired droid you can move it any-
where fy{:u like, within the limita-
tions of the screen. Other actions,
such as picking up pieces of cir-
Cuitry or bombs, throwing, or
changing droids, can be per-
formed by using other icons.
Your first task is to collect the
pieces of circuit board and put
them back into the computer, Each
time you do this, new sactions of

Asmm:;saﬁemzzim
go, is a compe-
fent one. it's
original and hi

#dmspmmmﬂusmﬁ;ﬁmahﬁm
— especially on later levels. The
graphics mmn 5i , but
Very crisp effective. f

be

music_is ve and highly
irritating. Fortunately, it can
turned off. Deactivators has
plenty to offer and | ean

recommend it to any-
one who likes this type of game.




the buildings open up, allowing
you to reach the bombs and thus
complete your bomb disposal
task. Each bomb is set to go off
after a certain amount of time, and
that time becomes significantly
diminished as a bomb is lobbed
about the place.

Many rooms don't have door-

ways betwsen them, so the only
way a bomb can be passed on ta
another droid is through one of the
many windows throughout the
building.

Just in case you think this
sounds easy, there are even more
problems . .. When the axeman
reprogrammed the computer he

destroyed a robot recognition cir-
cuit, making many of the regular
security droids renegade. Con-
sequently, you will always find one
chasing a member of the Deac-
tivator team. When a Deactivator
is deactivated the security droid
won't chase, but as soon as it
starts moving again the chase con-

e —————

tinues. If it catches up with your
Deactivator it will destroy it, so
care must be taken to ensure that
this doesn't happen.

On later levels strar_;%e things
happen to the building. The gravity

in certain rooms changes in
strength, and other rooms turn on
their side, or even upsidedown!

| E i : 7 Presentation 89%
| ik by Plenty of useful options and an
. 1 ; ; easy to use icon system.

Graphics 79%
Unusual, but effective monoc-
hromatic graphics.

Sound 70%

Good spot FX and a simple tune
which can prove irritating.

Hookabliilty 79%

Clear game objective and sasy
to use icon system makes play-
ing .

Lastabliity 80%

Five levels of frenetic deactivat-
ing.

Value For Money 79%
Plenty of frustrating nights on
offer for a tenner,

Overall 82%

A very good and highly original
puzzie game for people who like
to use their brains as well as their
joysticks.

[OMPUTER REPAIRG

= VIDEO VAULT INTERNATIONAL —
( 10* REPAIR SERVICE FENC A5 m

______
REPAIR CENTRE COMMODORE 64 REPAIRED FOR ONLY £35.00including POST & Il
INTHeRs (W _. | PACKING - PARTS - INSURANCE ~ NO HIDDEN EXTRAS!

\ Are you fed up wakting weeks for % While you wait repair service. + Most Commodones repaiired

your computer to be repaired + Imonthwritten guarantee on aii withim1 hr,

well wait nolonger. We repair all repairs. + AllMicros insured for refum journey

Commodores sameday. Weaiso + International Repair Company. We - Over B years experience working with

do Com 16, Vic 20, 1541 Disk repair computers from all over the Computers

Drives, plus 4, or you can order world, # All computers fully tested

EMtChIPSTTOMOUT 5 a)l Computers sent Mall Orderturned  Power supplies flly tested
around in 24 hrs,  RGEoutput fully tested,

the
D.LY. section

S _QPEN
%_7,??4':{% _3‘ AU D.I.Y. SECTION-

If you know what chip has gone in your computer you
can order the replacement |.C. from our range.

RADE SUPPLIED
II . FROM STOCK!

6526 23.00| 901225-01 23.00
6510 23.00 | 6569 23.00
6581 23.00| 4164 RAMS 3.00
a01227-03 23.00 | Power Supply

o 901226-01 232,001 Units 29.00

All prices include VAT, please ADD E1.50 to cover

Telephone: Glossop (STD 04574) 66555/67761 P & Pand handling costs insurance.

140 High 5t. West, Glossop, Derbyshire, England
o Copyright Videovault Ltd. No. 151085
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hy is it that most of the
inhabitants of the Orien-
tal East seem to, at some

point in their miserable lives want
to be Ninja's, and the only possible
way of fulfilling this dream is to
appear in a bash em up Karate
game?

This one is set, surprising as it
may seem, in an Oriental temple
far out in the mystical east. Many
Oriental types have come to wor-
ship here, and now, after years of
the temple being a hallowed place
it has been desecrated. It has been
invaded by a monstrous hoard of
killer Minjas, who have captured
the voluptuous Princess Di-Diand
locked the poor girl in the upper-

I've just about had
it up to (waving
hand somewhere
above his head)
here with grotty

2 espe-
this one. Ninja is so ridicul-
easy its unbelievable. ft's

possible to kill every opponent
by using the low kick, and thus
make it to the turret in no time at
all. The graphics are not at all
a and the game may

as be set in a ordinary bfock
of flats. This game has put me off

playing any more Ninja %mas
mym? am dreading t 0L
Avenger, Return of the Ninja War-
rior, elc.

i
=
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Entertainment USA, £2.99 cass, joystick only

mast turret of Ninja Towers. How-
ever, it's not just a case of opening
the door and letting her out — no
Ninja killer would let that happen.
In avery room at least one Ninja
has been placed to defend their

j%i This game is awful.
r“‘i it doasn't look

good, sound good
or play at all well.
Its just so easy —

and very tedious with it. Ninja is
the worst excuse for a karate
game ['ve seen, and even at 299
pence it represents poor value.

i il ; =i s g e S
*m“*“ e B e e T R U

apparent right to Princess Di-Di. To
get past them you will have to
attack them using several tradi-
tional Ninja fighting moves — thir-
teen in total. When you begin to
attack them a small bash meter
appears at the bottom of the
screen, showing the resilience of
both you and your opponent. The
idea is to continually bash each
other untii one of the meters
reaches zero. The loser is then
reduced to a pancake sized lump
of rotting human flesh, leaving you
to battle it out on another occasion
or die very slowly.

As well as the good old fist man-
oeuvres, you are in possession of
a deadly sword which will easily
lop your opponents head off. You
can also pick up fighting stars

et

Y .
T 5

pre=srer

HERO

IDOLS 1

IDOLS 1

which you can throw about.

