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Sege invite you to take a trip to the
Garre of the

Fantasy Zonethat se in the fascinating 30-Actionme t  the Coinga - O p  world alight.
Steel your nerves, alert your senses and
prepare for a thrilling trip into the future.
Atter o b y  t omonths of development he's l l y
here-Sco i n  his own hilarious fina coMputer
cartoon. Designed and coded by Gargoyle
•Games, Scooby Doo is a fast-action arcade
ganle that's as W O  to watch ase x c i t i n g
play -Scooby-Dooby-Doo! !
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XEVIOUS
Many eons ago, an advanced
technologically orientated
civilization was forced to
evaluate the Earth prior to
the Ice Age. Now, thes,,e
Xesious people are returning
to reclaim their heritage
through conquest. From the
controls of your Solvalu
super spacecraft, you must
defend the Earth from
takeover by the Xevious
invaders!
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BREAKTHRU
Your mission -  retrieve
P1030 your country's
revolutionary fighter_
location -  400 miles behind
enemy lines... possible
enemy armaments -  flame
throwers, helicopters, tanks,
jeeps, landmines... your
equipment -  the wodd's
most sophisticated armed
vehicle.- mission status -
vital.., mission consequences
- world peace... mission
objectives -  you must...
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IACTIVIS ION
ENTERTAINMENT SOFTWARE:

1 1 1 1 1 1 1 1 1 1 1 1
1 6 1
1 1
1 1 1 1 1 1 1 6 1 1 1 1
1 1 6 6 1 1 1 0 6 1 1 1
1 1 1 1 1 1 S O S I S
S I I I I I I I I I M I S S
O I S S O n e l l

REEN;

Available on Commodore 64/128K cassette a n d  disk i ,  , ,
r n i n g  s o o n  f o r  
A m s t r a d

and Spectrum home computer!
,Mail Order: 23 Pond Street, Hampstead, London NW3 2.PN

. our, a divut,lon of Cademe Indt.stries Corporation Computer Software program .17)1
4
86 A c t i v i s i o n  I n c _  A l l  
h g h t s  
r e s e r .  ,



riAIVIES REVIEWED
1942
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183
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26
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186
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I suppose it  had t o happen_ An
issue without  a Sizzler or a Gold
Medal (well — there is Bards  Tale
from Ariolasof t  but  that 's  a role
Playing game so it doesn't count).
Surprisingly, v e r y  f e w  g a me s
arrived for review in this issue. and
what d i d  a r r i v e  w a s  f a i r l ymediocre. as you can see.

Christmas i s  jus t  around t he
comer a n d  s o  mu c h  ex c it ing
software was  promised, But  as I
write (t he end  o f  N
o v e m b e r  
i s
rapidly approaching), none of it is
complete and won t be ready for
several weeks. Mos t  disappoint-
ing. I remember something similar
happened this t ime last year only
the situation wasn't  quite so dire.
Still, I  c a n  hard ly  b l ame  t h e
software houses  f or  want ing t o
make sure they get  it  right  this
time I  wouldn't  want to see a glut
of disappoint ing 'rush jobs ' A n d
I'm sure you wouldn't  either.

Ah well, at least it bodes well for
the next issue in which we should
have reviews of (promises permit-
ting): Gauntlet, Tenth Frame (the
ten pin bowling s imulat ion f rom
Bruce and Roger Carver, who also
wrote Leader Boarc), Champion-
ship Wres t ling,  ! k e n  Warriors ,
Space Harrier, Scooby DOO.
Cyborg. Labyrinth,  Aliens, High-
iander, J udge  Oredd,  Av enger
Lightforce, and Spy  vs Spy III —
Arctic Ant ic s ,  a mo n g s t  O t he r
things. Plus some news on Terra
Crewe, To p  Gun.  Short  Circuit ,see_Great Escape arid Cobra We shall

But unt il then .  . • have a very
nice New Year.Merry Chris tmas and an equally  i l

ZZAPI ADVERTISERS INDEX

Act iv is ion 8
Addic t ive Games 2 5
Argus Press Sof tware 5 4 , 1 4 3
Ariolasof t  1 6 4
Cascade 9 0
Creat ive Devices 8 1
Creat ive Sparks 5 8
Databyte 3 8
Date! 1 4 4 . 1 4 5
Digital Intergrat ion 1 0 2
Domark 1 1 2
Duren 1 8 ,  19
Dynamic  Market t ing 1 3 6
Electric  Dreams  1 5 .  32
Electronic Services 2 3

Euromax 1 2 9
Elite 2 ,  129, 154
Evesham Mic ro 1 2 2 ,  123
Firebird 7 6 ,  93. 106, 121
Gargoy le
Gremlin
Hewson
Imagine
Konarni
NMC
Manc omp
Martech
Mic ropool
Mr Chip
Ocean

97
6, 7, 48, 49

17
30. 31. 75, 186, 196

83
58

136
156
20
63

29, 43. 84. 95. 130, 185. 1951
Piranha 1 7 1
Robtek 1 1 6
Softek 1 6 0 .  161
Superior Software 6 5 ,  111
Thalamus 1 0
Turbosott 1 3
Trilogic  3 7
US Gold 4 .  5. 66, 67 178.  179
Video Vault  6 3
Virgin 1 1 5
ZZAP! Backnumbers 6 4
ZZAP! Binders and Shirts 131
ZZAPt Mall Order 1 3 2 ,  133
ZZAP! Oil Posters 1 5 5
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Dear Lloyd plight of  many  64 owners.  I, f or
After reading t h e  ZZAP!  Rr a p one, am sick and fed up of using a
pages mo n t h  a f t e r  mo n t h ,  I piece of wire to reset my '64. Notdecided it was t ime to amaze and only is it tedious, but I run the risk
astound you and my fellow read- of blowing the fuse (we don't  all
ers with my airs and views. have the manual dexterity of  the

First, I thank profusely the prog- ZZAPI team). Can' t  the 'powers-
rammers and musicians who con- that-be ' run a reset switch offer or
tinue t o  p r o d u c e  fi r s t  c l a s s something? I've tried and tried but
software like Green Beret, Rambo, cannot buy one anywhere.
Monty On the Run, Knight Games,
and so on My  discerning ears are
very part ial t o  a  bit  of  inspiring
music (I  can' t  b e  the only  one,
surely?!) T h e  af orement ioned

Stephen Fathers, Pakefield, Suf-folk

Part of your plea has already been
answered this month, Stephen. Mr

games all contain mus ic  which I Penn has included a chart devoted
consider t o  b e  ' To p  1 0 '  stuf f . to the music that accompanies
Datahlts was a novel idea, but  it games. This month, it kicks off with
was too 'gimmicky '.  What  would
really liven up the album charts is

the ZZAP! team's own favourites,
in order. From now on, you'll get a

to have a massive compilat ion of chance to vote for your favourite
the bes t  mus ic  f rom t he mos t tunes every month as part of the
popular games. I think that many 1987 ZZAPl Charts.
other readers  (perhaps  e v e n As for an album of your favourite
thousands) would like to see this Commodore hits, a  whole new
idea put  int o pract ice,  too.  So, year is about to start, and as I've
Rob, Martin, David, Tony, Ben and said before, who knows what it will
all y o u  o t h e r  mus ic ians  a n d bring? And as for a reset switch —
software houses H O W  ABOUT any hardware manufacturers outIT?'!' there reading. . . . ?

Secondly, I would like to bring LM
Gazza Penn's  at tent ion t o  t he

- - - - - - - - - - -

• r ZZAPII  also found some other games
ving erloyed playing the arcade h a d  started to go wrong, includinghine of Ghosts 'n Goblins I t in d iu m and Scarabaeus. (My

ded to buy the computer vet- r ec en t l y  a c q u i r e d  g a m e s
n.W a r t t a w k  and Indis Alpha have
Untcetunately, 20 minutes into a l s o  begun to play up.)
ying t he game t he zombies I n  a foul mood.  I returned my

ailed walk ing backwards and Co mmo d o r e  64 to the repair shop.
e gatekeeper bounced around w i t h  my copy of Ghosts 'n'  Gob-
- hout any legs. Then, after freez- t i n s  I was told to collect them in 2
• on the screen, it  decided to —  3 weeks.
ash.W h e n  this happened a 3rd time,
After I  t r i e d  re-loading,  i t  t h e  b lok e t here ins is ted t ha t
ashed almost immediately (Die n o t h i n g  was wrong with either the
her side of the cassette acted g a m e  or my computer, and would

same). Assuming I'd bought a n o t  take my  Commodore back
ud, I  exchanged I t  for another a g a i n  for repair.
opy and found the same results. I ' v e  only  recently heard t hat
I then sent it to a colleague from o t h e r s  have been conned out of
ork who  tested i t  and f ound t h e i r  money by  the same repair
othing wrong. s h o p -
And, af t er tast ing t he  game S o ,  a warning to other ZZAP-

myself. with another C2N and get- P e r s :  Take care when looking for a
ting the same results- . . . and with r e p a i r  shop, and be wary of  the
another Commodore 64 and get- s m a l l  adverts in the local paper
.ting no trouble at all, I came to the A n d r e w  Sanders, Cambddge
conclusion that my computer was
malfunctioning —  (there's a big T h i s  isn't the first tale of woe I've
word!).h e a r d  about  difficult ies expen-

So, on scanning the adverts in e n c e d  at the hands of Commodore
the local paper I came across only r e p a i r  companies. May be other
one computer repair centre, (who r e a d e r s  would like to pass on their
shall remain nameless!) e x p e r i e n c e s ?  If Computer repair-

Alter having it repaired there and e r s  get in touch too, t o put  their
paying a hefty, very hefty, £43.95 s i d e  of the story, i might be able to
invoice f or it ,  I  was  extremely p e r s u a d e  Gary  Penn t o write a
annoyed. in fact fUMIll ,  to find the s ma l l  feature on  fixing brokenmachines--. L M

OEM N M  111111 E E O  I M O  I n

•

I t ie d i s t o r t i o n  producedt ime b y  our produc t ion schedutes con-
tinues; as I sett le down to this monttes collect ion of letters, Dickie and GaryEdd P e n n  ere perched on stepladders, taking the Christ-
mas  decorat ions down again. We've ati but  finished VdOtit on the
Chris tmas Spaciat and soon words will be itowing into the February
Issue. 'il et bont ire night happened last week • . .  Lite in Ludlow can
be very strange at times.

Although ibis  bumper issue is  set to appear on the shelves ot
newsagents right in the middte ot the Festive Season, when 'Good-
will to se Men' Is the prevaiting phitosophy, this month's setection ot
letter's doesn't  warrant  a Letter ot the Montb prize. Goodwilt  or no
Goodwill,  I 'm holding back on the prize until next month. I hope ibe
nice tong rest you are all set to have over Christmas witt produce
some well-argued, pithy letters tor my mailbag.
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slashed its reuriber of pre.
productioe trade and
review copies from 100 to
under 20. after finding
ulicit copies of Airwoll

'I t  seems that there is a
lend of organised amateur
network. We've been
caught voth u  °users
down -  but we're doing

P I R A
T E S

A H O Y  I
I RA CY  I IAS reared s o me t h i n g  about lib,"P

its ugly  head once c o m m e n t e d  Elite ossBrian Wilcox.

again with allegations
against the computer R i g n a l l
trade itself and M o t h e r  tine
publisher IsieWstield. understandably incensed

b b y tgoa: re a s
l
a
_ P
P e a r t n
, .

ecome hugely upset g
beading fi rms have

about the matter -  no l'-Act iv ls• 1017: pt inc ipleHacker
doubt  because they c h a r g e  concerns
have enough problems I I  and was made against

pvrith i r a t i  bng y  the l i g i a n  Rignall of liewsfield

publie.  ( p u b l i s h e r s  of Crash, Zzapand Amax). This was

I l l i c i t  c o p i e s  b a c k e d  up by o t h e r software house which also

Rewson recently n a m e d  Itignafl.
discovered the source ot N e w s fi e l d s  publishing
pirated copies of Alleyka
r e x e c u t i v e  
G r a e r r i
e  
K i d
d

side-steee
e
l

d  the spec
only thaeks to a securnYnumbering system arid a l l e g a t i o n  i e  clauns that
t e s t y  of a lad trornhe hot'
lavetpool, Elite however, is i t i r ; eTled 0114"'n pirated
fears that the situation is c o p i e s  ttien this was not
particularly grave. It has h i s  doing.

B O a S t i n g
Instead, he thinks it's a

pirates way of boastmg• It
"It they put his name on .
then they cart tell their
triends that they know
turn and got the game
from him"

IN PURSUIT OF PERFECTION
Dear Lloyd
About your rating system. do you
think rt is correct to award a game
100% in any of the categories? I
believe 100% i s  perfect ,  a n d
because games are improving all
the time I  think a game should not
rightly be awarded 100% I  agree
with Issue 'Ws letter of the month
(I won't  say his name because it
Will boost his ego even more -  I
know this because he is a friend of
mine and he keeps telling me he
has had his  name printed fi ve
times I the*  his ego Is about three
times the size of J Rs  and that is
B I G ! )  saying that reviews are
only guides  I  accept  t his  but
would appreciate your opinion onthis matter

The second thing is to do with
Issue 18, on page 56 you said that
the Expert Cartridge from Trac i&
would cost C28 95, but On page 93
Trilogic 's advert  says  i t  cos ts
131.95 I  found the only difference
was a tree dust cover in the advert
Does this f ree • dust cover cost anetre E3 00?

John Simmonds ,  Eas tbourne,East Sussex,

If you consuft your ZZAP
1 a r c h i v e syou should fend that the only 00%
mark that has been awarded so far
was given to Paradroid for ' 1
2
m-

sentation'.
Admittedly, onc e a game has

been given a 100% rating, then it
is difficult to see how subsequent
games that are even better could
be rated VVhich Is where the time
element comes in. All reviews are
wntlen for a specific issue of  the
magazine. and as such a time ele-
Ment is incorporated into the rat-ings.

Standards tend to rise as t ime
goes on -  which is why  ZZAP-
BACK s often throws an interesting
perspective on the development
of games  programming A n d
have always maintained that per
centages are only a guide -  the
written c omment s  prov ide t he
most informat ive analysis o f  agame

LM
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Dear ZZAP! 64
I refer to the enclosed article from
BANG Issue 5. In this article they
named Julian Rignall as being the
leader of an 'amateurish software
piracy organisat ionr They have no
real proof  that he is involved with
pirates. Serious  allegat ions l ik e
this should not  be made unless
there is concrete evidence to sup-
port it. Julian's name on a few illicit
copies does  not  mean he is  a
pirate. It was probably a move to
gain attention from their friends. 'I
know Julian Rignall, look here's a
cassette I got from hint ! '

From BANG's  point  of  v iew it
was probably  a  reader pull ing
stunt to swell the ranks of BANG
readers, a n d  a ls o  t o  disc redit
ZZAPI and NEWSFIELD. Why do
some nval magazines always have
to play dirty tricks to gain an audi-
ence? Perhaps  i t  i s n ' t  g o o d
enough to attract readers, without
first s tealing o t her  magaz ines '
loyal readers.  Surly  a  magaz ine
should b e  a  reliable reference
point, not a place to print silly alle-
gations and childish squabbles.

•  W e l l  that 's my moan out of the
way, and I  hope in future other

•  companies will please take note!
Thanks for a great read.

•  D  Funnel, Hastings, East Sus-
• sex
•  Oh dear. Your own letter illustrates

the way in which rumours tend to
•  spread and the way  in which the

printed word can so easily be mis-
•  interpreted. Nowhere in the BANG

article that you refer to did they say
•  that Julian was  the leader of  an

'amateurish s o f t wa r e  p i r a c y
•  organisation* -  y et  y ou quot e

those words directly in your letter!
•  S h o r t l y  after the story in ques-
•  flan appeared in BANG, one of the

allegations made  agains t  Julian
•  collapsed totally. Furthermore, the

Hacker ll investigation conducted
• b y  Activision has now been con-
▪  c luded and Julian cleared of  any
w  involvement.
•  Coinc ident al ly ,  BANG,  like the

allegations i t  printed,  collapsed
•  recently -  the last issue appeared

early in November.
•  L M

Dear Lloyd
I can't take anymore, I've had it up
to here (I'm not very tall and 'here'
is above my head - i n  other words
I'm swimming In MI) Several things
are beginning to get on my nerves
and I 've got  to put  pen to paper
or. . .  we l l ,  who knows?

Firstly, it concerns the question
of 'individual taste' with regard to
software reviews. I agree that they
are jus t  opinions  and  t hat  t he
reviewers migh t  hav e  dif f erent
ideas of what makes a good game,
and that  their ideas might  dif fer
from m i n e  (probably  i n  f ac t ,
because they all look like a bunch
of weirdos  -  just a joke fettles!).
But, what  I  dis like about  these
opinions is that not only do we get
a paragraph or two or written opin-
ion but also a 'mug-shot ' drawing.
Now if it happens that two games
on oppos ite pages were disliked
by the reviewers, we get an eyeful
of obv ious  dis c ont ent  b e f o r e
we've read a word! Hardly makes
for appetizing reading, now does
it? You could say. "but  just ignore
the 'arty -thing'  dear boy "  (and
probably will) but  that 's  not  the
point! Wh y  giv e t he reader an
immediate impression of  ' this  is
junk'?

Secondly, I  t h ink  t ha t  mos t
people would agree that  even a
software rev iew magaz ine can' t

exist by  rev iews alone. So let 's
have something that  has last ing
interest, pers onal  involvement ,
excitement and above all -  what I
want!! -  something along t he
lines of Final Conflict as in the now
extinct PCG.

Get rid of these *chance meet-
ings' that seem to fill the pages in
one guise or  another, (twiddling
thumbs, The But ler did it and so
on) and give us  something wit h
lasting appeal.

You know it makes sense, don't
you? There are other things I don't
like but others have hit upon them
already so I'll leave it at that.
Graham Anderson, Lincoln

I agree with your first point in pail.
Graham. But  I would have thought
that the facial expressions on the
drawings of  our reviewers should
make very litt le dif ference -  it 's
the fac t  that  the pictures o f  the
'weirdos ' are  t here in  t he fi rs t
place that turns you of t  . . . only
joking Was?

As for something t hat  has last-
ing interest . . . personal involve-
ment etc .  I  have heard whispers
that The Powers That Be may have
some plans in that general direc-
tion f o r  nex t  y ear.  Wa i t  a n d

S
LIA

a
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Dear Lloyd
I will start  this letter in the t ime-
honoured tradition: I never write to
magazines but  •  I  felt  I had to
state my views on two subjects.

First, let me tell you a story. On
the lOth July I t rundled down to
my newsagent and bought  Issue
16 of ZZAPI Great, I thought look-
ing at the cover, must be a review
of Green Beret. But,  even better,
upon turning to pages 98 and 99, I
saw a  rev iew o f  a  128  game,
Kickstart 2.  Since i t  was  a SIZ-
ZLER, I saved up my pennies and
bought 11, loaded i t  up  int o my
year-old 128,  and  f ound a  bril l
game.

What a happy story, you might
be thinking, but  no! Now I see in
subsequent Rraps ,  let ters  f rom
moaning 64ers  complaining that
two pages out of 116 were given to
a 128 review, and I saw with horror
that you do not  intend to rev iew
any m o r e  1 2 8  games !  J u s t
because a 128 is  70 quid more
than a 64 doesn't  mean that  us
128ers can buy every 128 game,
good or bad. We need a guide of
some sort, and = A P I  is the only
mag yet to review a 128 game. In
my mind it  does  not  seem that
Mers  are going to miss the odd
page or two every so often, Since
128 games are coming out  at  a
very slow rate only  six have been
released since the 128 came out)
there would only be the occasional
review.

So, all y ou 128ers  out  there,
write in  and s how that  a  lot  of
ZZAP's readers  o wn  128s  and
would appreciate your rev iewing
the few 128 games around. Any

MISSING
Dear ZZAP
,Alright, a joke is a joke, but where
is the Hi-Score table in Supercy-
ckP Eh? In Issue 18 Isere oft for
the Supercycle and Beyond the
Forbidden Fores t  of fer.  I  hav e
recently received my games, and
was very pleased with them but to
my disappointment there was no.
and I quote, 'huge Hi-Score table'
in Siayircycle. Admittedly it does
not effect the game play but there
is no incentive to do better to beat
your Hi-Score
l
.

Is it me? Am I not good enough
at t h e  g a me  (highly  unlikely
because I ve finished it all on the
first level so I should have a little

fla nex t  to my name

TA
on the Hi-Score table)? Have I got
a dodgy tape?