As you make your way up
through the tower there are idols
which have to be collected to give
you access into Princess Di-Di's
chamber. These are heavily pro-
tected by some of the most deadly
Ninjas of the lot, so if you can get
past this violent bunch, then you
can surely get your Oriental mits
on Di-Di and have your wicked way

| with her. (Har, har)!

Not another Nin
game? Yes, I'm
afraid it is, and it's
not very good at
that. The game is
rid.‘cu.fnusryt easy to complete —
falling off my chair Is more
difficult, challenging, and addic-
tive. The graphics are really sub-
standard, and the sound is pretty
ity too. Why doesn't some-
come up with another
genre of games? Ninja games
are boring, especially when
they re as crummy as this.

Presentation 40%
Adequate instructions but little

Graphics 31%

Simple sprites and backdrops
Sound 22%

Afew weak jingles and spot FX
Hookability 37%

Easy to get into — too easy
Lastability 19%

Undemanding and dull
Value For Money 30%

There are better games available
for less.

Overall 25%

One of Mastertronic's weakest
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Based on Judo, UCHI-MATA, is probably [ . —— | Brian Jacks received his black belt,
: » the most advanced and challenging ﬁﬁ‘é‘éﬁnlmﬂ:d;;&":*
martial arts simulation to date. ?m won the Eﬂwﬁm _
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All the skills 'n’ spills — without the bruises!!! ; Gpen Championshp five times, the »
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SCRAMBLE YOUR BRAINS
WITH PIND BENDING

CROSSCHECK

Here's the ultimate challenge for
word game fans. Gameplay is a
combination of sirategy and
crossword puzzling that allows
ap to four players. including
children. Optional word-clue
disks are available to provide
even more hours of fun

CROSSCHECK is great family
entertainment.

CBM64/125. APPLE £14.99
Y . 1999

221B
BAKERSTREET

dJoin forces with Sherlock
Holmes, travel the streets and
alleys of Victorian London, and
gather clues that will lead to the
solution of some of the most
intriguing cases ever faced by the
famous detective and his
sidekick, Dr. Waison. This
adventure-strategy game,
complete with 30 cases
(ndditional 3i-case disks available),
isdesignedfor 1 -4 playen.

CBM64'128. ATARI £14.99
BRRLE £19.99

Sit yourself down, down load your data and vou're off

on a trail of mind twisting tests. High quality software!
High quality challenge! Can your mind take the strain?

-

MIND PURSUIT

The ultimate test of information
and knowledge. Three difficulty
levels and an animated game-
board option make this new
game fun for children, et
challenging for adults. Set the
question timer for a tougher
game. Up to four individuals or
teams can play, making this a
game the whole family can enjoy.

VIDEO
TITLE SHOP

N2 .

This unique product fills a need
for everyone who always wished
they could put their own title or
video tapes. VIDEO SHOP now
gives them that capability to
create titles in a variety of sizes
and type styles to personalise
their home or vacation video
tapes, or as introductions to
mm_hwwm
CBM64/128. ATARI £14.99

APPLE ... - £19.99
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And now we proudly present the H’"’“‘-—a-__.—fu B x‘___j\\_...--"“' Use leg drops, spin kicks, body
Sultans of Slam. The Champs of Chokes. The ~ slams, rope bouncing, a flying drop kick, a
meanest, nastiest, foulest fighters the canvas has ever seen. suplex, an airspin, even the famous atomic drop 1o mangle
We bring you the guys who use every dirty trick known to man. And a those dudes. You'll need over 200 stitches if you don't.
few that aren’t. ' The crowd mhaer. They'll boo. Themy‘ﬂ egg ?lau on, or simply throw
: S ML instead. The scoring is based on the complexity of your moves and,

Take on any eight rowdy wrestlers, each with his own individual style eggs
when it comes to busting heads. From K.C. Clolssus, whose "trash LGOS, Your srengrh.
computer’” tums victims into waste matter, to Prince Vicious, who gets a And one day, probably long after your poor battered head resembles an

On every opponent, overcooked cabbage, you'll be good enough to win the title. And the

coveted ‘Championship Wrestling Belt' will be yours.

“‘forget you ever heard of Rock'n"Wrestls
— Championship Wrestling from EPYX
will make it into insignificance when
released in . It will be easier to
use, Eﬂmmﬁﬁnu&ﬂunhhh
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relations  have

always been based on

mutual friendship. If one side
does something to annoy or pro-
voke the other then the relation-
ship turns sour until the diplomats
clear up the mess, The ‘friendship’
has steadily declined since the
announcement of the Star Wars
program, but when the Amaearicans
discovered that somebody had
been tampering with their satel-
lites, things went from bad to
worse. With a complete break-
down of diplomatic relations, a
worried world waited for the but-
tons to be pushed. . .

And then, a massive radio signal
burst from the Arctic circle, attract-
ing the attention of those about to
start the Armageddon. A hasty
investigation discovered that the
signal had been transmitted from
a crashed alien military craft. But
by the time an expedition party
arrived at the scene the alien was
dead. Nevertheless, both body
and craft were in a remarkably
good condition and both were
brought back to civilized areas for
examination. Over the following
maonths eminent scientists studied
the craft and its contents, and
began to learn and understand the
alien technology. A breakthrough
occurred when a computer

of practice to perfect.
on it s a dream to both
watch and play — I think it’s ace.
With the feature of the
bonus section it really does
attempts to produce el this

agame this

and playable.

addictive
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specialist managed to get the
ship's on-board computer to func-
tion. Instantly, many professors of
language were bought in to trans-
late its records, a task which
proved guite a simple one.

From this it was gleaned that the
craft was from a large alien empire,
worried about man's technological
advances. They thought that
within a hundred years or so man-
kind would pose a direct threat to
their supreme domination — con-
sequently, they had planned to
bnn:i; about mankind's downfall by
fiddling with America's satellites,
knowing that global nuclear con-
flict would result.