Please assist me' or I might do
something dras t ic  l i k e
stop buy ing ZZAPI  a n d  y o u
wouldn't want that, would you?

Steve Rat, Ashteed. Surrey

No we  wouldn' t  ° c r o p s  A
slight omiss ion o n  o u r  part  i t
seems, and  another apology is
called for Supercycle does have a
Hi-Score table on the disk version.
but in common with most games,
the cassette version of  the game
doesn't feature an updat ing Hi-
Score table. A  bit  surprised you
didn't work That one out, thoughLm

1
APPEAL

64ers who do not want  to read a
128 review can. I 'm sure, summon
up the energy to turn the page and
ignore it.

Which brings me onto my other
gripe. I am sick of seeing letters in
Rrap f rom moaning minnies who
don't  l ik e this  feature, o r  don' t
agree with that review. It a reader
does not  like an article don't  read
it! You don't  have to read every bit
of =A P !  And please don't write in
demanding such a such a section
be remov ed,  t h e r e  a r e  o t he r
people who probably like it. Also,
the rat ings are not  Gospel,  so if
you buy a game and don't  like it,
don't  blame MA P !  I f  you k now
that you don't  like sports simula-
tions, don't  buy World Games just
because it  was  a GOLD MEDAL.
then c omplain b y  c lut tering u p
Rrap with boring letters. Leave it
free f or more construct ive crit i-
cisms. Just remember that the rat-
ing are based on the reviewers '
opinions o n l y  a n d  s i nc e  n o t
everyone is  Jazza or Gaz2a, not
everyone will like the games they
like.
Marc Henry, Pinner, Middlesex

Maybe if lots of 128 owners wrote
in, there might  be a slight change
of  policy in the future b u t  what-
ever the outcome, I  tend to agree
with your view that some sections
of  the magazine are likely to be dis-
liked by  some people and raved
over by others. There is no simple
way to please everyone all of  the
time — but we do try to please as
many people as often as we can.

LM

T U R B O S O F T
DISKSPEED 64

THE NEWEST AND THE BEST
Fast load/save cartridge yet DISKSPEED 64 is

compatible with 1541/70/71 drives.
DISKSPEED 64 cuts down loading, saving and

verifying times to a fraction of normal.
DISKSPEED 64 incorporates a reset button, fast file

copier, fast format, disk backup in approximately 2
minutes, and much more.

ONLY

£ 1 2 . 9 5
GUARANTEE

At Turbosoft we are so confident in the quality of our products we
will refund your money if you return your purchase to us within 28

days of your receipt, undamaged, with or without a valid
complaont

ALSO AVAILABLE ONLY FROM US

TURBOSOFT SUPERICIDNE

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 Superidone is your computer and

access to 2 datacasettes.
Superldone will copy any tape program that will load
into your Commodore. In may cases the copy may be

of better quality than the original.
* * * * I n i n i rt r* * * * * * I rm rd rd r* * * * *  4 - 1 . 1 * * * * * *

WARNING
It is an offence to copy copyright protected software for

gifts or resale
* * * 1 . 1 - 6
-
d r * * * * * *
* * * * * * *  
1 1 1 1
-
* * * * * *
* * * . . * *
* * * * *
-
0
-
1
-
9 4 1 H r e
l b
-
0
-
0
-
* * * * * *
* O n t l r
i P

S T I LL  ONLY

£ 8 . 9 5
To receive these products cross your cheque or
P.O. make it payable to Turbosoft and send off

today to
T U R B O S O F T

74 SKIPTON ROAD, BARNOLDS WICK, COLNE,
LANCS BB8 5EG

and don't forget to include your name and address
DISKSPEED 64 E12.95 inc P & P
SUPERKLONE E8.95 inc P & P
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my copy. I would have to wait until
Tuesday or Wednesday. I  could
not wait  so I went  and bought  a ;
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PERSECUTED
BY POST

Dear Lloyd •  copy  f rom the newsagent!  So I'll
What h a s  t h i s  magaz ine g o t  •  let  you off this time!!
against me?  I 've been a  reader •  W h e n  my subscription runs out
since Issue 1 a n d  a  subscriber •  I  don't think I will carry on with it,
since Issue 2. I 've never bought  •  just  buy it off the shelf, it's quicker
CCI and enjoyed reading it ,  yet  .
how is it then, that I nearly always •  I  s t il l t hink  i t ' s  a  great  ma g
get my  copy of  ZZAP1 t wo days ;  (shame about the service).
late? '  John Palmer, Tiverton, Devon

Onceh a d  to ring subscriptions
to tell them that I had not got my •  Sorry. Sorry. Evers° Sorry. If your
copy (about a week after it was on c o p ie s  of the magazine are arriving
sale!), and now it  has happened I  shrank-wrapped, t hen t he pest le
again with the latest, Issue 19. It I  can't be having a good read at your
was on sale on Wednesday 9th U expense, but if they're not arriving
October, so I expected to get my U at all, something's clearly going
copy on Saturday. Nape, my copy •  wrong.  There used to be delays
has gone astray again.  (Do you le with subscript ion copies  i n  t he
think someone in the Post Office •  past, but  now subscribers' copies
keeps pinching mine?) S c ,  I  •  are posted at our printers before
thought if  I ring subscriptions on t h e  lorries that  deliver ZZAPI  t o
Monday and tell them I haven't had 1 newsagents leave the premises.

We've definitely g o t  nothing
against you .  .

LM
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Dear ZZAPI
I collected s ix  blue and s ix  red •
stars f o r  t h e  c alendar i n  t h e e
January issue. Having done this I
sent the calendar and a cheque for •
El t o cover postage and packing •
to the address printed on the bot-
tom of the calendar. That was four
months ago.  I wrote to US Gold •
and I have received no reply and •
still haven't  received t he game •
which I chose (Infiltrator), although •
US Gold have cashed the cheque sfor postage and packing.

As the Calendar involved ZZAPI •
64 I wondered if you could help me •
in getting my game sent to me as I •

Dear Lloyd
I can't help noticing that more and
more ZZAPI readers are becoming
worried about the amount of disk-
only s of t ware.  B u t  s o f t wa re
houses are obv ious ly  fi nding i t
difficult to fit complicated games
on cassette and are being forced
either to put games on disk or just
stick to arcade conversions and
other unoriginal games.

Many readers  c omplain t hat
they can't afford a disk drive and
gel themselves all worked up. But
if they can af ford a 64 in the first
place then they should be able to
pay out the same amount  again,
maybe a year or so later. See, it 's
simple really! If someone wants a
disk drive enough then they will
find a way to get one. This does

-)
t( OLD,FLA TULENCE )),
Dear ZZAPI

I can't believe my eyes! I quote
from Simon Brown's letter: 'EVEN
I CAN SEE HOW (those) 17 YEAR
OLDS WO UL D B E  SLIGHTLY
PERSUADED BY THOSE REFER-
ENCES TO  O W  FLATULENCE
BITTER* oh yeah really, can just
picture it on Eastenders

Angie: Sharon, why are you drink-
ing?
Sharon: Well Mum,  I read about
Old Flatulence biller in ZZAPI

I mean can you Imagine a 17 year
old b e i n g  pers uaded b y  a
magazine to drink by a magazine
— yeah, his  friends could per-
suade him but being persuaded by
a magazine?

Secondly, people wh o  were
offended by words like CRAP, and
F'K'N. Have you just been born,
are you really trying to tell me your
schooltnends and parents don' t
swear in front of you? But if these
words do offend you follow the 3
simple instructions •

1. Don't buy ZZAPI
2. Cut your ears off.
3. Pour acid in your eyes.
4. Fly to the sun.
Now, if ZZAPI had nude women

in it, I wouldn't  find it offensive but
I would call it  unnecessary. But
ZZAPI has not, nor have any com-
puter mags  (to the bes t  of  my
knowledge) included this type of

CTalS
r;

to a more pleasant note, I
like ZZAPI a lot — it's very good
and it  being the best seller does
not surprise me. The only thing it
lacks is an ARCADE section, Okay.
it hasn't anything to do with the
CBM64, but most people bought
the 64 wit h the idea of  playing
games like them arcade thingies!
Malcolm Har r i s on ,  Read i ng ,
Berkshire

Somehow, I  doubt  that ZZAPo's
influence is  all-powerful but  you
never know. A s  for the Arcade
idea, who knows what  1987 will
bring?

LM
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*  * *  *
TARSTRUCK

can't get a reply.
After wait ing four months I have

nearly c omp le t ed  m y  s ec ond
calendar and I hope you can help
me and hurry them up for me.

Thank you.
P Hanlon,  Staf ford

can only apologise on behalf  of
US Gold here — but Gary tells me
your letter has been forwarded to
them. Infi ltrator was only released
a f ew weeks ago (at the t ime of
writing), so with luck you should
have received Infi lt rator b y  t he
time you read this.

LM

not apply to everyone, but to most
ZZAPI readers this should make
some sense.
Andrew We b l e y ,  S t o k e - S u b -
Herndon,  Somerset

In an ideal world, everyone would
be able to af ford a disk drive but
the t ruth is ,  n o t  everyone can.
There are still many more 64 users
n3iying on cassettes to load prog-
ram t han a re  us ing disks  a n d
software houses are aware that
there's a  huge market  f or  cas-
sette-based produc ts  —  nearly
ten times as large as the market for
disk games.

Present day  loaders load data
from cassette nearly as fast as a
disk d r i v e  runn ing a t  no rma l
speed, s o the wait ing t ime need

0

M O
R
E

•
LOLLIPOPS!

Dear ZZAP! 64
The reason I've put penn to paper
(sorry couldn't  resist t he pun) is
because that nauseating son of a
(cant page 202) Anthony Jacob-
son has again insulted ZZAPI by
saying:

'ZZAPI are suggest ing to their
readers that they should read CCI,
it shows very agreeable humility
when o n e  magaz ine ac k now-
ledges the superiority of another'.

HOW dare he! How on earth can
he carry on slagging off ZZAPI. He
goes on like his magazine is the No
1 bestseller.  May be Mr  Cream
Cracker is  provoking an answer,
but I trust you are more sensible
than to waste publishing space on
a fool like him.

Also, in their September issue
he has Felix the Cat wearing rub-
ber gloves and holding a pair of
tongs. In the tongs is a radio active
lollipop, which is being sent to you.
But instead of  ZZAR they've put
Zzurps. Obviously this shows that
they are a bunch of twerps and I
can only conclude that the lollipop
became rad io  ac t iv e af t er  M r
Cream Cracker had finished suck-
ing it
Rocky Mi n g ,  Wha l ley  Range,
Manches ter

Well, s u p p o s e  If you a l r e a d y
lost the war, all you can do is snipe!
Like Eugene, Mr Jacobson seems
to be a man with an axe to grind

LM

DISK DEBATE
not be that  much greater. Mult i-
load disk products use disk turbos
which accelerate t hings  rat her
more, s o  t he  casset te sys tem
starts to lag behind again.

I ts  only really in the adventure
world that disk-only games have
been released, and  they rely on
continua) access during play. I f
you're really keen on adventures,
the day may come when buying a
disk dr iv e  ma y  bec ome mo r e
essential, b u t  ot herwis e t he re
shouldn't  be too much cause for
concern. Sof tware houses tend to
know which side their bread's but-
tered on and are unlikely to move
away f rom casset te games  f o r
some vehtle.

LM
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COMMODORE
Irt at  AMSTRAD

HOME COMPUTERS

S O  F  T  W  A  R  E
Electric  Dreams Software,

31 Carlton Crescent,
Southampton ,Hampshire SO1 2EW,

Tel: (0703) 229694
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Dear ZZAP!
I have been a subscriber to your
jolly good magazine since the
beginning. Keep it up and prove
that the 64 is not dead and will be
around for quite a bit yet.

What concerns me more Is not
the 64 however, but its big brother
the 128. I upgraded to this won-
derful machine as soon as it was
released, and since then I have
seen ONE review for it (Kikstart II)
and that is just a disk only version
of an utterly ancient game, on
which I had in it's original incarna-
tion by Mr Chip Software ages
ago, and it cost me E8.00.

Software houses, what is your
problem?

Numerous so f tware  houses
have stated that they will provide
tor the 128 when more people buy
it, but if  there isn't any software
(other than business — B-o-r-i-n-
gl) no-one will buy the machine
anyway. If it is cost that bothers
people — after owning seven 64's
over a penod of three or four years
— the 128 is a godsend. Every-
thing about the machine is perfect

To ZZAP! 64
Yes, I've now decided to write a
letter full of complaints, although I
may say something nice. I'll start
with your US Gold calendar, last
one that is. After buying a sufficient
number of games, I cut the stars
out of ZZAP! spoiling my prized
collection for a game. I put a postal
order and the rest of the necessarybiz in an envelope and posted it
away. I  st ill have no reply, so
please could you, being the mag
with the name, go and tell the
people down at US Gold to send
me my free game. I still feel uneasy
about my cut up ZZAP1s, but it
seems that you still have competi-
tions which need you to cut up the
magazine.

Please try an alternative as I
don't have a colour copier nearby.
In your last 77API I saw the ratings
for Druid, and after buying the
garnet thought it was brilliant and
deserved a SIZZLER at the least. I
do admit I  owe ZZAP! a  great
favour as I thought about buying
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(Okay, there were a  fe w very
annoying compatability problems,
but these seem to  have been
ironed out now, thank you Ocean)
and after 64 BASIC. 128 Mode is a
joy to use.

I tota lly disagree with  Tony
Crowther over the fact that the
128 is  just a  64 with  a  good
keyboard'. Have the bulls been in
here 'cost can smell something!

One hundred and twenty eight
kilobytes of memory! Read my lips
for Heaven's sake! Just imagine
how much better games could be,
(not technically, but there would
be morel MORE o f  everything).
Commando! Imagine a 128 Com-
mando! Or Ghosts 'n (bad colli-
sion detection) Goblins!

Issue 19 contained two of the
most pathetic things I've read in
your magazine's history: first the
question on Cameron Saunder's
letter:

"Why the 128 review? It isn't
ZZAPI 64/128 yet."and secondly,
the reply:

'No-one liked the idea (review)
so that sort of 128 coverage won't

Knight Rider, so I thank you for
that.

I may have complained here and
there, but I 'm a  loyal reader so
please answer my letter.
Andrew Banks, London

Your letter has been passed on to
US G o l d  Andrew,  b u t  i f  y ou
ordered a  g a me  wh ic h  was n ' t
ready for release you may  have
had to wait  a while. Sorry  for the
delay, i n  any  event  —  mat ters
should be sorted out by the t ime
you read this. When it  comes to
cutt ing up the magazine to enter a
competit ion, there's  no need t o
get to a colour photocopier — an
ordinary one will do fine, unless we
specifically need a coupon as was
the case in t he fi rst  part  o f  the
Gauntlet compet it ion.  S p o t  t he
Difference competit ions are obvi-
ously difficult  b u t  you could
always copy out wordsquares and
entry forms in your best handwrit-
ing!

LM

be repeated in future.
- Cameron q u i t e  obviouslydoesn't own a 128 or he wouldn't
have written that, Does he write in
to CRASH and complain about the
Spectrum 128 reviews? Did he
have a fit when he saw the review?
He didn't have to read it, just like I
didn't have to read the Atari Elek-
tmglide preview. Humph.

I've said all I want to say. Please
read this letter in the spirit it was
written and give a mature reply: if
not at least take heed of my com-ments.
Owen Bailey, Bassingham, Lin-
colnshire

Certainly, the extra capabilit ies of
the 128 mean that bigger and bet-
ter games can be written for it. The
problem is  that  Software houses
have t o  s pend more t ime,  a n d
hence more money, developing a
larger game that takes advantage
of all the facilities of fered by  the
larger machine. They are less cer-
tain of recouping their costs at the
moment, because the number of
128 owners is still quite small.

Dear Biased reviewers
Why, why, why are US Gold's
games always given a  good
review. Is it because they give
games to you and then you sell
them to us at a moderately cheap
price? Is it because that they are
distributors of NEWSFIELD's new
software company THALAMUS?
Or 'sit because that you like to get
people to waste their money on
crappy games such as Infiltrator.
Super Cycle, and Beyond The For-
bidden Forest? Please print this
letter because I am sure that lots
of other people would love to know
why you are so biased towards US
Gold.
Dominic Sabatini, Jordanhill,
Glasgow

For n o n e  o f  t hos e  reas ons ,
Dominic. W e  a r e n ' t  b i a s e d
towards US Gold. If you look back
through y ou r  ZZAPI  collect ion,
paying a litt le more attention, you
will discover that US GOLD have
had a  poor  r ide on  occasions.
Look in Issue 15, for instance
New York City: 409/0;Moon Shut-

tddi-Aiktb t
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: °  
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Games written for the 84 require
a certain level of investment, and
software houses k now that there
is a large market of  64 owners to
sell in to, and hence are fairly con-
fident o f  recovering their costs.
Until there are a lot more 128s out
there, writ ing a game specially for
the 128 machine is not going to be
an attractive proposit ion.

What is likely to happen, is what
happened on the Spectrum front,
where companies began produc-
ing enhanced versions of  games
for the larger machine. I f  bigger,
better vers ions  o f  6 4  g a me s
appear, people may begin to see
the advantages of owning the 128
and start  t o upgrade.  Onc e the
user base for the 128 grows, it will
become commerc ially  v iable f or
companies t o  s t ar t  produc ing
original games for i t . , .

So don't  despair of  ever seeing
another 1 2 8  r e v i e w i n  t h e
magaz ine. . .

LM

tie.' 13%; Neutral Zone: 9%; and
World Cup Carnival: 11 %. I f  we
were favouring US Gold we might
have done bet ter t o have run a
competit ion for World Cup Carni-
val and avoided reviewing it, as
was t h e  c a s e  i n  a n o t h e r
magazine. . . .

No, if  you look back into ZZAP!
history you will see that US Gold
have suffered from the slings and
arrows o f  poor rev iews jus t  as
much as anyone else —Legend of
the Amazon Women, Conan, Buck
Rogers — the list goes on. Given
the f ac t  t hat  t he release many
more Commodore games  t han
any other software house they are
bound to get more good reviews
than anyone else — and it's easy
to overlook the fact that they also
get more bad reviews.

As to the three game you cite,
I 'm afraid it's down to a matter of
personal taste — and in the case
of  the three games you mention,
the major i t y  o f  rev iews  t h e y
received in t he computer press
were favourable.

LM
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THE HEAT IS ON!
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Dear Lloyd
I'm not sure quite how to say flits.
I read your review o f  Graphic
Adventure Creator, bought a copy
and then settled down t f
o o
p r e t t t  e

my latest maSerpiece.
For days ttiftignzzled as to the

meaning of 'Aar:then, this morn-
ing. my  graphics designer co l-
lapsed in hysterics. Realising that
it would have to be rude to cause
such hilarities I looked again. Then
the truth dawned and I too became
helpless with laughter. After an
hour, and much tittering, I thought
I'd write and let you in on our dis-

Dear Lloyd
km sorry to say that me and my
brother are very disappointed. We
have all the ZZAP! 64's since the
magazine s ta rte d  —  we ' v e
enjoyed them all.  Bu t  when I
opened Novembers edition I was
disappointed at all the advertising
there was.

There was loads of pages that
we just kept on Ignoring — nearly
every page was full of advertising.
Can't you do anything about it?
Steven Griffiths, Castle Brom-
wich, Birmingham

We could leave the advertise-
ments out of the magazine totally,

Dear LioVti
I plead that you publish this letter
to make all aware of the ridiculous
prices for C64 software, owing to
the distributors such as Ozi Soft
Using pound conversions I snail let

you in on how much we a r e l i g
b
to pay here in Australia for cas
based versions of games. Mere -
nary. Uridium, Yie Ar Kong F .
Empire. Shogun, and so on cost
£22.50 each! No ,  n o  mistake,
that's £22.50 compared wi t h
1'9,95 in England. Mastertronic
E1.99 games cost E5.50 and pick-
ing up great software for under
£15.00 is extremely difficult, These
prices are just far too outrageous
and there is no way that I  can
afford these prices. If any software
companies are reading this, then
please get your act together and
cut the drastic distribution cost.
Please print this letter, as the UK
has a right to know of these prices.