With this information both East
and West realised their stupid mis-

take and an amnesty was signed.
Mow there was a second problem:
Earth had been alerted ta the pre-
sence of the alien force, and the
force wanted to purge mankind. . .
an alien invasion was imminent.
With the amnesty signed East
and West started work on 'Project
Damocles’, a global defence sys-
tem to ward off the impending alien
attack. Leading scientists were
brought together to construct a
fleet of ships based on the
advanced alien technology, and
within twelve months 'Operation
Sanxion' was put into t. The
best pilots from all over the waorld
wera drafted into the newly formed
Sanxion defence corps. They were
taught how to fly the new breed of

planes so they could constantly
patrol the planat.

The player is bought into the

me weeks after the advent of

peration Sanxion. Playing the
role of a Sanxion pilot you must
constantly patrol your ‘beat’, ten
sectors of h, and destroy any
alien infiltrators.

Using is a single direction hori-
zontal scrolling format, Sanxion is
a shoot em up which pits you
against the marauding alien invad-
ers. The screen is split into two
sections: the main screen is the
playing area, while at the top an
impending attack scanner acts as
a radar, alerting the pilot to alien
presence before they come into
visual contact.

The ship can increase and
decrease s speed and also
change altitude, done with logical
movements of the juystick.? -
sing the fire button releases laser
bolts which destroys most alien
craft on contact.

At the beginning of a game the
player has a reserve of two ships,
but if one comes into contact with
an alien ship, or the debris when it
explodes, then it's destroyed. Allis
not lost, however, since an extra
ship is awarded every 10,000
points.

Each sector has different fea-
tures, but all have a ReGen station
where skillful pilots have the
opportunity to earn bonus points
by partaking in a training session.
Here the ship becomes invincible

.
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end drone ships are thrown into
the playing area. There are several
different types of training sessions
where drone ships can be shot,
dodged, picked up, or crashed
into — depending on the type of
screen, If the pilot is skillful encugh

to 'dispose’ of the full quota of
drones, an extra 1,000 point bonus
ls granted. Extra points can also
be gained by completing a sector
before the sector timer reaches
zero. If this happens then the
remaining time is converted into
bonus points.

Once all ten sectors have been
patrolled you are considered com-
petent anuugh to tackle the tough
and demanding night patrol on the
Darkside. But bewara — as time
goes on the aliens become more

and more hostile . . .

No doubt this will be compared
by some to Uridium, simply
because it scrolls and uses bas-
relef graphics to create some of
the backdrops. Well, it's not like
Braybrook s game at all and

owes more to the arcade
Nemesis than anything eise.
Smxicn Fsa t shoot em up,
of variety — some of
mﬂaﬂmﬁgs are really nasty:
are really superb
ﬁmmexmﬂqﬂbmm
and stunning sprites. The load-
ing music is really good, as are
the sound effects — although
I'm not too keen on the classical
piace on the title screen. Ifyou're
after a really neat shoot em up
then go out and buy it.
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FUNGUS

long, long time ago, in a

galaxy far, far away, there

lived a litthe chap called
Fungus — a happy lad wha lived a
quiet, lonely life on an island in
space. His life was a simple one
and he had no vices. Bar one . . .
Fungus was hopelessly addicted
to the galactic magic mushrooms
which grew on the other islands
surrounding his islet. This addic-
tion proved to be quite a danger-
ous one, not because the mus-
hrooms were harmful to his health
in any way, but because of where
they grew: on long, thin islands
suspended in space. Neverthe-
less, it didn't deter him, and out he
would go, every day, risking both
life limb just to pick a fresh

can i
what he's doing. If you like persev-
ering with tough games then this
one ceriainly has plenty of
rewards. The graphics and sound
are both good, and the
whole program is slick and very
mw.MMWMa
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Players, £1.99 cass, joystick only

Supply.

You play the role of Fungus on
his quest to collect mushrooms,
The game Is viewed in 3D
panoramic style with the screen
constantly scrolling from right to
left. Before a game can begin the
player has to go through a screen
which allows various parameters
of the game to be changed. Once
the options have been selected,
Fungus bounces down from the
top of the screen and play begins.

Fungus can move anywhere on
the screen by pushing the joystick
in logical directions. The mus-
hrooms grow all over the islands
and can be picked up by running
into them. However, once Fungus
starts running along one of the lat-

eral heavenly bodies, he can't
stop, and this is where the prob-
lems start. There are holes in each
island and if Fungus falls into one
of them, he loses one of his four
lives. Luckily he's an athletic little
chap who can be made to leap
over dangerous gaps by pressing

the fire button.

There is another problem,
though. The strange animals
inhabiting these islands aren't too
keen on Fungus swiping all their
lovely mushrooms and they try
their best to stop him, either by by
crashing into him, dropping on
him, or shooting him. The animals
aren't the only things inhabiting
the islands — trees, shrubs, and
other very strange looking alien

plants grow in clumps, providing
even more trouble for the mus-
hroom munching matey.

Presentation 92%
W of LS options w

ics B6%

spr

and-some
Imag pffac
Hookability 76%
The game
in y tricky
do what you \ :
Lastability 84%
Seven levels of hard, fast moving
scrolling action,

Value For Money 91%

A worthy investment

Overall B0%
A highly original "cute” game
worthy of anyone's attention




THE SACRED ARMOUR OF

DAy T chos ! I

Avanlable from all good computer game stockists
or by mal order from Palace Software, 275
Pentonwville Road, London N1 9NL. Send cheque
or postal order for £899 plus 80p p&p

Access and Barclaycard holders phone 01-278 0751




The mountains are waiting
to claim you. Travel with us
back in time to the
Prehistoric Ages. Here you
must guide Adam in his
quest to rescue his wife
from the clutches of the
hostile mountain men, She
is well quarded, the desert
is crawling with mighty
beasts, prehistoric birds
roam amongst the caves,
rugged savage mountain
men will try to kill you as
you enter the dead lands,
there is no turning back
from this nightmare
journey. Can you succeed
or will you perish like all
those who went before
you. A full colour

3D cartoon action packed

arcade strategyspectacular. \ ."

Polar Pierre is a one or two
player arcade game where
two can play at the same
time. Guide Pierre or his
cousin Jacques through an
icy obstacle course, racing
through ski jumps, mystery
chalets, lifts, electro-
generators, shooting
snowballs, springboards,
stompers and thunder and r
lightning. Polar Pierre also
includes a construction set
SO you can design and play
your own screens.

Both games o
available for: ;
Commodore 64/128

cass 9.95 disk 14.95

Atari 400/800/XL/
XE 48K ram
cass 9.95 disk 14.95

Available from all good computer stores or post free from:
Databyte
15 Wolsey Mews, Kentish Town, London NW5 2DX !
Telephone 01-482 1755

Adam Caveman and Polar Blerre are TM'S of Digicorp inc. © 1984 Digicorp Inc.




Spy Vs Spy the Arctic Antics
takes place in the wintry
conditions of the Arctic
complete with igloos, polar
bears, penguins, Snow
blizzards and other natural
hazards. Your mission is to Full scrolling screens,
find a space helmet, Real Time Animation, AR
Available for Commodore 64/128, Atari 400/800/XL/XE48K ram
cassette 9.95 disk 14.95
Available from all good computer stores or post free from:
Databyte, 15 Wolsey Mews, London NW5 2DX Telephone 01-482 1755




ALLEYKAT

Hewson £8.95 cass, £12.95 disk, joystick only

lleykat is the sport of the

future, a chance for a

select few of the many mill-
lons of interstellar pilots to achieve
fame and fortune. A chance to
become a real hero.

Until recently interstellar sports
have been in a state of complete
chaos with no properly organised
competitions. anly thing really
considered a sport was the highly
dangerous inter-planet racing
events set up by the pirate TV sta-
tions. The live action often pro-
duced spectacular crashes and
many pilots lost their lives. As the
fatalities grew the ratings soared.

The incidents grew and grew
until the authorities were forced to
clamp down following a terrible
accident on the Jupiter race track.
After an in-depth inquiry it was
decided that the sport must be
reorganised to make it safer for the
competitors. So, eight ‘official’

race tracks were built to provide
venues for the races.

The race tracks are custom built
for space racing and comprise of a
course built around the inner sur-
faces of a large space wheel, Each
track has its own form of ‘land-
scape’, designed by different
architects to give the races a vari-
ety of racing formats and the rac-
ers a variety of racing problems. A
series of ‘gravo craft’ were also
designed specifically to cause
prablems to AlleyKat racers during
the competitions and add control-
led thrills and spills to the sport.

The AlleyKat racing craft is
swing-wing, giving two advan-
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tages: when the wings are swept
back extra speed can be gained,
and when the wings are out the
advantage is extra firepower. It's
up to the racers to decide which
facility suits their racing tactics
best.
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ing line —
out which of the races are bast
suited to your tactics, build up

THIE

3

The game is set at the very
beginning of the fifth season and
you play the role of an up and com-
ing AlleyKatter. All your finances
have been poured into the con-
struction of your craft — con-
sequently you have no money and
have to earn enocugh cash to see
you through the season. This can
only be done by winning races.

The racing season is split into
several galactic 'months’, each
month having progressively more
difficult and challenging races.
Maturally, the more difficult the
race the bigger the prize. But as
the prizes increase, so does the
antry fea.

In the first month of the season
the races cost nothing to enter,
allowing successful racers to build
up thelr accounts so they can enter
the mora expensive races later on
in the season. This is the first of
many problems: actually earning
enough money to keep you racing.
If you don't have enough money to
enter the races later in the season
your game terminates.

Each race is run over a vertically
scrolling screen, just you versus
the landscape and gravo crafi.
Most gravo craft are equipped with
lasers, but some, like the feared
KaterKiller, are totally maniacal
and try and crash into anything

ZZAP! 64 November 1986

that moves. Luckily, the AlleyKat
race craft are fitted with lasers
which can be used to dispose of
the marauding meanies, adding
bonus points to your race kil tally.

By using a menu you can select
which race you wish to enter. How-
ever, once you have raced or skip-
ped races you can't go back and
run them again. There are several
different types of AlleyKat race for-
mats, such as slalom, dodgem,
demaolition, survival, speed trial
and endurance. Each race
requires a different tactic to gain a
big racing bonus — for example, in
demolition races it's profitable to
smash the landscape with your
blasters. All these tactics have to
be learned and it's useful to find
out which races are best suited to
your style, so you can enter them
and stand more of a chance of win-
ning.

Towin arace you must completa
a set number of laps. If you don’t
then you are awarded points for
the different things you did during
the race (amount of kills, special
bonuses, etc) but you don't get any
money. There is only one way an
AlleyKat racer can be brought to a
halt and that's when it runs out of
energy, either by crashing into
landscape features or gravo craft.
Fortunately, energy can be picked
up by running over the 'E’ symbols
littering the landscape. The more
symbols picked up the better the
chances of surviving an accident.
When the energy becomes low the
ship flashes and an audio warning
sounds.

AlleyKatters can enter solo or as
a team. But the ultimate aim is to
win the AlleyKat trophy, an artifact
valued at 10,000,000 guineas
which the winner can keep for a
year.

Presentation 99%

Plenty of useful options, Stunning
title screen and high score table
displays

Graphics 92%
Detailed and varied sprites and
backdrops.

Sound 78%

The spot effects are good, Dut very
reminiscent of earlier Braybrook
games, and the title screen tune is
rather naff

Hookability 79%

Very demanding — difficult and
time consuming to get into.

Lastability 90%

The large number of tracks and
race formats will keep an avid
AlleyKatter enthralied for many
manths.

Value For Money 87%
Could prove an expensive misiake
or a worthy purchase . . .

Overall 89%
Alot of disagreement amongst the
team — try before you buy
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machine and your mission is to
guide NOMAD through the four
saparate sections of the artificial
world towards Gross' inner
sanctum.

The game begins when NOMAD
arrives at the entrance of the
spaceport. He must then progress
through the slums and into the city
centre to the HQ centre, before
having a final deadly confrontation
with Gross.

The place is full of dangers, but
luckily NOMAD has come well
equipped, what with his twin
thrusters and heat seeking mis-

siles for maximum speed and fire
power. NOMAD can move for-
wards and backwards, to move
him in any other direction he has to
be rotated.

Some sactions of the maze are
blocked by doors, which can nng
be opened by skimming NOMA
over a switch which normally
resides a few screens away. The
maze itself is infested with all kinds
of horrid nasties which hide them-
selves in the wall cavities and fire
at intervals in one direction.

An on-screen display gives a
complete status of your game,
showing the high score, current
score, and number of lives remain-
ing (NOMAD begins with four).