RUDE PROGRAMMER!
covery. For unless I  am greatly
mistaken, 'AOT • stands for 'arse
over tit"

Just wh a t  t y p e  o f  fi lth y,
depraved mind does trio program-
mer have, to believe that it could
get by unnoticed! Your secret is
out!!
Cohn, Rhos on Sea, Clwyd, 11.28
4N U.

hope I haven't started a whole
new controversy about the use of
ofttain words in utility programs

LM
•  ••  •  • •  •  • • • •  •  •  • • •

COUNTING ON ADVERTISERS
but as the money we are paid for
them goes a  long way towards
paying ou r b ills we 'd  have to
charge around 0 . 0 0  fo r each
copy o f  the  magazine. Some
people might be happier, but I'm
sure most of our readers find the
advertisements a  v e ry  usefu l
source of information and would
miss them.

Anyway, out of a massive 148
pigles in  the November Issue,
some 5'7 pages were occupied by
advertisements, which is hardly
'nearly every page'. It's not even
every other page

LM

PRICES UP
/ M G M  NMOCI

I wanted Mercenary II, Dropzone
and Cyborg, but tneyre iust too
expensive. B y  t h e  way,  yo u r
magazine is brilliant, but !think you
would have to  change VAtUE
when rating games down under.
David He a rne ,  Toowomba ,
Australia ,

F
•

Auntie Aggie in ZZAP! Mail Order
could prove to be the answer to
your prayers. She tells me that
overseas re a d e rs  c a n  b u y
so f t w
-
i re  
f r o
m  
h
e
r  
—  
u
s
e  
t
h
e  
f
o
r
m

that appears on page 132/133 this
issue. All you have to do is add 70p
per Item to cover the cost of sur-
tspe mail and send a  G im Or
arrwheque made  payable t o
NEWSFIELD fo r the appropriate
Sterling amount Drop her a line if
you want to find out how much it
would cost to send your order byAir Mail.

LM

• • •
Dear Uoyd
During the past few issL i ,  the
price of software has been much
debated and criticised. But why?
If people can afford E200 worth of
computer equipment and decent
Joystick, not forgetting a portable
TV if they haven't got one already,

-then why quibble over the E10.00
price-tag of software? I agree that
various products are indeed over-
priced for what they are, but for
quality games such as Leader
Board, Summer Games II, Ghosts
'n' Goblins etc etc, surely it's not
too much to ask.

What else could you do with
your well-earned tanner you may
ask? How about a couple of Wham
albums, a  Manchester United
football shirt, over 50  cans o f
baked beans!!

The choice is yours, but I know
which I'd p ick. . . .

A further point: bad language.
To a l l  th o se  potential Ma ry
Whrtehouses out there — we're all'

Dear Uoyd
I have just got Issue 19, and have
found there is  no  COMPUNET
page. I  wouldn't mind normally,
but I have just brought a modem
this very month. I hope it will return
soon (By the way, does everyone
know that they can get a modern
and 3  months subscription t o
COMPUNET for just C18.509

Why is it that every time I send a
high score in. the next month the
Scorelord slops printing scores on
that game? I have sent a score in
for Jeep Command (which I think
is brilliant, and should have got a
higher rating.)

Also will you stop having so

VALUE
men (Or indeed women) o f  the
world and a  few naughty words
isn't going to transform us into a
bunch of drunken, foul mouthed
mugs. Remember, the  average
reader is aged betweent5 and 17,
and I'm certain that everyone uses
the words In question once in a
while, so why bother pretending
that they don't exist!!
Thanks ZZAP!, for being a realistic
and mature magazine.
Matthew Spencer,  Barnsley,
South Yorkshire

You may be right about one 'ten-
ner', but termer after tenner after
tanner? That's probably wha t
annoys people most.
Still, a great deal of work goes into
a game nowadays and providing
you get a game which has lasting
appeal, software represents good
value for money when it comes to
spending hard-earned cash on
entertainment.

LM

many comps that re ly on  a rt
because if you're no good at
(like me) there's ,  point in enter-
ing.
D a v i d
-
1 1 u  
M
a i
r  
H
e
a
t
h
,

Stoke-On-Trent,

Normal Compunet service has
been restamd this month, cour-
t
e
s
y 
o
f  
G
a
r
y 
I
_ 
i
d
d
o
n
.  
S
o
r
r
y 
f
o
r  
t
h
e

‘')reak in transmission.
Perhaps you  a re  a  b i t  to oslow,
Sorry you're no good at art —

Oh tells me that practice is the sec-
ret.

LM

THE LAST POWER SUPPLY YOU'LL
EVER N E E D . .
G U A R A N T E E D !

Al SupaSmooth
* *  The ultimate heavy duty CBM 64 power supply
* *  2-year guarantee
* *  Life-time service deal
* *  100% British-made
From all good retailers, or in case of difficulty, direct from
Britain's leading manufacturers -  £ 2 4 . 9 5  post free.

PEAKSOFT, 48 Queen Street, Balderton, Newark, Notts
Access/Visa orders or trade inquiries: phone 0636 705320
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Dear ZZAP! Rrap
Old hawk eye here (yours truly) has •
spotted something rather dubious
In a friend's copy of Commodore II
User (I have enclosed the screen
shots in question. 1 1

While at first my friends and I I
thought it was quite amusing (for •
about thirty seconds) we felt we •
must put pen to paper and tell the Icivilised world about this attack on
how the weightlifter/archer was
conceived, any way enough of this
waffle.

The point of this letter is to tell all
ZZAPI readers who can't abide
bad language that ZZAPI is far •
'tamer' than some magazines cur-
rentty on the market. So  if  you I
really want something t o  moan •

22 ZZAP !  64 Christmas Special 1986

ILLEGITIMACY COMPLAINT
about, buy Commodore User —
November issue — and turn to
page 55 and take a close look at
the screen shots of the review of
Go tor Gold I wrote to them and
gave them a good wrist slapping

Craig 0 '  Mahony, Northfield,
Birmingham

Hmro. I  seem to remember that
some Hypersports preview shots
once had "ACG ARE POO" in the
status area — a clear reference to
Ashby Computers and Graphics,
more c ommonly  k nown as  Ult i-
mate. Ha s  anyone else spot ted
similar naughty moves on the part
of reviewers? LM

Dear Lloyd
I don't know how old R J Downer
is (whose letter was printed in
Issue 18), but I can guess he must
be over 30. I say this because, like
most adults of that age, they lost
don't know about kids today.

I am 14, and know well the
words used in THE MUSICIANS'S
BALL, and have used them myself
many times before. I laughed as I
read and re-read the article — Rob
Hubbard seems a very funny per-
son.

But what I want to say is that the
12 year old school person" prob-

ably already knows the words
used — I know I did two years ago,
and even further back.

So the article hasn't made any
foul-mouthed kids out of quiet 12
year olds, because they already
are well aware of such words!
Chris Fagg, Market Harborough,
Le icestershirl
i l
l
PS Did you spot this? I found it in
my younger brother's BUSTER
comic. Can't you do them under
the "No  material may be repro-duced in whole or in part. . . . . .b itbit
at the front of the mag?

There is an argument that says that
swear words are only words and,
according t o  t h e  ' s t ic k s  a n d
stones' theory, are harmless. I t
depends how you use them, how-
ever, I  would re-tterate my  com-
ments ma d e  i n  rep l y  t o  R  J
Downer's  letter in which I said that
the 'rude' words were used by the
interviewees and were part  and

•  •
gi. I I I P

Dear Lioyd •
After reading ZZAPI Prep in Issue
19 I thought I must put forward my •
views. •

On the issue of swearing in your
pages, the  MUSICIAN'S BALL •
was an interview conducted by a
normal p e rso n  w i t h  n o rma l •
people, (yes. I do think Rob Hub- an
bard is a normal person). However.
there is a limit to what I would call
acceptable language. I  wou ld  •
think twice about buying ZZAPI i f .
you started printing words like F--
K, this is too explicit and I would •
expect to see these sort or words
printed i n  p o rn o g ra p h ic  •
magazines. I trust the editorial staff
have the sense to realise what is w
tasteful. For all of you who are wor-
ried about younger members of
your family reading these words —•
I was, and so were a lot of other
people I know, using words worse •
than this when I was 6 years old.

Now to  the subject o f  cum- •
panies copying games. With refer-
ence to Dave Colley's letter (Issue
19), Sanxion i s  nothing l ike
Uridium. Okay, it uses Bass Relief
graphics! Just because Mr Brayb- •

parcel of the conversation. Not  an
ideal situation, maybe. but the arti-
cle was a report on the conversa-
tion that took place.

Swear words are part  of  life as
you rightly say Chris, and I doubt
That 77AP!  readers met  the con-
tentious vocabulary  f or the fi rst
t ime in their lives when they read
MUSICIAN'S BALL

The nex t  correspondent  als o
spotted a remarkable similarity to
the ZZAP.
, 
l o g o  
i n  
a  
c e r
t a i
n  
c
o
m
i c

Ge
uiRACY?

Dear ZZAPI
I was ;ust looking through my
brother's BUSTER comic when I
noticed that you have started
advertising in it. Can you explain
the meaning of this Introduction!
G Scott, Market Deeping, Nr
Peterborough

Not advertising, that's for sure! My
mother used to say that imitation
is the highest form of flattery, and
I can only think that this is a prime
example o f  an art is t 's  subcon-
scious being influenced by some-
thing he has react Maybe our new
Publishing Executive will write a
letter t o the p  h e r s  o f  BUS-
TER?

•  •  •  •  •
MUSICIAN'S B**11

rook produced some fine looking
metallic graphics, it does not enti-
tle him to be the only person who
can use them.

And so. onto 'Karate Games'.
Having purchased Fist Il
l m u s t  
s a y
this is the best Karate game yet
released. Please s top putting
games down because o f  their
theme. For example how many
games can  yo u  th ink o f  that
Involve stopping a meteor collid-
ing with earth?

One more point..
Congratulations Thalamus fo r

the greatest game ever written,
Sanxion.
Norman Potte r ,  Folkestone,
Kent

Don't  you think that i s  more
likely to set a young and inquisitive
mind wondering what the missing
letters are and why the word is so
important? Perhaps it  is  t ime to
bring this debate to a close.

It seems Mr  Colley's Basildon
Bond notepaper didn' t  get  horn
that far, after al l . . .

LM
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CIA 6526 L17_99 ROM 901227-03 L15_99
MPU 6510 £17.99 ROM 901225-01 115,99
PLA 906114-01 118.99 SOUND 6581 117.99
ROM 901226-01 /15_99 ,  RAM 4164 12.49

Dear Sir
I recently purchased Melbourne
House's Fist ii. Upon reading the
instructions a n d  obs erv ing t h e
screen shots on the inlay I thought
to myself,  " I  have a  good buy
here!". WRONG! The inlay card, in
my opinion, is the biggest amount
of drivel I have ever read.

What are Melbourne House
playing a t ?  No t  on l y  d i d  t h e
instructions thoroughly  mis lead,
the screen shots  are mis leading
too. The shots must have been on
a computer wit h a muc h bigger
memory capac it y  t han t he  ' 6 4
because they looked arcade qual-
ity. Also the instructions say that
when you enter the temple a trig-
ram appears on the mat.  I  enter
and s it  straight on t he mat  and
nothing happens! Needless to say
the game isn't the best PAelboume
House have produced.

Another niggling feature is that
after you are well into the adven-
ture the enemy approaches and
attacks. When you have dealt with
him another soldier attacks you
before y ou c an even breathe.  I
went on like this for seven soldiers
without success so I had to turn off
the computer in despair.

I know I'll probably get a load of
people slagging me off, but I have
scored 178,400 and learned 3 sec-
rets so I 'm not  talking Out of  my
hat.

The bes t  part  of  Fis t  I l
l s  t h ereverse side with the tournament

on it_ That is what I call fun!
This i s  how I  would  rate t he

game.

PRESENTATION 86%
The usual Melbourne House jar-
gon_

H S T  RE-REVIEWED
dik GRAPHICS 75%

Although at first very pleasant, It
•  soon becomes clear that not an

awful lot of work has gone into it.• SOUND 42%
•  The music is too repetitive to be

good and the sound effects aren't
w  half as good as they were on
•  Exploding Fist
ab HOOKABILITY 915
1
0

At first sight a pleasing game with
•  a grip which makes you keep play-

ing that extra game_

•  LASTABILITY 79% • 4
•  But, a f t e r a
w b i i e t t i e
t h o u g P i
r t

t Is
worth getting killed one more

•  t ime?' creeps into your mind.
•  ZZAPI 64 is a better way to pass anhour.

•  VALUE FOR MONEY 84%
•  Only rates highly because there

are two games for the proce of one.
•
•OVERALL 6 9 %

Although initially very impressive,
•  too many niggling things creep
,,, into the program. Only for avid
'
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— not print  this letter because it will
•  cause such an uproar but,  there

you go
•  Alan Scott, Peckham, London

Dear Lloyd
After purchasing Rainbird's  A n
Studio I returned home to find that
the sample screens on side two
would not load, so I consulted the
warranty section of the instruction
booklet. As instructed I returned
the cassette (without packaging)
to Raintoird wh o  c laimed they
would replace it free of charge and
refund the postage. Not only did I
have to wait nearly two months to
get a copy back, but  also found
that the postage refund was in the
form of a El .00 voucher to be used
only on an item worth £10.00 or
more, and through their mall orderdepartment_

Let this be a warning to anyone
lumbered with a faulty Rainbird
program, not to return it direct but
first try their dealer for a replace-ment.

D Simmonite. Wannsworth, SYorkshire

passed you letter on to one of the
ZZAP! learn who 'phoned Paula
Byrne at  Reinhord. I f  seems you
suffered from a double dose of bad
luck — you should have received
your replacement  rat her mo r e
quickly than you did, and someone
forgot to refund the postage. The
voucher you received is the vou-
cher sent out with Rainhird °
s c o r n -pirments t o  everyone who  has
problems with one of the products
and should have been accom-
panied with a refund for your post-
age costs. By  the t ime you read
this, you should have had a letter
from Paula. together with a refund

Another problem solved, so it's
on to the next let ter,

LM

•  Nice to see such a set of opinions
about a game so ciearly and post-

•  t ively expressed Alan.
LM

•

L I TA N YA O F
PLAINT

Dear Lloyd and
More things to moan about .  .

Gripe 1: The Software Cuties
section. I assume there are a few
of your female readers writ ing in to
complain about  h o w degrading
this section is. Although I am male,
I have to say I agree with them. I
am utterly disgusted. Next.

Complaint  2: This letter in Issue
17 from Alan Weir. First of all, the
reviewers in all magazines seem

spend a lot  of  t ime defending
their v iews in the letter columns.
Naturally, they are entit led to their
points of view, as IS Mr Weir (who
is exerc is ing h i s  r ight  o f  f ree
speech). I feel, however, that if he
disagrees, he should complain to
the reviewer in quest ion (Richard
Bradbury), and give him a chance
to explain his views.

Mr Weir also insults the other CU
reviewers. Th i s  i s  e v e n  mo r e
unfair_ Insults to them and CU in
general are basically unjustified —
Cu  obv ious ly  appeals  t o  SQMO
(like me),  otherwise it  would not
continue to circulate.

Incidentally, it seems somewhat
of a  coinc idence t hat  Mr  Weir
stumbled ac ros s  t h e  d rawing
POKE b y  himself  —  it  appears
accredited to a John Palmer in the
same issue of CU that Mr Weir had
such a good t ime slagging. Curi-
ous. Is it not?

Moan 3 :  Denton Design's
Inferno. I don't  know whether the
ZZAPI t e a m hav e  read  Dan t e
Alighien's phenomena l  D i v i n e
Comedy (Best version translated
by Mark Musa. Penguin Classics,
plug, plug), or whether the minor
indiscretion a r i s e s  f r o m  t h e
Denton adaptation, but in the
Comedy, Dant e (protagonist  as

well as I L O  is so near to dam-
nation that the only means to save
his soul is  for God to provide the
means for him to see God's Divine
Justice i n  ac t ion.  Therefore h e
walks to avoid not damnation, not
as a result of damnation. Sorry.

End o f  t h e  Erratum,  Whit ey
asked i f  any one rec ommended
any good books, Try Edding's Bel-

t egar lad ,o r  any by Piers Anthony.for now
KI S ,  LuttenNorth, Leicester-

PS Software Cubes: any chance
of a poster, or a double-page col-
our special?
PPS Surely  Ac t iv is ion can' t  let
Addic t ive g e t  away  wi t h  t hat !
Come on. Claire!

A poster indeed! Yet you think the
whole section is degrading. Time
you developed a consistent line on
sexism I think 'KILBS'. Mr  Weir's
conscience is his own affair when
It comes to passing on borrowed
materiEil — no-one in the offi ce
reads CU that closely.

in fairness. Alan Weir only cited
one specific example of  apparent
ineptitude on the part  of  the CU
reviewing team and perhaps went
a lit t le far in condemning out  o f
hand .  .

agree wi t h  y our  sugges ted
reading list. part icularly  Prostho
Plus by  Piers Anthony — one of
my  favounte science fiction books.
The so-called 'Spiky Haired Ones'
have wa s t e d  t h e i r  y o u t h  i n
arcades, s o  c ouldn' t  really  b e
expected to pick up on the finer
aspects o f  early Italian literature

LM

AT LAST!
COMMODORE SPARES

A T REALI STI C PRICES WI TH FREE SOCKET

CM POWER SUPPLY UNITS E26.99
All prices include post & packing, handling and VAT - or send your faulty

computer and P.S.U. for free estimate and repair from 19.99 4 parts
Spectrum Low Price Software List Available

SEND CHEQUE/P.O. TO ACCESS/BARCLAYCARD WELCOME

ELECTRONIC SERVICES
176 VICTORIA ROAD WEST, CLEVELEYS. BLACKPOOL 115 3NE

lel. (0253) 822708
TRA DE  ENQUI RI ES WELCOME S e n d  large S.A.E. for full lict
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Dear Gary Penn
Firstly, before I have a good gripe,
I've got to say that usually you're
an excellent reviewer and that the
mag is  super-doops. No w the
grovelling is over. I would like to
get to the main point of my letter.It seems that I read in a ZZAP-
back on the games reviewed in
Issue 2 —  about On-court  tennis
— that you and Jazz were rather
angry (to say the least) that  the
game got a SIZZLER because only
the Edit or liked it, When I  read
about this, I was disgusted that a
truly second rate game got a good
review. Sinc e you have become
Editor, I have seen this happening:
let me explain.

In the rev iew of  Alley cat, Jaz-
zapaz (strange concatenat ion o f
Jazz and Paul —LM) were ecstatic
about the  game, whereas you
weren't ve ry impressed (can 't
understand why!) The game got
89% but if the marks were taken
by majority the game would surely
have been a SI77LER! It seems to
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GIRLIE PENN SLAMMED
me that you, a s  Editor, have
decided to outrank the two menial,
paltry reviewers and say 'no'.

This seems to me to be a bit of
hypocritical thing for you to do,
and if this is shades of future times
then CU (ugh) may find they have
another reader. I hope you read
this letter and reply, as this is the
only case that I  could find, but
surely this is enough.

Otherwise, the mag is great and
programmer's profiles and MUSI-
CIAN'S BALL (9 are great_
Tony Walker, Speke, Liverpool

Gary is peeking over my shoulder
at the moment  and is telling rne in
very strong terms — MUSICIAN'S
BALL terms in fact t h a t  this was
not the case. All the final marks on
reviews are arrived at after discus-
sion, and there is no way he can
impose his  personal v iews on a
review — even now he's Editor.

So there you have it
LM

MINION'S WORDSQUARE

Dear ZZAP! 64
Ever since I started reading ZZAP!
I have been overwhelmed by the
standard o f  the reviews, chal-
lenges, ZZAPstick reviews, t ipsand so on.

However, I was not so pleased
after taking  y o u r  advice  i n
ZZAPstick (Issue 17) on the Micro
Pro, when it  broke after only 6
weeks whilst playing a very non-
strenuous game. (Spy vs Spy II).

I have just sent it  off and am
awaiting a replacement.

After sending it  off I read the
review again noting the last few
lines "A quality joystick that won't
let you down when the going gets

And so another Rrap ends, and with it, another year. I'll still be here
looking through your letters in 1987, although where I'll find the time
from I 'm not sure — the L  M  team Is storming ahead with Issue
One of the new magazine that carries my initials. ff1 want to make
sure I get a little more than a pittance from the deal I negotiated with
The Powers That Be, I will have to make some representations.. . .
A full service for my Hermes and a new ribbon is not quite whatt hadin mind.

Pass on your views on life and the living of it to me at the usual
address: ZZAPI R RAP, PO Box 10, Ludlow, Shropshire, SY8 1DB.

Happy New Year!

Monnum mmmmm Emmonnoinin mmmmm • • • • • • • •  mmmmmmm • • • • • • • • • • •
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tough. It it does then you're an ani-
mal who ought to be locked up."