Presentation 71%

Gnod instructions, packaging,

here's a world residing way

out in the infinite reaches of

space. A world called Talos,
where the Intergalactic Criminal
Network is based. Talos isn't really
a world, it's more of an artificially
constructed planet which slowly
beetles about the galaxy spread-
ing unspeakable evil. Talos is
headed up by one Cyrus T Gross,
a very nasty piece of work who
insists on being a bit of a pain in
the rear. You know the sort, a fist
of iron and heart of ice — a bit like
a traffic warden really. He's just so

130 ZZAP!64 November 1986

2
i

"
T
5

i
:

a3
j
i

s
§oi:
Hit
Eh

:
:

peiey “HOMRCS WAHPER ~
Fol
=

mean, no law enforcement ag
has managed to convict him yet.
You just tm going up to him and
saying, ‘Hey there, Mr Gross,
you're nicked’, He'll just blast your
head off, he's that sort of chap, ie:
not nice.

In a last and ever-so-desperate
attempt to rid the universe of
Gross, the free worlds employed
the Nemesis organisation to give a
helping hand. It just so happens
they have this gleaming new robot
who should be able to help out.
This robot is called Nemesis

?‘aniﬂ-ation Mobile Attack Droid
— NOMAD for short — and is con-
trolled by a relay computer back at
base. You play the operator of this

loading s¢ v and music

Graphics 72%

'8 et ul bt coarse

Sound 79%

Prcr f X |--.|I-. LS

Hookability 70%

Awkward control method but
clear obyective

Lastability 68%
Plenty of s

reens (o ..'-.r.!. e Fit

1 Wanaty

Value For Money 66%

Mot 3 et e it cpame for yiosir mong

Overall 69%
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COMING SOON ON - :
SPECTRUM,COMMODORE & AMSTRAD HOME COMPUTERS

ELEGTRIC DREAMS SOFTWARE. 31 CARLTON GRESCENT SOUTHAMPTON SO1 2EW  TEL u]fn:h 229694

Mail Order Blectne Deeams Softweare, 23 Pond Street, Hampstead. London NW3 2PN




FILL THOSE GAPS!

DON’T MISS OUT! ORDER NOW!

O
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ZZAP! 64 SUBSCRIPTION

Ooh gosh, yes! | wanna subscribe to ZZAP! 64 for
one whole year, ‘cos I'm smart, see.

g .

| enclose a cheque/postal order for £15 *
made payable to NEWSFIELD LTD.

ZZAP! SUBSCRIPTIONS, 1-2King Street, Lud-
low, Shropshire SY8 1AQ
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onestly, you can't do any-
thing these days withoul
someona ruining it. Take the
case of the new hotel which has
just been built in town: it's all clean
and tidy the night before it's sup-
posed tp open, then a load of van-
dals break in and throw rubbish
everywhere! What is the manager
supposed to do? None of the staff
start work until the morning, and
everything has to be neat and tidy
for when the guests turn up!

In an attemnpt to remedy the situ-
ation, the manager rings the ACME
cleaning company and asks them
to send two cleaners to repair the
damage before dawn. Both guys
arrive and prepare to clean up the
mess, but neither know what’s in
stora forthem . . .

{lt’s) Clean Up Time is a one or
two player platform game in which
the object is to clear eight hotel
rooms of rubbish. Each time a
screen is cleared you progress to
another, more difficult one. This

but don't bank on it. Throughout
the game the naughty vandals

S r.r ¥y I rr.rr.
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may sound a simple enough task,
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rampage around the place lobbing
litter, making the cleaning task all
the more hectic and involved.

To make matters even worse,
the vandals are suffering from
some horrendous post-Chermolbyl
disease — they are all radioactive

pretty
to the tace of any platior

B
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g
g

and touching any of them costs
you one of your four lives. Fortu-
nately, the vandals can be killed —
by shooting them. Yes, your clean-
ing man is armed with a gun which
can be fired by moving the joystick
right or left and pressing the fire
button. Each player is also in pos-
sassion of three smart bombs,
detonated by pressing the fire but-
ton and moving the joystick down.
Doing so destroys everything on
the screen.

At the beginning of a game you
have to choose whether oneor two
players are playing. f two player
mode is sslected, both players
appear on-screen at the same time
and must work together to clear
the room of rubbish. One player

' T FTY
#.nii-u.::nu

- -

s

1|

P

(IT'S) CLEAN UP TIME

Players, £1.99 cass, joystick only

mode is more difficult since you

have to do all the work yourseif.
The screen is laid out in tradi-

tional platform style with ladders

connecting four rubbish-strewn
floors. A time limit is displayed at
the top of the screen, and if a room
isn't cleared before the timer
reaches zero, you lose a life,
There are eight different screens
to clean and in between
other level you're treated to an
intermission screen, in which the
cleaners flatulate and float around
beneath balloons.

Presentation 920%

Lareal Logagame, 1wo player
. &

Graphics 79%
Yary pretty, Mice s

wariey ety
Sound 78%

Hookability 81%
Lastability 70%
Tt nly eight screer

Value For Money 82%
Los of fun for a coupie of quid
Overall 75%
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sk anyone throughout the
galaxy what Room Ten is,
and they will tell you it's the
room in any Galcorp Leisure Com-
Flex. reserved for the sport of low-
evel glyding. What do you mean
ou don't know what glyding is?
's @ one or two player game, akin
to a cross between tennis and
sguash, but it's played in a com-
pletely enclosed room with the
players controlling the bats from
the outside.
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The ball bounces off the walls,
ceiling and floor, and this is where
the problems start. Since your bat
moves very slowly indeed,
have to predict where the ball is

136 ZZAP!64 November 1986

ROOMTEN

CRL, £9.95 cass, keys only

going as soon as it leaves your
opponent's bat, and then you have
to move there.

MIAMI DICE

Bug Byte, £2.99 cass, joystick and keys

iami Dice is a simulation

of the American gambi-

ing game craps. This
fast and furious dice game is
played in most gambling casinos,
and in this version up to four
players can compete against a
computer ‘bank’.

The transparent bat is quite
large, and through this the game is
viewed. As the bat is moved the
perspective of the room changes,

iving a true first person 3D view.

& main screen is split into two

| independent screens, each show-

ing the view from either and of the
room.

The angle at which the ball hits
the bat plays an important part in
the game, so once you have
learned the ics, you can
bounce the ball off the ceiling and
walls, and really confuse your
opponent.

Whenever you hit your oppo-

e P

When the game first loads you
have to input the number of
players playing, assign a character
to each, and then type in their

nent's wall, five points are scored.
The same thing happens to your
opponent if you miss the ball. The
first person to score thirty five
points is declared the winner of the
game.

There is a large options menu
which allows you to change the
parameters of the game, such as
the speed of the ball, whether
there are one or two players, and
the intelligence of the computer
opponent if there is only one
player. If you want to be a real rebel
you can also change the colour
scheme of the game and the lan-
guage of the instructions (paraz
vous Francais?).

Presentation B1%
|/ | ited tll.‘.':r'l'l'-."":."-':'-
Graphics 21%

iy, and boring

Value F %o

Overall 15%

very poor Porng derivativ

"MRYSE Room,
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faemale, and they include a hippy, a her turn to throw the dice.

spiv, an old granny, and a chinese If you're doing rather well and
chappy. If less than four players are want to exit from the ram, you
playing the computer takes control can ask for an eight digit code

of the unchosen characters and
the game can begin.
The screen displays a view of

which you can type in when you
next play, effectively letting you
carry on from where you left off.

the table with the players and the
croupier (or ‘stick man' as the
Americans like to call him) stand-

ing behind it. The stick man But
announces ‘they're coming out' | fOFUS types who are careful with

Presentation 86%

e |

[ and hands the dice to one of the | @ like my good seff, it
£ players. Each of the players can | f@ally isnt very appealing. The
£3 then place their bets, done by | Soundis and the speech is
3 pressing their relevant bet key, | really good, but it's not a

When a bet key is pressed, an Sound 78%

Klaus Wunderlich meets Si

tion screen is displayed listing
all the available bets. You can then
increase or decrease the amount
you wish to gamble by pushing or
pulling on the joystick,

The betting screen is very com-
prehensive and using it you can
play the game just like you would
in a real casino. You can also view

g You | take 1o it w
stability 70%

||::__._ fun with the
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W your material status and see all the

fun, espe. | Dets placed in that go. Once

cially when a couple : everyone has placed their bets the

play. The 20 “m thrower can shake the dice and

e the goraphics are quite Miog. | throw it onto the table (using the

i that over the local joystick and fire button to throw).

names (if you want you can use the me If you're m en the dice have been thrown
names supplied by the computer). betting game then have a look at more bets can be placed, and
Their are eight characters to this one. depending on the result of the

choose from, both male and throw, another player takes his or

FREE OFFER!

FREE COMPUTER DUST COVER!
WRITE FOR DETAILS.

TAPE TO DISC DISC TO TAPE

FREEZES & BACKS-UP PROGRAMS TO DISK OR
TAPE IN ONE FILE. MACHINE-CODE MONITOR
INCLUDED. EASY TO USE.
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B AW EXPERT ACTION TRILOG
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4 tvipe) PRICES
, ONEFLE B PROGRAMS ARE SAVED IN ONE FILE FOR C128
The expert cartridge system out- COMPACTS B PROGRAMS ARE COMPACTED TO REDUCE DISK and C&4 INC.VAT, P&P.

performs all other similar products
— regardless of cost. Even foreign
products cosling twice the price
cannot match the expert’s
performance. Why pay for outdated

SPACE USED
YOU CAN SAVE 3 OR MORE PROGRAMS PER DISK

RELOADS MOST PROGRAMS 1M LESS THAN
30 SECOMDS

THE CARTRIDGE 15 MOT NEEDED FOR LOADING BACK

SAVES MORE »
VERY FAST P

NOT MEEDED

ROM systems when the expert UPGRADABLEP CARTRIDGE USES RAM AND DISK BASED SOFTWARE CHEQUES PAYABLE TO TRILOGIC
cariridge con be upgraded for very FOR INSTANT LOW COST UPGRADING ORDERING: WRITE OR PHONE *PROMPT
litfle cost 1o meet the challenge of MONITOR B USE THE MACHINE CODE MONITOR TO CHEAT DESPATCH* PAYMENT BY CASH, CHEGUE,
the most recent software. EGT‘;'NE,?FEA LIVES OR RESUART THE PROGRAM POSTAL ORDER OR ACCESS # EXPORT ADD £1.00
[ 33 EXTRA # PAYMENT IN STERLING OMLY PLEASE
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ver the last few months the

crisis in the Middla East

has worsened. Both Rus-
Isia angplkmanca have played a part
n supplying arms to opposing
sides. Now events have escalated
into a direct East/West confronta-
tion with the Warsaw pact massing
along the East German border.
With an invasion imminent, an
emergency session is called in
Geneva and both sides sign a nuc-
lear amnesty proclaiming that only
conventional forces are to be
used. With this signed both coun-
tries prepare for war . . .

STRIKE FORCE HARRIER

Mirrorsoft, £9.95 cass, £12.95 disk, joystick or keys

after the declaration of war. The
war is not going well and the War-
saw pact have invaded, and now
successfully occupy all of Ger
marny. ern farces HQ lies
500 miles behind enemy lines and
from this the actions of the Warsaw
pact are dictated. If this base were
to be destroyed it would cause
complete confusion in the Eastern
ranks, allowing NATO forces to
attack and beat back the invasion.
Naturally a large force couldn't
be used to knock out the enemy
HQ as it would be easily detected.
So, it was decided that the only
way the job could be done was to
send in a sin#lla Harrier Jump Jet,
equipped with suitable weaponry,
to destroy the base. The manoeuv-
rability of the aircraft means that it
can fly under the radar floor and
completely avoid detection. You,
being the best pilot available, are
asked to undertake the mission —
the future of the FreeWest is in your
hands. ..
The key to success lies in your
iability to control 1th Harrier and its
amount of weaponry and
c;.;?nﬂmoditiﬂs. The Harrier has
been specially fitted with wartime

aquipment, including a FOFTRAC
(Friend Or Foe Cking radar
which tells you whether your target

is a friend or foe), AAR (used to
determine an enemy's position),
and MFD, which shows flight infor-
mation. Naturally all these controls
must be mastered and used effec-

tively if your mission is to be suc-
cessiul.