My friends make fun of this to
my disgust and they keep callingme an animal.

Am I an animal?
M Padwick, Worthing, Sussex

Yes.
And so are your friends who are

making fun o f  you. I n  t he strict
sense of  the word, we' re all ani-
mals — but I doubt  you ought to
be locked up.  Perhaps you jus t
don't  know your own strength? In
which case, I  would advise your
friends to watch out. .

LM

1



This is an American "Football Manager" with all the
1 enjoyment of building a team that can climb up

through the leagues to win the Superbowl.
Not only will you manage the quality of your

players, but also direct each gameplay throughout
every match, thus driving your chosen team to
success.

"Addictive have tackled a difficult job well."
Your Computer - October 86P U IIMRIERW4819
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• Addictive GamesLtd •
10 AAlbertRood - Bournemouth

Dorset BH11BZ • Tel: 0202-296404

A must for all sports fans. If you thrilled
to Football Manager this one is
unquestionably for you.

* * * * *  Sinclair User October '86

•  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •
Post to: Addictive Garrws - 10 Albert Road Bourpernouth Dorset BH 1 1BZ •
El Headcoach • Spectrum  E 8 • 9 5  each •
El Headcoach • Commodore 64 E 9 - 9 5  each •
ChequePostal OrderAccess
Name
Address
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SUPER HUEY II
US Gold, £9.99 cass, E14.99 disk, joystick and keys
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simulated t h e  U H 1 X
helicopter. No w a s imula-

tion of  the new improved version
of t hat  legendary  chopper.  t he
UH2X, has appeared in the guise
of S upe r  Hue y  I I .  T h e  ne w
helicopter has over fifty different
gauges a n d  indicators ,  a n d  a
sophisticated c omput er system.
There are also s ix new missions
incorporated i n  t h e  s imulat ion
which prov ide a variety of  situa-
tions and scenarios.

Through logical movements  of
the joystick, the chopper can bank
and yaw left or right and change its
pitch s o that  it  c limbs and dives
(increasing o r  dec reas ing i t s
speed as it does).

The p r imary  c ont ro l  9auges
show your alt itude, velocity  and
the engine and rotor rpm. and are
the mos t  us ed whi le  fl y ing t he
helicopter. Sec ondary  c ont rols
include a computer (complete with
VDU), which can carry out a variety
of highly useful functions including
comput ing your current posit ion,
report ing on your current naviga-
tion signal, fuel supply and condi-
tion of  base areas, and can esti-
mate the t ime to helicopter failure
if damage h a s  been received

To be honest, I've
never b e e n
s n m r a i i e o
D ypsuedo fl i g h t
simulations.

However,  Super Huey II has a
great deal  goi ng for  i t.  The
controls are relatively easy to
operate and can be mastered
without t oo  m uc h di fficul ty.
The actual  fl i ght  simulation
part of the game can become
slightly tedious, but just when
you fee l  l i ke swi tchi ng t he
whole thing off,  a mysterious
dot appears on the landscape
and livens up things no end.
The action can be quite fraught
at times,  but  very satisfying
when you come out safe. Over-
all, this one of the best flight
simulations avai lable.  Don ' t
miss it.

There is  als o a  comprehens ive
radar system which can be used in
conjunction with the computer to
find out your current position, plot
a course or find the location of  a
trouble spot, rescue target or other
aerial target.

The res t  o f  t he cont rols  a re
automatic dis play  areas  wh i c h
show the numerous funct ions of
the helicopter.  These c ome int o
action when the situation necessi-
tates their use. I f  things get  t oo
bad, the helicopter will completely
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shut itself  down and everything
explodes, giving you a chance to
land u s i n g  t h e  a u t o  rot at ion
technique.

The six missions incorporated in
the  p ro g ra m  a re : RENEGADE, GULF OF
TERROR. BRUS1-4 FIRE, OIL FIRE, AR C
-
BC
RESCUE a n d  BERMUDA TRIANGLE. T h e
first t wo are act ion scenarios in
which y ou hav e t o act ivate t he
weapons system of the helicopter
(twin 9MM machine guns and ATA
missiles) a n d  g o  t o  wa r ,  I n
RENEGADE a U H
-
I X  
h e l i c o p
t e r  
h a
s

been stolen by a madman who has
threatened t o  des t roy  a l l  t h e
bases. Nat urally  t h is  c an ' t  b e
allowed to happen, so using the
onboard radar system you mus t
track down and confront him in a
kill or be killed situation. The sec-
ond o f  t h e  ac t i on  s it uat ions
employs you as a reconnaissance
pilot, checking on shipping move-
ment a n d  p o s s i b l e  t e r ro r i s t
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Pursuing UFOs across the sparkling oceans of Bermuda. All in a
day's work for your average Super Huey pilot
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activities along the Gulf coast.
There are  gunboats and sub -
marines patrolling the area and
hostilities could flare at any time

The fi r s t  Super
Huey p r o g r a m
was brilliant. The
exciting 3 0
graphics, brilliant

sound and thri l l ing missions
put i t in a  class above other
flight si mul ator s.  N o w  t h e
program has  been rewr i tten
with better graphics and some
really ne a t  missions,  whi ch
have far more action than the
first. Ber muda Tr iangle i s  a
really great idea and one which
works really well — wait until
you start discovering its mys-
teries! The Gulf of Terror is a
personal favouri te —  there's
lots to do, especially when war
Is declared and all the ships
start lobbing STA's at you! I f
you've al ways thought  flight
simulators wer e boring,  then
take a  l ook a t  this one  and
you'll s e e  h o w  w r ong y ouwere,

0  t i  0

The second set of scenarios are
mercy missions which require you
to, amongst other things, rescue
civilians and deal with uncontrol-
led fires, BRUSH FIRE gives the pilot
the chance to use the UH2X's new
fire-fighting abilities. Flying low
over the hottest parts of the fire
(using the computer to work out
and display them on the radar),
you must drop cannisters of CO2,
rather like a bombing run. If you're
too slow the engine will suck in the
rising hot air, causing it to overheat
and shut down. The second mercy
mission entails just about every
aspect of flying a UH 2X, as you flyin to rescue the workers on an oil
rig which has been set ablaze by
terrorist forces. As well as fighting
the fire you also have to pick up
survivors and monitor the area for
any further hostilities. Another
rescue mission takes place in the
adverse conditions o f the North
Pole as you fly out and rescue a
party of scientific researchers who
have become lost in a blizzard.

The final mission is Bermuda

'Visual contact with a blazing oil rig . . .1.1HZ( flying in to investigateOver and out . . , '

Triangle, an observation mission
where you follow the course of a
craft which has recently disap-

I f o u n d  S upe r
Huey I I  sl i ghtl y

_ A i
d i s
a p
p o i
n t i
n g  
a
t

first as the 11H2X
isn't a s  easy t o

control as the 1)/11X, and on
the whol e i t  doesn't  feel  as
exhilarating to fly as its pre-
decessor. How e v e r ,  S upe r
Huey I I  d o e s  f e a t ur e  s i x
detailed and demanding mis-
sions (compar ed t o  Super
Huey's thr ee) whi ch a r e  far
more absorbing and provide a
greater lasting challenge. Not
a vast improvement over  the
original — more of a step side-
ways in fact — but definitely
worth a  l ook i f  you enjoyed
Super Huey or  l ike a  decent
simulation cum arcade game.

peered without a  trace. You've
heard about the mysteries of the
Devil's Triangle, now go and find
them out for yourself.

Each mission begins with a few
seconds of digitised speech, giv-
ing you a clue or setting the scene
for the task which lies ahead. After
that you're on your own

PRESENTATION 9 3 10
e simu ation a s  been

designed so that it's easy to fly,
and the instructions are very
informative it you suffer flying
problems.
GRAPHICS 81%
Effective 3D. great cockpit lay-
out and some neat visual effects
SOUND 86%
Amazing helicopter sound and
rough but effective speech,
HOOKABILITY 81%
Easy to fly, but the missions
require perseverance before
they cart be appreciated.
LASTABILTFY 90%
The six missions are varied and
tough and will keep you airbornefor months.
VALUE FOR MONEY 86%
A couple of million quid cheaper
than the real thing, but just as
much fun.

OVERALL 89%
One of the best flight simulations
available on the 64 today. An
essential buy for any budding
pilot.
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FLASH GORDON
Mastertronic Added Dimension, E2.99 cass, joystick only
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only got twenty four hours to
save the wont !  That famous

call rings out once more as Flash
prepares for an intergalactic three
part adventure.  Once more that
evil despot,  Ming of  Mongo.  has
targeted Eart h wi t h  h is  deadly
planet k iller missiles. To stop him
destroying life as we know it Flash
must f oi l  his  dastardly plan,  by
finding a n d  k i l l ing  t h e  balc ly
emperor.

From his headquarters on Earth,
Flash flies a shaky course — finally
crash-landing o n  Mo n g o .  H e
winds up in a dense jungle popu-
lated by  hideous  creatures wit h
only one thought on their minds —
doom and despair f or our hero.
The fores t  is  based on unstable
ground, and in certain places the
earth has  broken away, caus ing
crevasses to open up their gaping
jaws. Luckily, Flash is an agile sort

Flash Gordon —
certainly a name
to b e  reckoned
with. To be hon-
est I  h a d  m y

doubts whether Hastertronic
could do it justice But they
have, and the final product is
superb. Three games of qual-
ity, with a superb soundtrack
which makes one  excellent
buy. Whereas some games try
to include multiple sections in
one package and don't suc-
ceed, Flash has been so well
thought out that none of i t
becomes tiresome. The three
segments have something for
everyone: exploration set in a
forest, a  bash 'e m up and
finally a  fas t action game.
There's no harm in splashing
out a  measly three quid for
this, as you're bound to find
some of it appealing — even It
it is only the music!
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of bloke and possesses a powerful
spring in his legs allowing him to
clear these gaps without too much
trouble.

During his travels Flash encoun-
ters apes that leap down from the
trees, snakes which hang in wait.
and skeletons of people previously
killed in  t he forest that  are now
seeking t hei r  revenge.  Mos t  o f
them c an  b e  k il led b y  Flash's
amazingly trusty laser gun which
never leaves his side.

Flash has three posit ions f rom
which he can aim and shoot —
high, medium and (you guessed it)
low. He has twelve shots to start
off with,  but  more may  be col-
lected from the abandoned ammo
trunks that  lit ter the forest floor.
Further o n  i n  t h is  fl ick  sc reen
arcade adv ent ure p a r t  o f  t h e
game. Flash encounters the more
vicious elements of the forest such
as fi re-breathing dragons  t ha t
shuffle along t he fl oor (for real!),
and t h e  t reacherous t iger wh o
guards the exit.

Throughout t h e  adv ent ure,
Flash's life depends on the t ime
remaining. The more attacks he
succumbs to, the quicker the time
passes — the t ime is recorded by
a small clock at the bot tom of the
screen.

Once Flash has deciphered the
maze of the jungle, and defeated
the t iger,  he can leave. The exit
leads t o  a  large plain where he
stumbles upon one of Ming's min-
ions who he recognises as Prince
Barin. Flash realises that this man
would be a useful ally, however the
only wa y  t hat  h e  c an wi n  h is
respect is  by beating him sense-
less at hand to hand combat. The
state of play in this epic struggle is
depicted as a tug of war below the
two fighting figures. This indicates
how c lose either t he Prince o r
Flash is  to victory — Flash must
pull t he centre bar all the way to
the left to defeat Bann and gain the
help he needs. Many moves are at
Flash's disposal,  bu t  no  mat t er
how he chooses to fight it's advis-

able f or him t o  do  it  in sudden
bursts, as this Soon tires Sarin, and
thus speeds Flash's victory.

The third and final section of this
adventure sees Flash on his jet -
bike hurt l ing ac ross  a  gr idded
landscape. In order to build up his
speed in this section, a number of
flying guards  need t o  be  elimi-
nated, and each one that he lets
slip by  just makes life harder for
him. Once travelling at speed, pas-
sing through the Gates of  Power
builds up the bike's energy. Hav-
ing survived the onslaught of  the
guards, Flash now fi nds himself
flying through a minefield, All he

• -

needs to do here is to steer a clear
path t hrough wi t hout  t ouching
anything, as  each contact with a
mine depletes his energy — very
quickly.

Once Flas h has  successfully
negotiated t h e  minefi eld,  h e
catches sight of the dreaded Ming
as he flashes past on his Jet-bike.
Flash must  eliminate him quickly
as his retaliation can be fatal. Once

This is  a  really
neat budget title
which comprises
an arcade adven-
ture, a mini beat

em up and a shoot em up sec-
tion! All the different parts of
the program are very good,
and even through they're all
loaded in separately it doesn't
detract from the game at alt.
The graphics are pretty good
on the whole and the sound iti
really great with brilliant Rob
Hubbard title  screen music
and in-game soundtrack. I t
you want to spend three quid
on something worthwhile then
take a look at this.

• corc! 1' kfri LaCr 6 -P LAS  -

This has got to be
bargain o f  t h e
year. I t makes a
lot of  full  pr iced
produc ts  s e e m

very silly indeed. The three dif-
ferent secti ons a r e  al l  ver y
good and stand up quite easily
on thei r  own as  top budget
releases. W i t h  t h e m  a l l
together f or  £ 2 9 9  you j ust
can/  go wr ong.  I 'd say the
weakest of the three is the first
game since it can get a bit bor-
ing, but  the other  two mor e
than make  up for  this.  The
multi-load system works bril-
liantly a nd ver y speedi ly as
well. All in all an excellent pac-
kage worth three quid of any-
one's money.

the s wa g g e r i n g  d i c t a t o r  i s
destroyed, then our hero has done
it! Done what? Saved the Earth of
course, remember . . . ?

PRESENTATION 90%
Good title screen and superb
speedy mult i-load system
GRAPHICS 84%
Colourful, vaned and well drawn
SOUND 9770
Great title screen tune and • in
teractive' soundtrack.

HOOKABILITY 92%
Immediately playable.
LASTABILITY 83%
Though the first two stages are
relatively simple to complete, the
third stage offers a significant
challenge.
VALUE 97%
Outstanding,

OVERALL 89%
An excellent blidget release from
Mcrtertronic.
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Classic
arcade action with

this all time coin-op favourite.
Outwit the giant gorilla and save the girl in this historic rescue. Mario is armed with
only his wits and his trusty hammer as he climbs the girders in down town New York.

Multiple screens and fast moving action, dodge boards, fireballs and much much more.
In the final screen remove the rivets in the structure to finally bring the beast crashing down.

Screen shots taken from various computer formats.



Take control of Mag Max and search the planet for
the component parts; As the assembly takes place
his power and defences will increase. You will also
discover special craters which will transport Max t
the n d  levels where more dangers lurk.

ents consist of Super-
• with which you must

liminate all aliens and their
tures. Defeat or be defeated.

, Meg Pittag
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Galvan the sole
surviving member of the
Cosmo Police, your
imperative assignment
is to eliminate all
adversaries in the
underground Techno
Caverns of the pie t

ep. They a r e .
Androids. Robots and
r task would seem
t for the Power
random thr

Officially licensed coin-op
game from Nichibutsu.
Follow up to Moon Crest&
Now for your home computer.
Pilot your space fighter over
the planet eliminating all alien life forms on its
surface. Build up fire power on board as you

issles launched from land silos and
under-sea bunkers. Face the
giant Death Star at the end
of each orbit. You will need

*s t e e l  to pass this•
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Century Fox

You are led into the heart of the bizarre
underworld ruled by the ancient Mandarin
Warlord, Lo Pan
Your mission t o  rescue The beautiful green
eyed Miao Yin before she is sacrificed to a
demon.
Playing ALL three of the film's great heroes —
American Jack 'the lad' Burton, martial art

expert MI ig Chi and ancient magician Egg Shen — defeat La Pan and
his unearthly body of supporters as the evil unfolds around the ancient
Warlord and his pact with a demon

AVAILABLE ON
Amstrad CPC cassette
Amstrad CPC disk
Commodore 64/128 cassette
Commodore 64/128 disk
ZX Spectrum 48/128K/ +

E9,99
E14.99
E.9.99

E14.99
E9.99

31 Carlton Crescent, Southampton SO1 2EW
Mall Order Electric Dreams Software. 23 Pond Street, Hampstead,
London NW3 2PN



GAL IVAN
Imagine, £8.95 cass, joystick only

0  ver t h e  las t  f e w years ,numerous members of the
most elite law enforcement

agency, the Cos mo Police, have
been assigned the task of seeking
out the origins of the evil generated
from the planet Cynep. All those
sent on the mission have failed to
return, presumed dead,  k illed in
action. No w you,  t he remaining
active member of the force, have
been asked to do what the rest of
the force hav e failed t o  d o  - -
penetrate and neutralize Cynep's
hazardous defences  and  fi nally
bnng an end to its reign of terror.

Unfortunately there's hardly any
background information regarding
the mission. All you know is that
the caverns of  Cynep are swarm-
ing with a robot ic  and alien pre-
sence and the end of each cavern
is guarded by a horrible laser-spit-
ting mult i-headed monster. All of

Galivan is  an odd
game. Not odd in
an original sort of
way, j ust odd i n
that i t  l ooks s o

abysmal, sounds really terri-
ble, is very repetitive but (big
BUT) i t plays qui te well .  I t 's
even quite addictive in an odd
sort of way. I wouldn't advise
buying thi s  a t  al l ,  but  i t  i s
Interesting. I don't why. I really
don't why Galivan kept me cap-
tivated for  a good hour  or so.
Go to your computer shop and
try out.  You might be able to
tell me why. I 'd like to know.

these meanies have one aim in fife
— to destroy any intruders who
wander into their realm. These cre-
atures have to be destroyed if you
are to achieve your objective.

Galiven i s  a  mult i-direct ional
scrolling shoot em up in which you
have to make your way through the

This isn't exactly
the apex In Com-
modore shoot em
ups, but it's quite
an enjoyable and

challenging game whi ch wil l
give the buyer a couple of days
of e nt e r t a i nm e nt .  T h e
graphics are a bi t on the nett
side and the sound isn't inspir-
ing, but the game is quite fast
and frenetic. 11 you're after an
instantly playable ga m e  you
could buy a lot worse than this.
But if you're Into longer lasting
action, look elsewhere.

caverns and confront the demon
which resides at the bottom. You
can walk in any direction, as long
as the landscape allows you to do
so, and jump over or duck under
obstacles.

You begin t he miss ion c om-
pletely u n a r me d ,  y o u r  s o l e
defence is your ability to punch —
not much of a defence when you
come up against a swarm of flying
alien creatures. Any contact with
one of these horrors results in your
energy, shown as a bar at the bot-
tom of the screen, shrinking a little.
And if  it  shrinks to zero you lose
one of your five lives.

This rather dodgy posit ion can
be made a little better if you man-
age to run over one of the power
pyramids l i t t e red a r o u n d  t h e
caverns. If you touch one of these
triangular shaped objects your lost
energy is  restored, your body  is
mysteriously encased in  arrnour
and y ou' re given a  laser pis tol
which can be activated by pres
-sing the fire button. If you run into
another power pyramid the laser
pistol turns  into an 'arc  blaster',
firing three blasts of  laser fire at
one t ime. This firing capacity can
be f urt her improv ed i f  a  t h i rd
pyramid is picked up, resulting in a
highly powerful 'whit e bolt  neut .
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A mi ss i on y o u
can never  com-
plete e h? I  di d,
several ti mes —
at least I thought

I had. Each time I found myself
plonked, rather  unceremoni -
ously back a t  the  start.  The
game itself isn't so bad, but it's
not very good either. It's quite
playable — when you've got to
grips wi th the  layout of  the
caverns. H o w e v e r ,  t h e
graphics a r e  substanti al l y
weak on mor e than several
Occasions. The main sprite is f
,the worst —  he looks l ike a  I
matchstick o n  l egs  w i th a
goldfish bowl on his head. The
evil ones are just as bad.  I t's
blatantly obvi ous t ha t  l i ttl e
thought ha s  gone  I nto t he
graphics whi ch real ty spoi l
what could have been a neat
game.

ralizer. Un f o r t una t e l y  t h e s e
weapons only  las t  f or a  limited

period of  time, after that the laser
gun returns  onc e again.  Power
pyramids can also be obtained by
destroying b lue android robot s
which c lank  around t he cavern
system.

Although you're clad in a suit of
armour the effect of aliens bashing
into your frail body is still the same
and the power bar diminishes. If it
shrinks and turns yellow, the suit
of armour disappears and you go
back int o t he vulnerable punch
mode.