The flight to the enemy HQ is a
very hazardous one and the route
is littered with enemy tanks, anti-
aircraft batteries, and interceptor
aircraft armed with air-to-air mis-
siles. To avoid radar detection you
must fly below 500 feet, although
this leaves you vulnerable to anti-
aircraft fire. Flying above this
height means that you can be

game.

detected and aircraft will be sent
to intercept and destroy you.

The distance between you and
the enemy base is divided into sec-
tors. When you enter a new sector
it's advisable to fly around and

138 ZZAP!64 November 1986

photograph the area — if you do
this it means that FOFTRAC can
used. There are four landing
sites behind enemy lines, run by
the German resistance, and if you
are to complete your mission you
must reach at least one of these so
you can refuel and rearm your
craft.

There is plenty of on-screen
information, giving you a constant
update of your position as well as
your speed, height, direction, the
position of any craft or
installations, thrust, fuel, and so
on. When you first encounter the
program you can play it as a shoot
am up, but once you begin to learn
how to fly and land the craft, you
can tackle the mission proper.

g

Presentation 91%
Informi mp
nstruc )

Graphics 63%
Functional, bi

give a true 1nying
Sound 58%
Simple, but suitable spot effe

Hookability 67%
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riends, FRomans, country-

men, lend me your lug holes.

There is a story to be told,
one of hercics, bravery, and
extreme clumsiness. The Foman
conguest of the known world has
begun and will soon to be reaching
its peak. Gaul has already been
invaded and captured, save one
small vilage which has remained
inpenetrable . . .

A protective shield was created
by Getafix, the resident Druid cum
hippy. He scampers around the
woods gathering mistletoe, nuts
and herbs, and mixes them all up
to brew a magical potion which
gives superhuman strength to
those who drink it. It is this potion
which has enabled our Gaulish
friands to resist the gathered might
of Caesar's Roman Empire for so

Local hero, Asterix is a shrewd
and cunning warrior, y'know, the

N

HE COMPENDILUM

sort you can immediately entrust

any perilous mission. His life-long
ring companion is Obelix, a
fat, menhir delivery man who is
totally addicted to Wild Boar
Obelix is willing to down-tools at
any point in time and follow his old
mate Asterix into any danger that
may exist—so long as thereis lots
?f ghting and plenty of wild boar
0 eat.

The duo's latest adventure
begins when the vill are wait-
ing in line for their daily dose of

potion. Among those assembledis
Obelix, hoping that he too will be
allowed some brew. Getafix isn't
too happy about Obelix trying to
con him out of potion, since the
rotund chappy is already blessed
with superhuman strength after
falling into a cauldron of potion
when he was a baby Obelix is
slightly miffed by

. allowed to have any potion, so he

kicks the cauldron, smashing it

GIBOURNE HOUSE CB4 2s - wir .

not being.

into sight pieces.

Gathering up the few remaining
pieces of the cauldron, Getafix
carefully pours a small amount of
the potion into a gourd and
instructs Asterix and Obelix to
leave the village to find the other
seven pieces of the cauldron.

So, controling Asterix, you
begin the adventure proper in the
Gaulish village. From here you can
wander around several locationsin
search of the elusive bits of caul-
dron. Your quest takes you through
forests, Roman encampments,
and finally on to Roma.

On entering a location the scene
is created, the trees grow and
buildings spring up here and there.
Once drawn, the action continues
and you can walk around the full
screen. However, this game
doesn't just involve simple explo-
ration, oh no, on some occasions

ou have to do battle with the
oman forces,

Having encountered a centur-
ion, a window opens up on the
screen and plun?m you into a fully
fledged battle. If you successfully
beat up the soldier, he flies out of
the window and disappears right
out of the screen,

Not only does Asterix have to do
battle with the Romans, but also

ASTERIX AND THE MAGIC CAULDRON

Melbourne House, £9.95 cass, joystick or keys

with the wild boars inhabiting the
countryside. The boars are essen-
tial, as they not only provide food
but also ensure that Obelix stays
with you.

At the top of the screen there are
icons to indicate how many parts
of the cauldron you have in your
possession, if you have any magic
potion or keys, the number of lives
remaining, your score, and the title
of your present location.

Righty ho then, Asterix! Off you
go, and dont come back until
you've found all the pieces of caul-
dron.

Presentation 76%
Slick, altr

hthes
an infuna |

72%

uitable d

Lastability 62%

If vou dor
T i

Value For Money 56%
M nhial piece of Asterx
iha

Overall 60%
A disappointing a

the cul
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TRIVIAL PURSUIT

Domark, £9.95 cass, £14.95 disk, joystick or keys

here must be very few

people in the Galaxy who

have not played — or at least
heard of — Trivial Pursuit, a legen-
dary board game of astonishing
Triviality. This classic board game
has now been officially and faith-
fully converted to the 64 courtesy
of Domark.

The object of the game is to get
to the centre of the board . . . after
collecting six different 'wedges' of
pie by comectly answering lots of
questions on key squares. The
questions are selected from six
categories: Art and Literature, Sci-
ence, Geography, Sport and Lei-
sure, Entertainment, and History.
If a question is correctly answered
on a category HQ square, you are
awarded a subject wedge. When
you have six wedges you can then
head for the hub at the centre of
the board and answer a final ques-
tion to finish the gama.

On loading the screen fills with
option menus. The main menu
offers options conceming game
play, such as number of {ﬂla?'em
start game, timer on, soun ects
on or off, load new questions, and
analysis of the current scores.
There is also an option to select
whether TP is awake or asleep.
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Atlast, Domark alittle bit of
from have come up
a decent game. I've never
been into using the old mat-
mmﬂnhumr,a via
thing has been well defined, the
the atmos-

TF is Mr Trivial Pursuit, a mascot
which has been adopted to act as
question master and die (or in this
case, dart) thrower. After entering
each participants name (a

st bt
byt T

NS s e

maximum of six people can play),
the game board can be accesseq.
TP stands at the bottom right hand
side, dart in hand. Pressing the fire
button makes TP throw the dart at
the board — a variation on throw-
ing the die.