If you manage to penetrate deep
enough into the Cynep complex
and reach the bottom level you will
encounter t he demon guardian.
This mult i-headed horror has to be
shot many times before it dies, and
while you're piling in the laser fire it
spits g rea t  g lowing  l u mp s  o f
deadly p h l e g m a t  y ou .  O n c e
you've disposed of the disgusting
creature a door opens in the floor.
allowing you to drop through and
escape t o  another,  mo r e
difficult Cy n e p  c av ern s y s t em
which has to be shut down in simi-
lar fashion.

rL

PRESENTATION 57%
Nail title screen and nothing in
the way of options,
GRAPHICS 65%
Some of the backgrounds are
reasonable, but the sprites lack
crispness and definition
SOUND 32%
Awful tunes and equally foul spot
effects

HOOKABILITY 78%
Simple shooting action paves
the way into the game
LASTABILITY 49%
Not enough variety to keep you
coming back for more
VALUE 51%
Give it some thought before part-
ing with your cash.
OVERALL 53%
A no frills, fair-to-middling shoot
em up.
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ASSAULT MACHINE
NEXUS, £9.95 cass, £14.95 disk, joystick only
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nuisance t o  t h e  Galac t ic
Police for some time, but the

trouble caused by  its populat ion
has all been on-planet .  Up  unt il
now that is. Recent  reports indi-
cate that  an incredibly  powerful
'Assault Mac hine'  is  under con-
struction —  a machine that  wi l l
allow the aggressive Targons t o
leave their solar system and con-
quer other planets.

This potential problem has to be
nipped in the bud.  You've been
assigned the task of  dealing with
the situation. Four search droids
and three atmosphere craft have
been made available for the mis -
sion. Us ing the droids you must
first map out  the military installa-
tions on the planet and then plan a
strafing run to destroy the Assault
Machine and the factories where
its being built.

At the start of a game the drolds
may be equipped — declining the

Although t h i s
game has diffe-
rent ty pe s  o f
action screens,
none of them are

particularly good and they boil
down to being rather miff ver-
sions o f  Mis s i le Command ,
Xevious a nd a  crummy 3 D
shoot em up. The whole game
Is pretty repetitive too, just
plonking your drolds down
onto the various islands, wait-
ing, a nd then shooting the
installations o n c e  the y 'v e
been found. The graphics are
reasonable a nd the  sound
effects are quite passable, but
I found the game lacking in any
really exciting features. i f
you're interested, take a look
before buying.

It's quite difficult
to see what niche
of t h e  ma rk e t
NEXUS are aim-
ing for with this

game. i t appears to have so
many differing facets to  i t,
none o f  the m  particularly
good. The  fi rs t thing tha t
struck me was how difficult
the control system was to use
— far too many selections in
one tiny box on the screen; it
really just didn't appeal. The
shoot em up sequence hasn't
got much going for it either. It
looks like a n arcade come
simulation come total mish
mash. There is so much in this
game that nothing is  really
polished, but then It is so much
easier to criticise a game

option prov ides  a  default  set  of
equipment, b u t  s elec t ing t h e
option a l l o ws  we a p o n r y  a n d
detections systems to be chosen
from an equipment  screen.

The miss ion begins on one of
Targon's ma n y  s ma l l  is lands .
You've established a 'beach head'
and c an direc t  t he proceedings
without fear of enemy attack. The
main dis play  s c reen s hows  a
scrolling map of  the ten is lands
that support the factories that con-
stitute the Assault Machine con-
struction complex. Move the cur-
sor over one of  the is lands and
press fire to confirm that you want
to search it.

Select ' launch' in the action box
and an arcade sequence begins,
depict ing your fl ight towards the
island. The screen shows  a  3D
view with the atmosphere craft in
the foreground. Targon assault
craft appear from over the horizon

and swoop in to attack, firing mis-
siles as  t hey  t hunder by .  Th e
atmosphere craft can fight back,
using t he limited supply  of  mis -
siles, but is destroyed if too many
Targon miss iles  hi t  home.  Two
arrows g i v e  direc t ions  t o  t h e
target, fi ght ing u p  t o  indic at e
which way to go.

The screen changes on arrival
at the island to show a vertically
scrolling landscape with your craft

I didn't like this at
all: the  sections
of the game are
all pretty  awful
and have feeble

graphics. What I really dislike
about the program is having to
wait ages for  the  robot to
search each of the islands.
Once the searching's over, it's
a case of bombing the island
and then moving onto the next
one, and s o on b o r i n g
really. The graphics are realty
wobbly —  the sprites don't
move smoothly at all, but the
sound e ffe c ts  a r e  q u i te
reasonable —  n o t  exactly
fabulous, but they suit the
game. if you want a program
with different things in It go for
Nuclear Embargo,  i t ' s  mu c h
better/

at the bot tom of  the screen_ Fly
over t he landscape t o  the drop
zone where  t h e  dro id  c an  b e
offloaded, and then beat a retreat.

The droid takes a while to con-
duct the search, Occasionally it is
ambushed by Targon land assault
vehicles — the screen changes to
show the droid and the surround-
ing landscape.  Targons  appear,
firing mis s i les  a n d  at t empt  t o
knock out  the drold.  The droid's
anti-Targon miss iles  are  a imed
used a cursor.

When the droid has finished its
search it's t ime to rescue it before
embarking on a bombing run to
destroy the island's installations.
Flying ov er a  vert ically scrolling
landscape, the aim is to bomb all
the buildings in sight. After a run
the st rike rate is  given, s o  you
know whether a further strafing run
is needed,

All four droids can be in the field
at once, although the action gets a
little fast and frantic as you change
from screen t o screen. The mis-
sion ends when all the atmosphere
craft o r  d r o i d s  h a v e  b e e n
destroyed —  o r  t h e  ga lax y
rendered a safe place once again
by the destruction of  the Assault
Weapon complex.

PRESENTATION 79%
Good instructions and reasona-
ble in-game presentation.
GRAPHICS 69%
Vaned, but nothing really out-
standing.
SOUND 58%
Numerous spot effects which
work quite well with the game.
HOOKABILITY 68%
Initially tricky to grasp the mul-
titasking of the &cods.
LASTABILITY 60%
Plenty to do, if you enjoy this Sort
of action.

VALUE 54%
Better entertainment can be had
for a tanner.

OVERALL 59%
An unusual and mildly interesting
game, but nothing to write home
about.



THE
Yes! Here are again, happy as can be, all good friends and jolly good company. This is the one, this is IT! YES!
All you ever wanted to know about MEEEEEEE! This is IT, mateyboots!!!! The ZZAP! profile on MEM! JULIAN
RIGNALLIII"Yes, all you ever wanted to know about my likes, dislikes, my fave games and music, what makesme SAD, what gets me MAAADII!!!!!! Yes, this is the BI-I-I-G ONE! .  .
All right Julian, I think that's enough. Lloyd here readers. I knew this ZZAPI lads thing would cause trouble.

They have bad enough ego problems as it is but this feature has inflated their egos to previously unheard of prop-
ortions. Ugh. Anyway, this is not the ZZAPI profile on Julian Rignall, it's an interesting study of the ZZAP! review-

ers both old and new. Hope you enjoy it but I don't see why you should.

Name: LIDDON, GARY ROBERTBorn: 16/1/67
Height: 6' 2"
Weight: 'Too bloody much.'LI KE S

G A M E S

The Sentinel: 'Because it is:

Encounter: 'It's totally dextralRobotron 2004: If was amazing for its time.•
M U S I C

promrse.K n
u c
k l
e b
u s
t e
r e  
(
M  
m

ain The e ) :  'It's a real bit of muSic, not a corn-
%ire'. And this is.
,Parallax: 'It's great. As Brian Eno OrtCft said 'music shock! be like turn,-

Love and Rockets (especially Seventh Dream Dia Teenage Heaven):'it's more Obscure than Bauhaus.'

Syd Barrel: 'He's highiy original in a denvatrve SOO of way,'Animals pink Floyd): 'Especially Dogs. lt's real.'
BO O KS

Crime and Punishment by Fydor Dostoyevsky: 'Mainly because of
iong ago the book was written, •Profiry, c an realty identity with him which is arnazing considering how

Free Fall by Wilitem Golding: 'William Golding manages to describemg eriding as well.'
memory as it actually feels, not clinically but in a semi random way. Amaz
-Brava New World by Aidous Huxley: 'Weil obv i ous  — isn't itF I LM S

Repo Man: 'It's almost as tunny as bark Star'
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Born: 27/7/68
Height: 5' 8"
Weight: 'None of your business'

LIKES
G AMES
Spindizzy: • Its compelling and sort of therapotie
Trapdoor 'Berk is so cute and the game is brilliant.'
Bouldardash: 'It's so manic.'
Purple Turtles: • It WEIS the lust game lever saw on the Commodore and
I loved it
Collapse: 'Just so much tun.'
The Eldolon: 'BnIliantl'

MUS I C
&Dutton (Loading Music): 'It's weird but great with it '
Knucklebusters (Main Theme): 'It matches the frantic action in the
game
Thing on a Spring: 'It's bouncy and pity and cheers me up.'
The Pogues: They  remind me of my all college days.'
The Rocky Horror Show Soundtrack: 'Tim Curry is amazing.'
Pinball Cha Chit (Vette): 'Silly but great*

BO O KS
The Spire by William Golding: 'I like the poetry and imagery,'

TE LE V I S I O N
'1 &o il really watch much television. I like Trapdoor though. Berk's so
cute and cuddly and the program is pure creativity throughout.'

F I LM S
Rocky Horror Show: ' r im Curry is amazing!'
Birdy I t  stirs emotions from within.'
Amadeus: 'Because of Mozart's insane laugh'
Ghostbusters: 'It's fun'

FO O D
'Lasagne and proper Cornish Pasties made by my Granny arid no-one
else.'

A N D
. . .•My granny, because she's my granny and nobody else's. Oh, and my
Italian jumper. It's got lots of holes in it and means a lot to me. I also love
the telephone. It's great. you're never out of touch with people you want
to speak to.'

DI S LI KE S
'Um, running out of hairspray is infuriating, and theta finding hairs on my
comb and not knowing who they belong le.'

M Y  B U R N I N G  M A M M O N  IS
'To marry Piranha's Mandy Keyho so we could present Playschool
together'

Dark Star: 'it's funnier than Repo Men. But not much.'
Koyanasclatal: 'It's beautiful, that's all really '
T
E
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N

Eastenders (Omnibus Edition): 'Michelle really worries me the wayshe's running het life, so ?lust have to watch it every week,'F O O D

'Yorkshire pudding and stuffing. They're both so reaiiwice. 'A N D

Watchmen by Alan Moore: 'It keeps my fat paranoia wee led.'The Sun: 'Good VFM
Red Witch: '!'
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especially when it works,'
DI S LI KE S

Sixth Formers: 'They know everything about natbins•
'Any sort of overt egotism. N o
-
o n e ' s  t e e t h ' ,  
s p e c i a l  
a r e  
t h e y ?
'

'Getting shot in the back of my neck by Jon Woods in my dreams. WS
really bad.* •
'Season with inaction.'

MY BURNING s u m
-
r i o t , :  i s'To never let myself become important enough for a to SereW me up.'
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Name: PENN, GARY JOHN
Born: 11/3/66
Height: 5'11" (6'3" with hair spiked)
Weight: 'About thirteen and a half
stones the last time I weighed myself'

LI KE S
G A M E S
The Sentinel: • The ultimate computer game.'
World Games: 'I like a decent spoils simulation, and this is the best one
available for the Commodore.'
Paradrold: The best thing Andy's done. The super fast version is bill
hare A  true ciassic:
Williams ' Stargate: 'I've had it since February and I haven't got bored

Super Mario Brothers: • One of the best games ever written. There's just
of it yet.*

so much in IC

M U S I C
Knuckiebusters (Main Theme): ' It'sthe best thing Rob's done . I was so
impressed I lugged all my Commodore equipment into my bedrooms° I
couid listen to the music white I was having a bath.'
Miami Vice: The title screen musbC is very simple but just so relaxing.'
Phantoms of the Asteroid: 'It's so lively I could listen to it all day.'
'I don't really like any particular group and very few songs appeal to me.
These are a few of my favourites
How Soon Is Now? (The Smiths): 'One of the few decent things they've
done.'
Pinball Cha Cha (YeIto): 'Silly lyncs, amazing music —bit of it's used in
the Brill Cream ad.'
Love Like Blood (Killing Joke): 'It makes the hairs on the back of my
neck stand on end.'
In Fear of Fear (Bauhaus): 'Superb bass.'
P Machinery (Propaganda): 'Just . . gr eat:
Sunday Bloody Sunday (U2): 'It moves me:

TE LE V I S I O N
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that's a lie. I do make an effort to see the Omnibus Edition of Easton-
ders God knows why_ I've got this perverse affinity for rt.'

i t
-

(Na me : RIGNALL, JULIAN
Born: 6/3/65
Height: 5' 8"

We i g h t : 'Noneofyourbusiness'
LI KE S
D A M E S
Dropzona: 'I've never got bored of it,'
Pastfi nder: 'There are so many different ways of playing it
Toy Bizarre: -
I t ' s  
f r a n t i c  
a n d  
f u n
. '

Int acorn Adventures: 'They're so inventive.'
Microrhythm: 'It's can be so mindless and very noisy.'
I Robot: 'The graphics are brilliant.'
Time Bandit on the Atari ST: 'There's so much in
Any Eugene Jarvis Arcade Game: '
H e ' s  a  g e n i u s . 'Gaunt let  'Great tun:
Galpus: I f s  the follow up to Galaga and i love it.'

M U S I C
Toy Bizarre; 't associate the jingles with something nice.'
Lary Jones: 'I like the beat:
WAR: 'The title screen music is Hubbard's best.'
Simple Minds: 'Mainly New Gold Dream and their older stuff,'
Joy Division: ' It's manically depressing.'
The Cure: 'Especially Pornography and Faith.'
Early Killing Joke: '
I  s t i l l  
l i s t e n  
t o  
i t  
c o s  
i t '
s  
r a u c
o u s .
'

The Smiths: 'Their lyrics are funny:
Propaganda

FI LM S
Brazil: 'Because of its imagery.'
Aliens: 'It's just so impressive.'
Any Eddy Murphy Film: 'Trading Places. Beverley Hills Cop. 48 Hours
are a ll hyste rica lly f unny.'
Back to the Future: 'The attention to detail is amazing.'
2001 and 2010: 'Both are visually stunning.'

F O O D
• Macaroni cheese and bread pudding, as made by my Mum Exquisite
also f requent ly indu lge  in  Indian cu isin e . Pe rhaps too  Ole n .'

F I LM S
'I liked Amadeus. Ghostbusters was toe Bied Runner  was impres-
sive, but I was really disappointed with Aliens. Awful — the original fi lm
was much better.

B O O K S
The Dice Man by Luke Reinhart: '
I t ' s  a  fi c t i o n a l  
a u t o b i o g r a p h
y  
a b o u t  
a

psychologist who lives his file by the throw of a die. His 'Dice Life' even-
tually becomes a form of religion and he gets thousands of people
interested It's  really weird it  freaked me out Badly The thing is, it could
happen. Once I'd finished reading it, I was sorely tempted to try the 'Dice
Lila' for myself. I didn't, but I'm still thinking about it_'

A N D . . .
'Life in general. I'm content I  really couldn't give a darnn about politics,
other peoples wars, and so on_ I'm alright Jack, why should I worry. I
don't. Well, apart from the magazine deadlines. O t he r
-
wis e_  I  d o n ' t  w o r r y .
Most people don't give a damn about people worse off than themselves.
Which is hardly surprising w e ' r e  all human, arid that's the biggest flaw.
God that sounds pretentious:

0 1 5 1
-
1 1 1 1
1
1 1

'Illness. It's not the pain — I hate not being able to think straight when I
want to.'

M Y  B U R N I N G  A M B I T I O N  IS
'I honestly don't know. I'm looking forward to taking part in a Combat
Zone battle, but that's about it.'

Name: SUMNER, PAUL ANDREW
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Weight: '1 u  tuate between 10,5and 11 stone
LI KE S
G A M E S

Uric:Num 'It's a competent shoot em up_'Thrust: 'Extremely playable.'
international Karate: 'The best bash em up around.'
M U S I C

Ocean Loading Music: 'Very catchy,'
Rambo: 'It's got a lot of body foil, '
Sanxicm: *An extremely atmosphenc title screen tune.'
Top Gun Soundtrack: 'A large range of different styles of music,'
Art of Noise: /  can listen to it anytime, anyplace, anywhere.'
F O O D

'I lo ve  toast  c o s t s  q u ick and  e a sy to  make and ea t .' Be rn a rdMatthew's Chicken Steaks: • Bootiful
B O O K S

'Dominator LI)? o h ,  I've forgotten his name — it's the guy who wrote
The Tiptoe Boys (adapted to film and calied Who Dares Wins). It's easy
to pick up and read and you can go back tort after a long while, An! James

TE LE V I S I O N
'My  sport apart from god and horses. Aiso, any Alan Bleasdate stuff —
he's a very powerful and observant writer.'

BO O KS
Lord of the Rings by JRR Toiklen: 'Simply brilliant.'
Steven King: 'Generally 'orrible but good,'
Isaac Asimov: 'Just good So Fi:
Arthur C Clarke: 'Especially Rendezvous With Rama

FO O D
'Anything, as long as it's not curry or tomatoes.'

A N D  .  .
CND: '
I t  
m a
k e
s  
s e
n s
e '

My Atari ST: 'It's the best thing I've bought.'
Garfield: 'He's hysterical'
'Female company, my Guinea Pig, my family, cats, arid most of all,
myself.'

DI S LI KE S
Thatcherism: 'She's an evil hag.'
Ronald Reagan: 'Because of his diabolical politics.'
Sylvester Stallone: 'Because of his diabolical politics:
'The current Nuclear Defence Program: it's crap:
• Reaction without reason.'

M Y  B U R N I N G  A M B I T I O N  IS
'To become head of the Labour Party.'

Folic ,  that's the chap. I don't really read books that often.'
TR U I V I S I O N

'Most American garbage cos it makes a change from the English rub-bish.'

Dempsey and Makepeace: 'She's so horn,, got  nice hair:
Alas Smith and Jones: 'Dead funny.'
FI LM S

Top Gun: 'The visual effects and stunts are incredible:
Beverley Hills Cop: 'A laugh a second.'
A N D

Computer Games: 'Writing about games patcl for my driving lessons:
Hockey: 'The only time I can let all my aggressing) out.'
DI S LI KE S

Getting hit in the mouth with a hockey ball — it hurts.'
M Y  BURNI NG  A M B I T I O N  IS
'To find my inner sell.'

' yadk Rai



Scorching ideas from Hi-Tech Trilogic made specially for your C o m m o d o r e  6 4 / 1 2 8

BACKUP! TRANSFER! COWEN!ANYTHING
TO TAPE OR DISC
WITH THIS

& P e r t
CARTRIDGE• TAPE TO DISC

•  DISC TO TAPE
•DISC TO DISC
•TAPE TO TAPE

Easy to use plug-in
system that outperforms
all other similar products.
•  Programs are saved in one file
•  Freezes and saves programs to disk
•  Now handles Multipart programs
•  Programs compacted to reduce diskspace used
•  You can save 3 or more programs per disk
•  Reloads most programs in less than 30 secs
•  The cartridge is not needed for loading back
•  Cartridge uses RAM and disk•ased software

Instant upgrading. Only E2
•  Use the machine code monitor to cheat, gain

extra lives or restart the program etc, etc
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The Expert cartridge f , 3 7 - 5 0with built-in ESM

ONLY
E31.95

•The ONLY Expert add on you'll ever need' Makes the
Expert unstoppable with the games which defeat all
othersi Available separate or with your Expert Cartridge

THE E.S.M.
ONLY E7.95!!

Includes FRE E
Up grade D isc 1 1 I Fig 7=7

TRILOGIC
PLUG IN 80 COLUMNSaV
TRILOGIC have done the impossible' Converted RGB1
into RGB Your RGB TVImonitor becomes a 128
compatible RGB1 monitor when you use an I Con
interface
•  80 columns on your TV;monitor
•  Converts RG131 into RGB
•  Fully C128 compatible
•  All 16 colours with most TV's
•  Audio lead included
•  4080 switch (where appropriate)
•  Simply plug-in and switcnon
•  Available for most RGB TV/monitors

state TV model on order

THE I-CON
ONLY

E27.95!!

•FAST MAIL ORDER SERVICE•PROMPT DESPATCH
•ALL PRICES FULLY INCLUSIVE PLUS 10 DAY MONEY

BACK GUARANTEE ON ALL BACK-UP DEVICES
ORDERING WRITE OR 'PHONE /
PAYMENT BY CASH CHEQUES PAYABLE TO TRILOGIC 1
POSTAL ORDER OR ACCESS • EXPORT ADD El 00 EXTRA
• PAYMENT IN STERLING ONLY PLEASE

Free catalogue send 18 p stomp
MAIL ORDER Dept Z
29 HOLME LANE BRADFORD BD4 OQA
CALLERS 329 TONG STREET
BRADFORD BD4 9QY Tel (0274) 684289
All prices include VAT 8t P&P

Please Name
send

• equip- merit
I asordered

Address

Complete this coupon with your name/address etc and attach to II  your order and payment/cheque.
'Post off to Trilogic. Dept Z 2 9  HOLME LANE BRADFORD BD4 00A Iu m,  m• I d m  non 1 1 • 1 1 1  m m  N M
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ART'S SAKE
AgINEY FOR GOD'S SAKE?

When the original IMAGINE bubble burst back in
the summer of '84 the company's employees
became redundant overnight. From the ashes
and confusion rose a phoenix, DENTON
DESIGNS, a programmer's co-operative set up by
Ally Noble, Steve Cain, Graham 'Kenny'
Everitt, John Gibson and Karen Davies — essen-
tially, the team which worked on IMAGINE's
fated 'mega-game'. The company produced a
number of innovative games, including
Shadowftre and Frankie Goes to Hollywood, and
quickly earned a reputation for original, high
quality software.

Early this year the jungle drums of the software
industry beat out a rumour: the DENTON DESIGN
team was breaking up. Apparently, the founder
members had peeled away from the company to
pursue their own interests. So what did happen
to DENTONS? Julian Rignall travelled to Liver-
pool to find out what went on, and what's going
on o r i g i n a l  programs are getting a bit scarce
nowadays — licences seem to have taken over.

The first port of call was the offices
of DENTON DESIGNS, situated in the
heart of Liverpool's equivalent to
Harley Street. Although only one
founder member remains, graphic
artist Ally Noble, the new DENTONS
is still very much a co-operative con-
sisting of six people: Ally, John
Heap, Andy Heap, Stewart
Fotheringham, Dave Colclough and
Colin Parrott. The company is alive
and kicking. So what happened dur-
ing the so-called split?

The directors, Steve Cain, Karen
Davies and John Gibson all wanted
to go freelance', Ally Noble exp-
lains. 'They didn't really want to
work with the company, but wanted
to work for themselves. At the time
it looked as though everyone was
going to pack in and give up, but wedecided not to'.

John Heap takes over the story, 'I
think they were a little disillusioned
with the amount of profit actually
going into their pockets and they
reckoned they could get twice their
wages if they went freelance, which
I think is true. After they left there
were rumours saying that the
DENTON DESIGNS team had split up,
so we sent out lots of letters dispel-
ling the rumours that DENTONS had

died. We were back in business
within a week.'

Which rather implies that the
people who remained behind are less
money orientated and, perhaps, see
games designing more as a labour oflove

Ally points out their philosophy
'if we wanted more money we'd all
go freelance and drive around in our
Porsches.' John chips in: 'I think
you really have to commit yourself,
especially when you consider how
much time you actually put into the
game. When you weigh the effort
against the money it's really just a
pittance that we earn.'

DENTON DESIGNS is a name that
has become associated with original
material — a reputation the new
team intends to build on as Ally exp-
lains: 'we sec ourselves as peoplewho are here to do our own stuff and
not things like conversions.' John
continues: 'when you're working on
a game the idea for the next one
starts forming in your head '
Ally agrees, 'yeah, and then it getsbounced around the office. The idea
for Bounces came out of Franitie. I
think the whole thing is a sort of
progression.'

John is currently doing a lot of
ZZAP! 64 Christmas Special 1986 3 9



TON DESIGNS •  DENTON DESIGNS •  DENTON DES!

background reading into a game set
in Ancient Egypt. 'We tend to do a
lot of research into our games. You
get more into it if you do. ' Ally says,
'for the Great Escape I watched the
Colditz series and went out and
bought a load of military models.'
RACING A MINI
It's all very well coming up with bril-
liant game designs, but surely the
sheer volume and complexity of
ideas must be limited by the target
machine's capabilities? Spectrum
programmer John shrugs his shoul-
ders, 'it's a bit like racing a Mini
instead of a Porsche. You can only
go so fast but you can become better
at driving the Mini than you are at
driving the Porsche. You an get just
as much fun out of driving the Mini
fast as you can driving the Porsche
faster.

'I'd like to do a I28K game,' he
admits 'not just more screens, but
I'd like to push it like you push a
48K Spectrum. It's the same proces-
sor and same machine it's just the
graphics potential is much bigger —
bigger sprites and map size. It's
really sad at the end of a 48K game
where you want to put in a few extra
little tricks but you haven't got the
memory.'

Ian, a Commodore programmer,
joins in. 'With the C64 it's a case of
finding new tricks you can do with
the machine, but it is annoying to
have to throw out ideas because you
can't get the machine to do them.'
Stewart Fotheringham, another
Commodore specialist, agrees: 'the
big problem with the 64 is the actual
speed of the processor.'

John laughs. 'I f you look at the
Commodore you have sprites and all
that and you think 'what am I going
to do with them'. On the Spectrum
you have none of those, so the actual
thought allout how the machine is to
be used is much more diverse — you
get things like Knight Lore I f  the
Spectrum had died a death and the
Commodore was reigning supreme
I don't think you'd ever fet anythinglike Knight Lore games.

John mentions Knight Lore with a
certain amount of respect. Do the
DENTON members pay attention to
other games on the market? John:
'Not much really, we're not really
games players. We're a bit insular
really. 'Ally takes over: 'we went to
the PCW Show and there was
nothing which really impressed us.
Oh, the title screen on Alkykat, that
was nice.'

In response to the question
'which DE N
-
roN 
g a m e  
w e r
e  
y o
u  
l e
a s
t

pleased with?, Ally instantly retorts
'defmitely Transformers i t ' s
really a personal thing, we all like
different products, but I think
Transformers was an embarrass-
ment'. 'We were a bit over a barrel
and we had to do it.' John admits,
'There wasn't much you could do
with the subject matter of the prog-
ram w e  did our best.' Nobody
says anything about Roland
Rat. . . .

So why don't the DENToN team
launch a label in their own right

to avoid Transfomwrs type
problems? Ally shakes

her head . .
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Sooryono who was In Um CANVAS
° Moos  of the I i np. cr ow d. d
r ound KO MI ?.  STAR TREK demo
on the Mar t ST

We don't know anything about
marketing,' John says. It boils down
to money: 'there's also a problem
with cash flow — we wouldn't get
any money for six months, and we'd
have to pay people in the meantime.
We may do something like that in
the future with one game perhaps
being financed by another company
.We don't really know all the tricks
and all the wheeling and dealings. I
think we're all a bit naive really.'
There may be room for com-
promise, as Ally explains: 'we
wouldn't mind trying some joint
publishing, where we put in the
development and somebody else
puts in the marketing skills and then
split the profits half and half. I think
we'd have to get a lot bigger, though.
Small is good.'

FLYING
SOLO
If small is good then John Gibson,
programmer of Gift to the Gods, Cos-
mic Wartoad and Franke, has gone
one better. After splitting from
DENTONS he pursued a solo career
under contract to OCEAN.

'I'm mainly doing licenced prog-
rams now, he reveals. ' I'd like to do
original programs, but OCEAN seem
to be dead wary about releasing orig-
inal games — you're guaranteed to
sell a licenced product. I f you want
to do an original product it's got to
be really convincing. I  don't really
like doing arcade conversions —
they're nearly always
pale imitations of the
original— there hardly
seems much point
in doing them.'

John Gibson

He's just finished work on Gah-
van -  so wh y does he do conversions
if he sees so little point in them?

'When I started five years ago I
did it because it was what I enjoyed.
Now I tend to think more about the
money than the art form. Mind you,
that wouldn't stop me for working
for less if the job made me more
enthusiastic.'

Was the break from DENTONS a
good move?

'Oh yes. I've got rid of the respon-
sibilities of looking after other
people. If anything goes wrong I
know it's my fault. It's a bit lonely,
especially when I've been working
alone in my fiat for a couple of days,
but I do go down to DENTON and
CANVAS fora bit of company. I sup-
pose that's what I miss. When
DENTONS started is was a Very close-
knit company. I was one of the foun-
der members, arid a Director. It was
great when we started, and we had
loads of ideas about being a software
development house.

At first it was like us versus the
rest of the world, but after a while
both Steve and I got disillusioned.
There was too much turmoil in the
office with too many meetings. All I
wanted to do was write programs
and I felt that I was getting too
wound up by the difficulty of run-
ning a company. I did want more
money, so when David Ward of
OCEAN, after approaching me sev-
eral times, made me an offer I
couldn't refuse, I left.'

So money, or rather lack of it,
seemed to be at the root of the
DENTONS split. Was this the case
with the rest of the original crew? It
was time to travel eight miles up the
Southport road to visit CANVAS, a
regular haunt for the other three
original Denton Designers.



ADDING COLOUR TO THE CANVAS .  .
Located above a large supermarket
with a car park that is apparently the
source of a significant proportion of
Liverpool's crime figur
e
s, C A N V A S
is a new company set up by Steve
Ca in a nd ex-Arghts h rs. SoftwarE p ro g -
rammer Roy Gibson. Recently they
contracted 'Kenny' Everitt to
develop the Atari ST version of Star
Trek (for BEYOND) and Karen
Davies, like CANVAS founder Steve
Cain, regularly freelances for the
company.
Steve explains the financial motives
that lay behind the DENTONS split:
'The thing at DENTONS is that we
couldn't, as individuals, earn
enough money for ourselves. Look-
ing back, at the time of the split, we
really had no choice. DENTONS COSI
too much i t  was a bit of a luxury
and self-indulgent. I've been a lot
happier since.

*Originally the idea was to wind
the company up, but we handed it
over and now it SeerILS to be doing
really well. We did some good stuff
which I'm proud to have worked on,
and they're doing good stuff now.
Some of the guys they've got therenow arc brilliant — Colin Parrott is
a genius. But I felt I just couldn't
work with them any more.'

Kenny airs his view. 'At DENTONS
we were making X pounds. Now
we're working for ourselves, we're
making X times three. The theory
with DENTONS was that we'd take on
a load of extra programmers and
we'd make money out of those prog-
rammers. We'd get so much money
from employing them we'd be able
to pay the overheads, pay them and
there would be a bit left over for us.
In practice we were subsidising the
extra programmers. Although we
haven't got a public reputation now,
the people that matter know who we
are. As long as the publishers know
who I am, I don't give a toss about
the public.'

Karen Davies looks rather per-
turbed, and exclaims 'that's not a
very nice thing to say.'

Unrepentant, Kenny continues
'Yeah, but it'll never be like the

pop industry. Jeff Minter's about

the only exception, but then how
many people bought Gole ta
-
s pa c e ? I t
doesn't matter what you write, it's
what sort of licence you get. Look at
Bounces — that has eight frames of
animation when the player falls
over. Nobody noticed that — it was
dead smooth cartoon animation and
nobody noticed it, Nobody cared
about the flicker-free animation.
Things like that are so annoying.'

Turning to the function of CAN-
VAS, Roy explains what the company
aims to do. 'We are a commercial
programming agency — we don't
really intend to do our own stuff, not
straight away at least. What we're
about is doing conversions for other
people. We just churn away.
Perhaps next year we'll have enough
money in the bank to allow us to take
the chance and do something origi-
nal. At the moment we find coin-ops
the best thing to do— our artists can
start work straight away and every-
body else knows exactly what is
expected of them.'

'At the moment, we don't have
the reputation that DENTONS have.
We've been talking to companies
such as IIRMSH TELECOM who have
given us stuff to do like Star Trek
—now that's a stepping stone for us.'

'Anonymity isn't a thing we're
really bothered about, not this year.
Why should we splash CANVAS all
over a licenced conversion? An orig-
inal program we're working on at the
moment, Wizard War, will go out
with our name on it. We might even
publish it ourselves, we don't really
know w e ' l l  have to see how it
goes.'

Kenny Everitt agrees. 'It's just
like the early DENTONS MIX which
went out with a miniscule credit on
it. Any customer would have
thought it was produced by DavidWard.

Were they pleased with Frankie?
Steve replies 'it was nice being the
programmer, but the hassles in
doing it were tremendous, it practi-
cally broke DENTONS.' 'Frankte was
really original, different.'
Kenny adds, 'I 'm not blowing
Frartkie's trumpet especially, what

I'm saying is that there is really
nothing else like it',

'The problem with doing your
own thing is that it's all down to a
matter of personal taste. I think
Bounces is the best thing I've done.
Gameplay wise it was far superior to
Frankie or anything else around at
the time. As a two player game it was
brilliant, but it was a mark f a i -
lure. The Spectrum version 0

ROT GIBSON:
'Licence dea l ' annoy me

o w n '  CAIN: 'DENTONS cost too
m uch—  i twas a bi tot hi k ur y  and
cost too m uch'

Bounces was a complete load of rub-
bish — the difference was about
three months of playtesting.'

Steve continues the story behind
the DENTON days. 'We got into a bit
of trouble over Transformers with
OCEAN which we managed to do in
the end — we were all under so
much pressure. I designed it, so Itake all the blame for it. It was the
worse game DENTONS ever did, and

it was the biggest seller. That tells
you a lot about the computer indus-
try doesn't it?'

Roy continues on the Licence
theme. 'Licence deals annoy me.
We lose directly in proportion to the
size of the licence. If you're on a
royalties deal publishers screw you
substantially. What they say is
'we've got a brilliant licence and are
guaranteed 100,000 sales, therefore
we'll pay you less royalties because
you don't need them.' You ask for a
lump sum and they say they haven't
got enough money left over because
the licence cost so much, so their
priorities are 'pay for the licence,
then worry about the programming'
— so how can the game be any
good?'

Steve doesn't totally agree
think the only good licence I've seen
recently is Cobra The graphics are
really bloody great, but the game
hasn't got much to do with the film
Frey:lite was another one, a lot of
thought went into that. The
software industry could be generat-
ing brilliant characters and licensing
them out to films and TV, but look
what happens. We end up having to
write a game about some crappy
American TV series. It's the wrong
way round.

'Licences do take money out of
the industry which should be left in.
I'd like to get out of games and move
into the film industry using videos
and computers and all that stuff.
That's what I want to do oney had a
lot to do with the DENTONS split.
The individual programmers who
came together to form the original
DENTONS arc still working within
the industry, and we can expect
some interesting products in the
near future: it's just the motivation
behind the programming effort that
has changed — in some cases, quite
radically.

But the split was an amicable one
—  a t bo th  D EN M N S a nd CANVAS it
was difficult to decline invitations to
a Mega-Party scheduled for that
evening which everyone from the
original DENTON DESIGNS crew had
been looking forward to.

Sadly, I had to make my excuses
and leave. Shame really, everyone
said it was a great party.
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Ian Andrew, bossman at INCENTIVE
has launched a brand-new adven-
ture label by the name of MEDALL-
ION. This new label is going to be
used to release games written on
Graphic Adventure Creator, the
adventure-writ ing utility his com-
pany released a few months ago.
The first two MEDALLION titles are on
the starting blocks and should be
in the shops everso soon —they're
called Winter Wonderland and
Apache Gold. One's set in a cold
clime, and the other is set in a land
where the sun beats down mer-
cilessly. Now's your chance to col-
lect a nifty holiday: hot or c old. . .
Interested?

VESIRE
E,M A W  HOLIDAY
J U S I V
4 1 4 0DO t HAVE
TO DO?

Oh. so you're interested are you.
Right, seeing as INCENTIVE are
well k nown f or their adventures
what Uncle Ian wants you to do is
answer a  lit t le adventure puzzle
that should get you thinking a bit
laterally. And here it is:

'You are s it t ing in f ront  o f  your
blank TV screen. You enter N to go
North and fi nd t he temperature
drops and you're in Winter Wonder-
land, s o to warm up a lit t le you
enter E to go East. Wow, you've
found the gold — Apache Gold
that is. Whoopee,  riches beyond
your dreams!  Dec iding t o  head
back t o  y our TV, y ou input  the
appropriate commands  to return
the way you came.'
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The £600 holiday question is
WHAT'S ON
TV THIS EVENING?
Confused? Don't be. Just think
about it. Carefully. And no, the ans-
wer's not 'nothing'— if you though
it was you're heading in totally the
wrong direction! Anyway, when
you think you've got the answer
send it to HOTAND COLD HOLS,
ZZAPI TOWERS, PO Box 10, Lud-
low, Shropshire SYS 1DB to arrive
here before the Elth of January The
winner gets to choose E600 worth
of holiday — fancy sunning your-
self on a beach or would you prefer
to go skiing. Hot or cold, it's the
winner's choice

Ten runners-up get to choose,
too — not holidays but an INCEN-
TIVE game from the following list:
Winter Wonderland, Apache Gold,
Moon Cresta, Splat and Confuz-
ion.

U R T E S Y OF
I V E

WINTER
WONDERLAND
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APACHE GOLD
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It's a hard life being a Competition
Minion. Apart from trudging upand down the stairs in ZZAPI
Towers carrying sacks full of your
mail and then opening all your
competition entries and choosing
winners. I'm at the beck and call of
the Spiky Haired Ones, day in, dayout.

I have to run down to the sarnie
shop and fetch them supplies of
grub every time they get the tiniest
bit hungry. I'm sent off to the laun-
drette to wash their nasty, dirty
clothes for them at lunchtime while
they put their feet up in the office
and drink tea — and that means
lugging great dirty sacks of wash-
ing up and down Ludlow's longest,
steepest hill. Every evening I have
to sweep every floor in the Towers,
wash up all the dirty coffee mugs
and empty all the wastepaper bins.

Now The Powers That Be have
opened another office on the other
side of Ludlow I'm forever running
across town from one building to
another with 'important pieces of
paper, like notes to Auntie Aggie
asking for three empty Jiffybags or
a ' Skyhook • or something. Half the
time, when I get there and ask for
what I've been told to go and fetch.
all Aggie does is collapse in a fit of
giggles, say she's run out and
send be back for a jar of elbow
grease or something else totally
obscure. It's not fair I tell you.

Mummy Minion has a  terrible
time keeping my clothes clean and
smart for worktime. Every day I
come home drenched in sweat
from all my exertions and covered
in grime, sarnie crumbs, ink that's
rubbed off from your letters, coffee
grounds and dust. I've only got a
couple of changes of clothing, so
Mummy Minion is up to her elbows
in soapy water nearly every even-

ich is what gave me the inspi-
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A SOFTWARE
WARDROBE!

AND A HOST
OF OTHER

GOODIES TOO
ration for  this  competition, i
thought it'd be a great idea if some
lucky readers could have a mas-
sive collection of trendy clothing
to wear in 1987, so I set about ask-
ing lots of software houses to give
a T-Shirt or two to my prize fund.
Lots of them have, and in fact I've
managed to amass a large collec-
tion of garments. So the winners
of my personal Christmas Com-
petition will have a T-Shirt, Sweat-
shirt or some other garment to
wear for virtually every day of the
month! And there are a few other
goodies in the prize package as
well, like mugs, hats, posters,
scarves and games — and there
are a few calculators, calculator
watches, and even a sports bag
on my list of seasonal goodies. The
Powers That Be at NEWSFIELD
also agreed to chip in — three
ZZAP! subscriptions and three
ZZAPI binders are on offer, as well
as T-Shirts and Sweatshirts

Three sets of prizes are on offer.
One 'Large' person, one 'Medium'
person and one 'Small' person is
going t o  collect a  Minion's
Goodiebag as a result of this com-
petition.

To keep you puzzling over
Christmas, I've devised a special,
giant-sized wordsquare that con-
tains the names of lots of software
houses — most of whom have
popped a product of two of theirs
into my monster collection of prize
material. Just to make things that
tiny bit difficult, I'm not going to
give you a list of the names you've
got to find — so get to it.