&N a number has been
selected, several segments flash
to indicate which moves are possi-
ble. By moving your counter onto
the desired segment and pressing
fire, TP jumps off his platform and
waddles over to the gquestion
room, decorated with bookcases,
a fireplace, and a grandfather
clock which chimes the hour. Sev-
eral forms of guestion can be
asked in this room, either a text,
visual (which involves TP pulling
down a small projection screen
upon which a drawing is dis-
played), and aural (played through
TP's midi hi-fi unit).

Each question is displayed at
the top of the screen and you are
given a time limit in which to ans-
wer it. Pressing the fire button reve-
als the answer, and it is then up to
your honesty to say whether you
answered the question correctly.
(Additional rule; if one player is dis-
honest, hit him over the head with
a wetkipper). If you have answered
a wedge question correctly then a
Ifittla itty plays announcing the
act.

' Having returned to the board
screen it is possible to view your
score to date. The game continues

until a player has obtained six diffe-
rent wedges and has made his or
her way to the centre of the board
and correctly answered a ques-
tion, the subject matter of which is
determined by the other players
{ho ha).

Presentation 98%
F: diing. Many
25 throughoul
the =

Graphics 79%

Not outstanding but suited 1o the
CpaAme

Sound 78%
Again, notk 1ding. But
Hookability 95%

Incredibly simple to gel into —

great fun toa!

Lastability 92%
M i tun for all the family
ierg
gl interac Sy

rriary

Value For Money 91%
Cheaper than the board game
and just as gond

Overall 91%
A comij

B
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ind Pursuitis essentially
M three Trivia orientated
mes in one. When the
program first loads a number of
options are presented. From these
you can choose the number of
players playing (one to four), their
names, the game you wish
to play, and the time limit to the
ions. You can also change
the parameters of whichever type
of game you choose to play (ie:
how muntgﬂpmntsyw nead to win
agame, time limit of the game,
or how far across the board you
need to go).

The screan then shows a dieand
one of the player's names is high-
lightaed. The screen prompts the
highlighted player to press the
space bar; doing so 'rolls' the dice.
The number 'thrown' comresponds
to a subject — sport and games,

IND PURSUIT

US Gold, £14.95 disk only, keys only

E!i

science and nature, history and
geography, TV and film, culture, or
grab bag (a general knowledge
category that gives you the oppor-
tunity to throw the dice again if you
cormectly answer a question),

If you are playing the point or
time limit tﬂm-rm. each question
comes in three categories: fill in
the blank, multiple choice or true
or false. These are effectively three
difficulty levels and more points
are awarded for answering a ‘fill in
the blank’ question than a *true or
false' question,

If you wish to tackle a "fill in the
blank' question, the computer
prints a question and you must
type in an answer. The computer

146 ZZAP!64 November 1986 Lg\hmfs -rfwm L.?
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isn't too fussy about spelling and
will accept most misspelt
answers,

A multiple choice question pro-
vides four different answers and
you must choose the correct ans-
wer by pressing the relevant
number on the keyboard, True or
false questions are simple enough
— just press T or F on the keyboard
to answer the question.

When playing the board game
each player is given a piece which
can be moved along a path by cor-
rectly answering questions. Each
‘stone’ in the path has a number
on it, either 25, 50, or 100. If you
are faced with a 25 stone, you can
answer any difficulty level of ques-
tion and are m along accord-
ingly (skipping over, say, two 25
stones and a 50). if you're faced

THINGIE. /7 % F

with a 100 stone question, though,
you MUST answer a 'fill the gap’
qguestion, otherwise you can™
maove along.

At the end of any game the com-
puter displays a screen showing

- ‘!"‘i :

and as a result there are numer-

ous presentation flaws and the
is slow to

ind Pursuit isn't outstanding

any way and not in the same

mas mm,m-
rsu Powerplay have

a lot more to offer for less expen-

the ranking of all the players and
the percentage of questions
answered comectly,

Presentation 78%
Although the program is
: : :

i

Graphics 34%
Only the board ga
graphics and they

Sound 37%

"'a"'rZ'F::a' few musical questions, but

Very simple, but slow to use.

Lastability 73%

I lenty of que

@ program appeals to you
Value For Money 60%
Arathe y disk only product

wverall 69%

A Qg Tr me, but notinthe
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Scene 3 — Scened — Scena 5 —

Scena { — Scene 2 =

Escape from the dungeon Battle with the Quards Prolect your comels onthe desert  Flying corpets and glant Roc birds Th; sulon transtorms himseilt into
crossing a dragon
THE LEGEND OF SINBAD for the Commodore 64/128 Game Author: Jason Benham.

COMM ODORE et in the golden age of Callph Al-Rashid, you play the role of the brave adventurer Sinbad the Sailor. You have been kidnapped and
thrown into the dungeon of Sultan Salabims fortress. But, refrieving your plundered treasure, you escape from the dungeon by battling
5 I F 128 your way past the guards and vultures through the serpent-infested tunnels.

Once post the two dungeon gates, you stumble across a discarded sword. Just In time, because a second troop of fortress guards appear
and a terrifying battle ensues.

Conquering the guards, you now head for home fransporting your valuables on a caravan of camels across the scorching desert to Baghdad. Bravely, you defend the
camels agains the incessant attacks of the deadly beasts of the sand.

The Suitan Salabim, furious af your escape, orders his personal bodyguards aboard flying carpets and summons the giant Roc birds Together, they form a cordon
areund Baghdad. Undaunted, you take to the skies, and the scene Is set for a dramatic showdown high above the towers of the city.

The sulian has one remalining card to play. He can magically fransform himself into a fire-breathing dragon spitting huge fireballs lowarnds you.
Can Sinbad triumph in this titanic struggle?

features include: 5 screens of action — each is a separate game in itself, 5 hounting tunes, beautiful graphics, Impressive animation, and a
Ingenious password feature allowing you fo skip screens which you have already completed once.

PRICE: £9.95 (cassette), £11.95 (disc).
PRIZES PRIZES PRIZES PRIZES PRIZES PRIZES PRIZES PRIZES PRIZES PRIZES PRIZES

l'you complete the game, you can enter our competition. The prizes include a beautitul carpet, a curved knile and a hand-carved wooden
horseman (all uine Arablan products), and £50 in consolation prizes.
Closing date; 31st March, 1987,

maurs by first-closs post.
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