Ring round all the company
names y ou c a n fi nd i n  the
wordsquare, fill in the coupon and
send your entry direct to me in THE
BROOMCLIPBOARD, Z Z A P I
TOWERS, PO BOX 10, LUDLOW,
SHROPSHIRE, SY8 10B so that it
arrives before 20th January 1987.
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!DESERT S
It isn't much fun being a programmer, spending a huge proportion of your life hunched up over
a computer, slaving away over a hot assembler writing a game that ZZAPI's probably going
to slag anyway. It's terrible. So, to give them a bit of a break from the hard grind of coding we

asked eleven of the country's finest coders what they would take with them to a Desert Island,
if by some strange misfortune they were going to be stranded on one. Each programmer is
allowed to take five games (Commodore 64, monitor and disk drive are provided), a utility, a

book, a joystick and one luxury item.

S TAV R O S
FA S O U L A S
Stavros is such a raucous womanizer it's sur-
prising he has any time to program at all. This
slick guy wrote the ever popular Sanxion and
is currently spending his time finishing off Delta
for Thalamus
G AME S
Dropzone:  'It is such a fast good shoot em up.'
Paradroid:  ' I  used to like it  — it 's the most
enjoyable game I've ever played and I don't
get nervous with it.'
Bounder:  I t  gets me so crazy.'
Revenge of the Mutant Camels: 'I  could
complete it and it was one of the first 64 games
I saw. I like the music very much'
Forbidden Fores t :  ' A  brilliant  soundtrack,
great graphics ,  not  muc h o f  a  game itself
though.'
UTI LI TY
Mic romon:  'It's all I can use.'
BO O K
Robinson Crusoe by Daniel Defoe: 'It would
be something to read.'
J O Y S TI CK
I  would like a Moo Red Ball I couldn't play
Dropzone with it.'
LUX URY  I TE M
'Eight really big eight channel Dolby speakers
blasting wewy loud Heawy Metal music all over
the island.'

S TA N L E Y
S C H E M B R I
His name is  Stan. He is the man,  who was
delighted, t o write Cauldron If  and Antinad.
(Well, i t  near ly  rhymes).  S t a n  i s  Palac e
Software's sick person,
G AME S
Elite: 'It's lust so wonderful. '
Paradroid: I ts  fun, I suppose.'
International Karate: 'It pisses all over Fist.'
Super Cycle:  'I  ride a bike and it 's the best
home computer simulation of the real thing.'
Leather Goddesses of Phobos: Anfocom
appeal to my lewd sense of humour,'
UTI LI TY
Epp( Fastioad: 'I use an Epyx Fastload all the
t ime.'
BO O K
A Christmas Carol by Charles Dickens: 'I
love Charles Dickens. I was born near him, you
know.*
J O Y S TI CK
Tac II: 'It 's all I've got!'
LUX URY  I TE M
Compact Disc Player and lots of Compact
Discs: I t  satisfies my desire for quality.'

M A R T I N  G A LWAY
Martin Galway. slides better than an old dear
on ice in winter. Wrote lots of great music and
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is no doubt going to write a lot more.
G AME S
Thing on a Spring: 'It was the first time I heard
music bet ter — no — as good as mine. First
t ime I heard that I thought  'there's someone
out there who's  bet  a s  good as  me. '  I
thought I was the best, you see.'
Parallax: 'I t 's  a decent game and I like the
animation on the man. Well,  it 's crap but
(mumble mumble);
Terra Cres ta:  ' I t 's  got  the most  objects on
screen I've ever seen ever (ever ever ever):
Kong Strikes Back: 'It's such a simple game
for a simple me.'
Mikie: 'There's a really nice title sequence and
that was the most memory I've ever had for a
piece of music.'
UTI LI TY
The Ocean Development System: 'It's 18
times better than the best of the rest.'
BO O K
The Dungeon Masters Guide: 'I want to know
how to play God properly.'
J O Y S TI CK
Ouickshot III: 'It clicks louder than any joys-
tick I've ever heard ever.'
LUX URY  I TE M
*MY portable compact disc NOT midi hi-fi sys-
tem. It's better than Steve Wahid's. '

O R L A N D O
A BBC man by birth but a 64 coder by conver-
sion. Orlando is currently writ ing Foretrack for
Electric Dreams.
G AME S
NEXUS: 'Five copies of the TAPE version so I
could build a raft out of the boxes.'
UTILITY
'A dishwasher.'
BO O K ,  • •  \London Telephone Directory (Volumes 1-4),-
'I could use the pages to make a sail or blow
my nose on.'
J O Y S TI CK
A Euromax Joyball: 'With BOMB written on it
in crayon. I'd scare the natives with it.'
LUX URY  I TE M
The OE2.'

TONY cRourTHER
Tony originally  become famous with Son of
Suicide Loco Express Potty Mole Two. He then
wrote Trap and Kettle. Moebius Stnp is his next
project.
G AME S
Boulderdash: 'Cos I like it.'
Mercenary: ' Cos I like it.'
Encounter: 'Cos I like it.'
Moebius Strip: 'I like it cos it's my next game.'
Crystal Castles (The Hackers Version): 'Cos
I like i t ' s  addictive,'
UTI LI TY
'A cross assembler for an Amiga, 'cos it would
be brill '

t

BO O K
The Commodore PRG: 'It's a bible.'
J O Y S TI CK
A Toshiba: 'Ullo John, I've got a Toshiba: they
wobble well. '
LUX URY  I TE M
An Amiga: 'If I've got the cross assembler I'll
need an Amiga.'

J E F F  M I N T E R
So Jeffrey does some colourspace occasion-
ally. He  c an handle it .  Doesn' t  mean he's
hooked. He's  in control — isn't he?
G AME S
Iridis Alpha: 'It's a good blast and I like a good
blast,'
Thrust:  'I like a good thrust.*
Mama Llama: 'One of the most difficult games
I've ever done, one game I'd never finish, so I'd
enjoy that.'
Guardian:  'I do like Defender.'
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Commodore Colourspace:  'I 'm into all things
Psychedlic.'
UTILITY
Laser Genius:  ' I t 's  the best assembler that
money can buy.'
BOOK
The Fractal Nature of Geometry by Benoit B
Mandelbrot :  ' I  could experiment  wit h f rac-la's.
J OYSTICK
Euromax Competition Pro: 'I  want some-
thing to last.'
LUX URY  I TE M
'A Llama,  defi nitely  a  Llama.  Darl ing The
Female Llama, so I could just say 'come 'ere
darling ' and I 'd get a lot of pleasure out of it.'

A R C H E R  M A C L E A N
Though he's  only ever writ ten two games —
Dropzone and International Karate— he's got
an ego of  a man whos e writ ten at  least  a
hundred times that amount.
GAMES
Paradmid:  'I just really like it. it's a straightfor-
ward game which puts you in a surreal situa-
tion with a real feeling of being there.'
Mercenary: 'A damn good game.'
Boulderdash: 'Great  f un solv ing t he prob-lems.'
Any infocom Adventure: 'They talk back to
you.'
International Karate: 'Why not?'

.•••
• . "

••••••

INI D 5  1
/4  '  
s

.e• •••••

UTILITY
'I don't  use a utility on 64, everything I do is on
the Atari. I do use a disk editor a hell of  a lot
though.'
BO O K
*A Tom and Jerry Annual. I mean, what's life
without Tom and Jerry? That, or Princ iples of
Interactive Computer Graphics (Second
Edition) by Robert Sproul' and William New-
man. It's a graphics bible.'
J O Y S TI CK
Atari joystick: 'It's got a tactile feedback.'
LUX URY  I TE M
'Hmm A  toss up with Linda Luscardi, a
telephone, a  pair of  sunglasses or  a drinks
machine

A N D R E W
B R AY B R O O K
Author of  Gribblys  Day  Out, Paraciroid and
Uridium and owner of a Fiat X-19 — No it's not
crap. I had it totally stripped and resprayed.'
G AME S
Dropzone: 'I can't play it.'
Gyruss: 'I can play it.'
Sheep in Space:  'I  love the way all the litt le
meanies beetle backwards and forwards with
their own little task.'
Pastfinder: 'There's a lot of depth to it, consid-
ering w e l l ,  everything really. Very profes-
sionally done.'
Impossible Mission: 'Because it isn't — but it
is challenging and I can just about do it. If my
disk version didn't  have bugs in it, it would bebrilliant.'
UTI LI TY
'The Commodore Macro Assembler,'
BO O K
Roger Deans Views: 'He's an awfully goodartist.'
J O Y S TI CK
'I've got  two Euromax  Arcades and haven't
broken one yet, so that's what I'd take.'
LUX URY  ITE M
'Clare Hirsch. Definitely.'

C H R I S  B U T L E R
Chris is  current ly convert ing Spac e Harrier
(snigger snort) for Elite and is a real swinger on
the Sheffield Night Clubbing scene.
G AME S
Z: '
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games rolled into one.'
Guardian: 'It's almost identical to the original.'
Elite: 'The graphics are good and there's so
much depth to the game.'
Mercenary :  'For much the same reasons as
Elite.'
Space Harrier:  'I don't  want to get in t rouble
with my bosses.'
UTI LI TY
'A graphics  ut ility  as  writ ten by  me.  Or  a
fastioad, fastloads are always handy.'
BOOK
CBM64 ROM Disassembly: 'It's my favourite
book. I can read it from cover to cover. That or
my health food book — The Food Scandal.
J O Y S TI CK
'One I saw in a catalogue recently, I can't
remember
its name but it had a hu9e great big red ball on
it, patterns down the side and four great suc-
kers. I'd want something that feels good in my
hand.'
LUX URY  I TE M
'A bar of Imperial Leather soap.'

J O H N  T W I D D Y
Though his second name is a wee bit  silly I
wouldn't  take the pee out of it if I was you. John
is built  like a brick lavatory. John converted
Tau Ceti for CRL and currently converting Ikari
Warriors for Elite.
G AME S
Boulderdash: 'I don't know why. I played it a
hell of a lot — it's a particularly simple game
but it's bloody addictive.'
Encounten 'Technically very fast and I admire
it for that.'
Raid;  'I don't  know why I liked it I  just did. I
found it enjoyable to play. I  kept playing
because I was told that later levels go upside
down, but  they never did. I could find out if it
really does.'
Fort  Apocalypse:  ' I  played it continually for
three or four days, hardly going to bed.'
Jumprnan: 'The first game I got for my 64. An
old tape version, very slow load, but I thought
it was great at the time. I saw it on the shelf next
to a 64 so I bought them both.'
UTILITY

bread,'
BO O K

'The best  thing s ince slicedad:
BO O K
The Commodore PRG: 'I  can't remember
locations and I don't like reading a book twice.'
J OY S TICK
Ouickshot  I :  'Simply  because it 's  t he best
joystick I've ever had, I  had it for two years,
then it died and I never managed to replace it
with anything decent.'
LUX URY  I TE M
'My car with an unlimited supply of fuel. So I
can run over anyone or anything that annoys
me, like Stavros' speakers.

ROB H U B B A R D
The industry equivalent of Klaus Wundedich.
Rob's first big break came when he was asked
to write the music for Razzmatazz. Fortunately
it was never released, so he went  on to write
other great  things instead, including the bril-
liant Knucklebusters music_
G AM ES
Sanxion: 'I did the loading music.'
Delta: ' I 'm doing the loading music.'
Parallax: 'It's got a brilliant bit of Martin Gal-
way music on it _  oh yeah, it's a good game
as well.'
Thing on a Spring: 'It's one of the few games
I spent quite a time playing. Nothing to do with
the music, I'd probably turn that off.'
The Fabulous  Wanda:  'I t 's  like, a  really old
game with no end to it. It's written in basic so
you can rewrite it every time you play. It has to
be about the best game ever on the 64. Betterthan Razzmatazz.'
UTI LI TY
Tony Trowthees Music Editor: 'It's the Only
chance I'd ever get to have a look at it,'
BO O K
'If I was on a Desert Island I'd take the biggest
bas . b o o k  I could fi nd except the yellow
pages and the dictionaries. I t 'd be useful for
hitting Bazza with if ever he turned up.'
J OY S TICK
'The best one I could find, not the one I've got
because it s  crap. I'd take Gary Licidon's joys-
tick, cos he probably doesn't need it anymore.*
LUX URY  I TE M
'An E80000 house fully fitted with a recording
studio and a large selection of  synthesisers
and samplers. It must a have a small room with
a L(81 and wall to wall women who have no
objection to ora '
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Our January issue was. of course,
the Christmas Special as well, and
kicked off with Oliver Frey's jolly
cover starring no lesser a person
than my esteemed self. There were
one or two other uninvited guests
present besides myself, like LCP
Adam (proving that the first
recorded electronicide was all hot
air), that rusty old Thingy Spring.
and Messrs Penn and Rignall
peering patronisingly through the
window.

But the season of goodwill con-
tained the seeds of some wintry
discontent too. Lucasfi lm had
their second and third games
reviewed — Koronis Rift
andBaliblazer, both sizzling at
96% and 98% respectively. They
sparked a controversy which only
hotted up when The Eidolon was
released a month later: many read-
ers found the games boring, and
thought they detected connivance
between ZZAPI and Lucasfilm.
Complete twaddle of course or my
name's Luke Skywalker.

Ballblazer introduced us to a
new form of future footy with
proto-technical terms like
bumpfield,  pushfield, plasmorb
and the super roto-snapping —
the kind of thing you do to Thing. It
also contained the best-ever com-
puter opponent, thought Gary Lid-
don —one evidently not shared by
a lot of Zzappers.

After the success of their Nodes
of  Yesod, it might have been
expected that Odin would come
up with something interesting for
their second game, and they did.
Robin of the Wood sizzled in at
92%, proving that a Sabrewulf
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The Main Margin Man of the cultured cult takes a whirlwind
tour through the galaxy of the past year's software

They've paid me more this year, last it was only eight months long,
but 1986 has enjoyed a full twelve of the things. A month for each
year a  ZZAPI  reviewer has lived — ah well, the breach with Jeff
Minter was healed and he turned into a Samuel Pepys for us. Such
is the price of fame. This past year, like any other really, has been an
exciting one on the software side, exhibiting a strong continuation
of the licensing and tie-in syndrome, but still providing us with some
tremendously original and polished games. Hang onto your ZZAP!
Caps, here we go

look-alike could be exciting and
original in gameplay — more than
could be said for what Ultimate
were doing; they seemed to be
sliding down a long slippery slope.

The once-great gamemasters
were hardly helped by Firebird's
dreadful 64 conversion of the not-
able Spectrum smash, Under-
wuride. It hardly looked like a con-
version and the weak sound and
awful music added nothing. But
Ult imate themselves hit a low with

their own release of Imhotep. Try-
ing to catch everyone out, the
name suggested another in the
Arthur Pendragon series, but this
was a peculiar space shoot em up
which, according to Gary Liddon.
played 'like a brick*.

Other hits of the month fell more
to adventure and strategy, with ol•
Whitey raving about 'Modem's
belated 84 version of Suspect
where the venerable wizard found
himself dressed as a cowboy at a
murderous fancy dress ball. Sean
was raving over The Temple of
Apshai Trilogy from Epyx (90%),
and waxing his moustaches over
Battle Of Britain from PSS, which
he felt approached excellence and
worthy of 84%.

Much of the year to come was to
be dominated by sequels, person-
ality or product tie-ins, and by
budget games. Never before had
there been so much value for
money available, but amid the
goodies lay much dross_ In
January Mastert ronic  hit us with
two MAD releases. The Last V8
and Hero of the Golden Talisman,
rather proving the point, for the
former was a dross-out (37%).
while the latter (programmed by
Shropshire-local lad Shaun
Southern) managed a respectable
78%. Firebird ran a smoother
course this month, with Willow
Pattern looking a bit average at
60a/D, the Filmation feel-alike
Chimera doing rather better at
70% and TV tie-in Thunderbirds
(disappointing for its potential) hit-
ting 72%.

For the following month, tie-ins
and arcade clones seemed to be
all the rage
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Did I say tie-ins and clones?
Here's the list (no italics, well
come to that in a mo. Rambo,
Commando, Gyroscope, Zorro,
Blade Runner and Space Pilot

But wait! I hear you cry. What
about the most famous of all— yes
folks. Friday the 13th. You thought
I'd forgotten it — so did Domark ,
and perhaps that's just about the
best thing to do. It was a complete
and antiquated disaster movie.
There was no doubt as to the rat-
ing, it had to be 13%. Still, Domark
could take some consolation from
the fact that a new software house,
Reelax had two real turkeys in
Gedie Goose (14%) and One Bite
Too Deep which scored only 9%.
Not only were they ghastly, they
proved to be Reelax's first and last
bites. After seeing the ZZAP! rat-
ings, Reelax rang up to say we had
murdered them—Jason rules OK.

The other tie-ins fared better.
but not by so much either.
Ocean's Rambo (66%) and Elite's
Commando (77%) were very simi-
lar in appearance and action. As
shoot em ups the skill factors were
a bit messed up in each case,
spoiling what may otherwise have
been slightly better games. There
was the celebrated fuss, too, over
Alligata's intended release of Who
Dares Wins, which Elite claimed
infringed their Commando
copyright. The matter went to a
court injunction, forcing Alligata to
withdraw and redesign their game
— it came out as Who Dares Wins

sometime before Christmas —
the first ever sequel without a pre-
quel.

US Gold/Datasoft fared slightly
better at 78% with Zorro. Not
many game players had seen the
original films or late Fifties Tv
shows, so the tie-In factor was les-
sened. Zom,  proved to be an
adequate plat form-cum-arcade
adventure game, but too simple to
be really addictive.
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a follow up to Anirog's  earlier h o e
Space Pilot, but a thinly disguised
'Time Pilot 84' clone, and a bitterly
disappointing one at that, Anirog,
one of the earliest of software
houses, was on the slide, and this
year has seen them disappear
from games producing altogether.

But perhaps the worst of the tie-
ins was CRL's Blade Runner,
based not on the film, but on the
music. A curious conception, and
a failure — the game was slow,
uninteresting, unplayable, but
worse still, the music was unli sten -
able to.
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Melbourne House came out
with Gyroscope, a 'Marble Mad-
ness' clone, but that, too. failed to
convince anyone. At 40% it was,
ultimately, a disappointer.

Like Melbourne House. Ult i-
mate made another bid to recover
their position with Outlaws, an
arcade style game which boasted
nice horsey animation but did little
else than promote a faint hysteria.
Julian thought it an improvement
over imhotep but the game still
only managed 35%.

So much for the February dross:
we also had two Gold Medals in
Gremlin Graphics's amusing,
addictive and highly original Boun-
der— the game that turned you
into a tennis ball, It was old-
fashioned in the sense that it pro-
vided just the right combination of
skill and frustration to make it
great. The other GM (and the very
jolly cover) went to luc as t i lm for
The Eidolon, another highly origi-
nal concept, that sent you within
the mind to encounter dreadful
dragons. The Fractal graphics
were even better than before, but
The Eidolon added fuel to the fire
that ZZAP! were in cahoots with
Lucasfilm and Activision (who
marketed the games in Britain).
Taken together with part one of a
long interview with Lucastilm per-
sonnel in LA, it seemed conclusive
evidence to support the case.
Dork-talk of course, otherwise my
name's Han Solo.

The month's Sizzlers were Us •
Gold's  Fight Night— really ratings
to support the extensive preview
in issue 8. This amusing boxing
game with its great comic-style
animations got 93% and was pip-
ped at the post by Firebird's
motor racing simulation, Revs.
Everyone liked its qualities so
much, it got 96%, it might have
even glinted gold but for one
important drawback — one that
sparked off another silly con-
troversy: the review clearly stated
it had to be played with analogue
joysticks. but many readers (and
some dealers) stubbornly insisted
we left that vital detail out. Some
people just can't read.

In conjunction with Sydney
Developments, who brought us
Dambusters, US Gold had
another respectable hit with
Desert Fox (87%), a well designed
WWII tank and plane game with
strategy overtones.

For the White Wizard there was
the estimable Infocom
Wishbringer — a beginner's game,
but most especially Leveig's con-
cluding part to the 'Silicon Dream
Trilogy', Worm in Paradise.
Paradise was probably just around
the corner — could it be March?
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'Time marches on' — gerroff
Thing, that kind of literary purple
prose is nano — what March
meant was five Sizzlers and a Gold
Medal. Mercenary should have
received its accolade for being the
longest-awaited game since
Ocean's Street Hawk and Knight
Roder. Unlike the latter (and we'll
probably never see the former),
Novagen's  3D thinking man's
arcade game was a masterpiece.
With its stunningly fast vector
graphics and original and convo-
luted plot, it raised a storm of
enthusiasm. JR got so excited he
said the 'depth of the game is
incredible twice, just to make sure
we got the point, Incredible.

Among the Sizzlers was a fol-
low-up to Odin's Arc of Yesod by
Thor. Arc of Yesod was very simi-
lar to its predecessor and would
have sparked off another injunc-
tion debate, had not Thor and Odin
been one and the same company
simply trying to confuse everyone.
Despite plagiarising their own pro-
duct Arc scored on its own merits,
getting 915'0.

Of the other Sizzlers, one was an
adventure — Borrowed Time from
Act iv is ion where private dickhead
Sam Harlow attempts to stay free
of New York gangsters amid
beautiful graphics — one was a
strategy game for Sean — Ger-
many 1985 from US Gold/SSI, an
appocalypse now scenario sub-
titled 'When superpowers collide',
one for the real hard core warmon-
gers—and one was a sports simu-
lation,

Hardball was cleverly t imed to
come out at the close of Channel
4's American baseball coverage.
US Gold are usually quite clever at
such things (until their yet to be
perpetrated World Cup Carnival
fiasco). With cunning use of close
up shots and distant field shots.
the 3D effect of this simulation was
exhilarating enough to earn the
game 939/0.
But Andrew Braybrook's Undium
managed a point more for Hew-
sons. Un'dium boasted stunningly
slick graphics which probably
seduced the ZZAPI team into
over-rating it a touch as it lacked
the depth of Paradrold.

Down-page reviews for March

indicated that Quicksilva (a bit
quiet previously) had not found
their earlier form as a software
house, The Beach-Head clone,
Deathwake(66%)failed to impress
as anything other than average
with its out-dated graphics and
limited garneplay; while Yabba
Dabba Do. the •Flintstones' car-
toon t ie-in was a bit of a let down
in gameplay at 60%.

Ult imate made their monthly
bid for re-fame and re-fortune with
the fourth Arthur Pendragon
game. Dragonskulle. Gary Liddon
was pleased to hear that it was the
last of what had become a
hackneyed format_ Silly mistakes
marred what was present and
dumped it in at only 45%. Another
hackneyed area by now was mar-
tial arts, and perhaps familiarity
bred a margin of contempt for US
Gold/Datesoft's Kung Fu Master,
Still it was an enjoyable enough
romp to get 79%.

Mastertronic sneaked another
value-for-money one through at
81% with One Man and His Droid
which, despite the Spectrumes-
clue graphics, contained a real
good game.

The March Hare prizes for
biggest disappointments both
went to Beyond (and Monolith the
thinly disguised Beyond other
house). Quake Minus One, another
long-awaited masterpiece, turned
out to be confused and confusing,
certainly a surprise coming as it
did from programmer Mike Single-
ton, But Enigma Force, the follow-
up to Sizzler Shadowfire, both
programmed by Denton Designs,
proved even more of a disappoint-
ment. The icon system they first
developed and by now com-
monplace. seemed a mite more
confusing, while the 'animated'
graphic display they had promised
as making the sequel more excit-
ing, was a disaster. The game
turned out easy to solve — if you
could be bothered. Not very enig-
matic.

The spring has sprung, the 9rass
is ris I  wonder where Julian
Rignall is?

Well he was on the cover, wasn't
he? At least. that's what everyone
thought, although art supremo Ohl
Frey still says not. However, the
great JR was inside, on our spread
about the Me l  Sound Sampler.
Wild sounds on the cover may
have made up for the lack of any-
thing sparkling elsewhere in the
issue, There were three (should
have been four) Sizzlers, two of
them being strategy games from
US Gold/SSI for hardened war
criminals— Field of Fire and Coues-
&on. Sean, at any rate was ecstatic
with his share of the accolades for
the month. The Whitest of Wizards
wasn't too displeased either
Infocom's SpeOlbreaker got 92%,
but there wasn't  a Sizzler logo on

the page — shame. He wizzed
onto two other odd adventures
from one software house as well,
Telarium's Nine Princes in Amber
based on Sixties whizkid SF
author Roger Zelazny's book, and
the long-winded sounding Perry
Mason — The Case of the Manda-
rin Murders. They received 83%
and 87% respectively.

No, the only Sizzler in the arcade
stakes deservedly went to Mar-
tech for Zoids. The 64 version of
this complicated icon/mapl
strategy/quick-thinking game had
taken some time in development,
but it was worth it, Oddly, it was
rather uninteresting to look at but
as Paul Sumner said, 'behind the
seemingly dull exterior is a very
challenging game'. Much the
same could be said of Paul
Sumner.
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In the interesting stakes, we pre-
viewed a game called Mindsmear,
the screen shots of which caused
a storm of interest from readers
and the trade alike. Alas, as the
May issue revealed, it was an April
Fool joke, though with a sting of
relevance in its tail. ZZAP! also
organised a Super Challenge bet-
ween prima donna programmers
Archer Maclean. Chris Butler, Jeff
Minter, Tony Crowther and
squeaky-clean Andrew Brayb-
rook. It was a nightmare of course,
and Jeff won, of course. Much fun
was had in the office using the
Datel Sound Sampler which
prompted the cover and nearly
launched the Newsfield 'Art of
Noise' recording label and JR's
pop career.

Equally interesting was Act iv i-
Won's Law of the West, an unusual
choice-only type graphical adven-
ture. The pictures were lovely, but
there weren't enough and the
belly-laugh-making answers were
too limited for the game to have
more than novelty appeal. But  for
effort it got 79%

In an otherwise rather dreary
month, the following are of note for
one reason or another: Yie Ar
Kung-Fu (Imagine 68%) for not
living up to Konami's arcade origi-
nal; Comic Bakery (35%) for also
being by Imagine and prompt ing
Gary Liddon to remark on the
shame of forcing talented prog-
rammers to turn out tat: Gerry the
Germ (Firebird 39%)for its lavato-
rial, scatological humour and
insipid gamepl ay (thankfully it was
never released); Rock 'n'  Wrestle
(53%) for indicating that Mel-
bourne House was having a Very
Bad year and not getting its brown
stuff together; and finally Back to
the Future for proving, yet again,
that excellent films so often make
dreadful games. 'Dewy  me,' said
understating Liddon, dit's bad,'
Gary Penn was more forthright —
•Coughl Choke! Gak! Ugh! Splut-
ter! — visually and aurally offen-
sive,' ejaculated he.

What a way to end a month!

E K .
f o r  
•

In many respects. May followed
April (well it usually does, I know,
but in software terms, I mean —
that is to say—dreary). In terms of
office polit ics (into which I do not
enter, but ever keep a watchful
eye) there were rumblings that our
beloved editor, Roger (he who
started it all) Kean would soon be
moving onto pastures new.
Specifically, LM magazine (a com-
plimentary copy of which you have
with this Chhstmas Special of
ZZAPI). Gary Penn, the heir appa-
rent, began to practise worried
frowns of concentration. I don't
know whether this helped.

We had a very last-minute Gold
Medal — hence its monochroma-
tic hue, it was too late for colour.
Not that Activision's Alter Ego
really needed colour to expound
its virtues. Everyone was con-
vinced about it — the word 'origi-
nal' was over-used in describing
its unique qualities. The simulation
was based on life itself, full of wit
and some very risqu9lie'e adult
situations. Sadly, only available on
disk, Alter Ego's release was a
marketing experiment by Activi-
sion, one which worked very well
for them.

On the Sizzling front were two
very different games, the first
being a sophisticated American
Football simulation from Ocean
called Super Bowl. Only Julian and
Paul reviewed it however, since
the two Ganes felt their antipathy
for the sport itself would reflect
unfairly on the game review. The
other was an unlikely contender
from a visual point of view,
employing graphics that would
have been old hat on a 1983 Spec-
trum. It was Thrust (94%) from
Firebird.  Appearances can be
deceptive, and in Thrust's case
they hid a superb arcade game
based very loosely on the arcade
original. 'Gravitar.  Doubtless, its
low El .99 price tag elevated the
percentage to Sizzlerdom, but
there was a feeling that even at a
higher price it may well have done
as well.

Somewhat lower down the
scale came US Gold's unusual (for
them) Psi 5 Trading Company
which, as its name suggests, was
a thoughtful and often compli-
cated commodity trading game
set in the future. Interacting with
the many characters within the
game made it fun to play and
earned it a good 88%. Another
unexpected goodie arrived in the
form of tie-in game Dr Who and the
Mines of Terror (86%) from Mic-
ropower,  unexpected because
the project was potentially fraught
with the usual sins of products
based on films or TV programmes.
But the good Doctor turned out to
offer a generally enjoyable arcade
adventure masked by less than
auspicious graphics.

Alligata's new house, Rino
offered us the piratical Ark Pan-
dora (80%), unusual and humor-
ous enough to catch the attention
of a jaded review palette, but that
more or less wound up the best of
the month. Alas for the rest

The much awaited English
Sof tware release Elektra glide
turned out to have been not worth
the wait and the boredom it
induced earned it 38%. the figure
bumped up for its instant but
short-lived appeal. Melbourne
House were still bumming along
In search of a genuine muse,
because the reappearance of Thir-
ties hoodlum. Mugsy in Mugsy's
Revenge certainly wasn't it. The
game received 33 ato mostly for the
pretty pictures, but Mugsy wasn't
singing. And on the same percen-
tage wack came Martech's
incredibly disappointing Geoff
Capes' Strongman Challenge.
The graphics were terrible,
eclipsed for abrasiveness only by
Rob Hubbard's music, described
by Julian as his 'poorest composi-
tion yet'. •At least there's
Samantha Fox Strip Poker to look
forward to,' said Gary Penn. He
always was a terrible prophet.

Anything else? Oh yes, Minter
started his diary about planning
and executing a new game to be
called tridis Alpha and Sean Mas-
terson c lambered up onto the
phone to talk to his lifelong hero,
infocom author Steve Meretsky.

End of act five_
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The weather brightened up and so
did the software, six Sizzlers and a
Gold Medal which went to Electric
Dreams for their brilliant Spin-
dizzy, an original game that only
faintly resembled 'Marble Mad-
ness'. Its 3D graphics were
extraordinary for their clarity and
the game for its addictiveness,

Palace followed up an e a t
-
h e r

Sizzling success with Cauldron
and were clever enough to have
made the gamep lay elements
quite different to Cauldron. Again
it was hard, but Liddon liked the
'neat control method'. Penn
thought it 'cool'. The game wasn't
massivelyohginal but it was highly
polished, and the same could be
said of Starquake as well This
Bubble Bus release was also a
sequel (not so much in story but in
feel) in this case to Steve Crow's
earlier Wizard's Lair. 'Extremely
nice'. 'exceptionally jolly', one of
the nicest to look at' were com-
ments. It was obviously a nice
game.

DIE'S oikre !r.' •

Two other arcade adventures
Sizzled: Spellbound from Master-
t ronic  (yet another sequel) con•
tinued the heroic adventures of the
knight from Finders Keepers while
The Edge finally managed to con-
vince ZZAP! that they could come
up with a game to match the hype
in the form of Fairlight  Speed

seemed to be its drawback, but
the depth of the game and the
interesting 3D graphics helped it
to the critical 90
0
/ o  p o i n t .

Sean had something Sizzling to
get his teeth into when Beyond
finally released a 64 version of
Mike Singletons excellent Doom-
dark's Revenge, but Beyond were
sliding towards a slough despond
with two of their top people leav-
ing.

Just when we thought it was
safe to put the rice-flail away. Mark
Cale's System 3 let loose with
International Karate — and to
everyone's surprise, it was 'really
rather good' (Liddon doing the
understatement bit again). IK was
better than Fist, more playable and
addictive, so it got 91% — and it
was cheap too!

Two more unusual games
scored respectably: Electric
Dreams's Raise the Titanic (88%)
prompted Sean to call it 'a sort of
Hackerfor fish freaks', but it was a
well-devised, good graphical
adventure. Beyond,  too, had a
good second-stringer in Bounces
(86%) from Denton Designs. Dis-
appointingly, this was not the
game the team had described
many months earlier, but under-
neath only fair graphics lurked an
involving, fun game.

From the sublime to the ridicul-
ous. Firebird's The Comet (a dis-
tant relative of Gerry the Germ) has
to be the most cosmic tie-in of all
time. Yes, you've forgotten— Hal-
ley's Comet was lust doing it's turn
about the Sun at the t ime of
release. But the scenario would
have made the venerable
astronomer, after whom the comet
was named, turn in his grave. Daft
as hell and twice as stupid.

Almost as awful, in fact, as V
(40%). Gary Liddon in a literary fit
summed it up quite well — 'I didn't
like the film, I didn't  like the TV
series, I'm happily indifferent to
The books having not read any of
them and I hate the computer
game. " Boring' would have ben a
simpler word for Ocean's tie-in.
Imagine had a licenced version of
Ping Pang (66%) out, forcing the
verbose Liddon to attack with,
'ruined by the restrictions
imposed by the licensing deal.'
Better, though, than Elite's licence
— Bombjack. Any saving graces it
enjoyed earned it 47%, but really
the game was a complete mess.

There wasn't much to adven-
tures this month, but CRL's Bored
of the Rings Middle Earth p'take
amused ol ' Whitey. It's nice to
keep a wizard content in June

An unusual month, July, with a lot
of the foremost games under
review being golden oldies. The
cause of this strange affair was US
Gold's budget house, Americana
releasing old but (in Britain) previ-
ously unseen American software.
There was a load of dross in there,
like Moon Shuttle and Scrolls of
Abadan, but three — Hes Games,
Sentinel and Slamball — all Siz-
zled noisily (yes Eugene, you're
right, we did coin the title one day
while sitting too close to the frying
counter of a burger bar). Despite
their age, the quality of the three
games at the low price made them
irresistable.

Two other releases stood out,
one also old, even though new
(confusing isn't it)? My very own
Boulderdash Ill from American
Act ion repeated the successful
formula once again, with the only
real change being the trendy bas-
relief graphics. But then, my
games work on the fact that the
essential ingredients— challenge,
skill, speed and quick thinking —
are timeless, and I'm not even big-
headed!

But the Gold Medal went to US
Gold for their truly wonderful golf
game, Leader Board. Incidentally,
the cover featured Leader Board,
tucked away on the glasses of that
pouting lollipop sucker. There was
an interesting conflict — rather
more hyped was Ariolasoft's Golf
Construction Set (79%). Our
editor, Roger Brackets Something
Brackets Kean reviewed this one
and acted as consultant on Leader
Board. The conclusion was firm,
Leader Board was much the better
and most enjoyable. Many flaws in
GCS made it unfriendly to use and
much less exciting.

An interesting appearance was
Popeye. marketed by MacMillan,
but first put out a year earlier on the
Spectrum by DK'tronics. It got
78% because of the pretty and
large-sized animated graphics,
but there wasn't  enough to do to
make it a real winner. Other
medium run releases included
Hewsons 's  steam' age simula-
tion. Southern Belle which
occupied Sean for some time as
he navigated along the railway
tracks between London and
Brighton to arrive on platform four
at 88%. US Gold had Acro Jet out,
and this kept Julian busy with its
acrobatic competit ions — he
scored 83% and did a neat Immel-
mann turn in the process. Firebird
invited anyone to take on the Rag-
ing Beast(89,'0) who turned out to
be a El .99 Spanish bull. Not amaz-
ing to look at, this game was a
hilarious success and led to much
good-natured swearing (that's my
version anyway).

On the cave scene, Wiz was into
another humorous adventure in
the form of St Brides/CRL's The
Very Big Cave Adventure (75%), a
parody of the famous, untoucha-
ble (?) Colossal Cave. He also
thought Infocom were under
attack from Level9 with their great
leap forward in the cost of hying —
The Price of Magik (they can't spell
either).

Down-page bummers included
the much-dreaded Max Head-
room, although Ouicksilva's
game did have sufficient redeem-
ing merits to earn it 6 0
0
/ 0 .  I t  w a s  
a

fair bet that the software house in
search of an identity would proba-
bly ruin the cult Headroom figure
— a game idea to daunt most.
Sadly, there were no redeeming
elements in Mirrorsoft's Biggles,
a hotch-potch of game styles and
ideas that added up to being less
than the sum of their parts-4E0/o
to be precise.

But perhaps the most ironic
bummer was Rino's Bombo, a not
cheap quasi-version of Bornbiack
—Alligata/Rino could almost have
had Elite's hackles up again, but
Bombo, poor as it was, was still a
mite better than Elite's official 64
version.
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A shock! Gary Liddon leaves
ZZAP! Towers, screamed the
headlines. The cause of his ejec-
tion? Newsfield had launched their
own software house called
Thalamus, and as the only semi-
technical person they knew (after
all, he'd been handling complex
machinery like kettles and teapots
for months), he'd been appointed.
Still, the familiar mug still appeared
on some reviews.

So what was there? Three real
Sizzlers, that's all, the fourth was
for Kik Start II, a 128 only game
version, so we'll leave that one
aside. Two were all-action num-
bers: Green Beret showed that
Imagine were back on form with
what proved to be an excellent
conversion of the Konami original.
Paul even thought it better than the
arcade machine and persuaded
Oli to put it on the cover, who did a
nice piccy of a man spitting bullets
from his mouth. The other was US
Gold's infiltrator that complex
multi-part fly in. get in, get Out
game for disk-based owners.

•

But to my mind, the best of the
bunch was John Twiddy's superb
conversion of CRL•s great Spec-
trum hit, Tau Ceti. Thoughtful.
adventurous and with lovely 3D,
the game deserved all of its 93%

For the rest — a very mixed
bunch inclusive of a colossal dis-
appointment from Nexus, the
software house run by the prog-
rammers of Psi Warrior. They had
been joined by Bill Delaney and
Clive Bailey who had earlier left
Beyond. The game Nexus had
apparently been in development
for over six months, but the result
was shoddy and unfinished-look-
ing graphics, an over-produced
'alternative' packaging and low
playability. It got 50% for trying.

Virgin, ever so quiet for ages,
threw out Shogun. a tie-in with a
difference, some lovely graphics,
a not bad story but difficult control
methods. It's overall slowness
relegated the game to 71%, a
touch ahead of Durell*s Saboteur.
This was poorly converted, but the
game itself survived well. Odin,
under their new guise of Firebird,
offered !CUPS, but hiccoughs was
all it got, apart from 49%. Same
rating, different game, we couldn't
wait for US Gold's Legend of the
Amazon Women if only to see what
lay behind those incredibly lurid
ads, you know, the ones with the
vibrating doobries for weapons.
Unfortunately, not much did, 'a
pretty average beat em up.' Julian
thought. But when they took on
Imagine at Superstar Ping Pong
they fared better. gett ing 85%
because it was a much better ver-
sion than Imagine's.

To finish off, Act iv is ion had
another off-beat adventure-cum-
arcade-cum-something or other in
Murder on the Mississippi (89%),
but there was disagreement bet-
ween the ZZAP! team over its
merits.

mit

The onset of Autumn saw Knight
Games on the cover, it also wit-
nessed a couple of changes.
Roger (Give us a Limp Bye Bye
Wave) Kean stopped being the
editor with this issue (arid Came-
ron Pound nearly stopped being
the photographer for taking the
picture), while on the writ ing side,
a new face appeared — Richard
Eddy, naturally known as 'Dick Ed'
to his friends. Richard's first com-
ment. 'I like Arac. He's a cool
droid
• •  
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boded well for Addictive Games
who emerged out of nowhere
again with this original and
refreshing arcade adventure. Arac
had awful sound, but Julian
thought it well worth a go.

There were four other Sizzlers
and TWO Gold Medals. One went
to incent ive for their tremendous
adventure writ ing package with
the uninspiring name of Graphics
Adventure Creator. There were no
ratings from Sean who looked it
over, just ravings. The other went
to Elite, who with Chris Butler at
the helm finally hit the licensing
mark on the head with their superb
conversion of Ghosts 4
n '  G o b l i n s .

Of the Sizzlers, top marks went
to Novagen for the Mercenary
Plus follow up, Second City. 'Miles
better than the first' yelled Dicky
and everyone agreed that it was far
meaner than its predecessor.
English Software recovered
nicely from the disappointment
of Elektraglicle with Knight Games,
scoring on the lovely backgrounds
and neat smash em up animations,
tinged with plenty of humour. Her-
cules from Alpha/Omega (or CRL
if you prefer) Sizzled too, prompt-
ing Gary Penn to exclaim that if it
were a female, he would marry It.
That boy has some serious prob-
lems. Dick Eddy reckoned we
should all 'have a bash at this
monsterous (sic) game.' Fortu-
nately he can spell a bit better now.

But perhaps the biggest sur-
prise came for Domark  who, after
years of valiant struggle with big
brawny names but less than brainy
games, Sizzled in for the first time
ever with Split Personalities. It
boasted great music, excellent
graphics and some good ideas.

Then to the rest of September,
and pretty dreary too. The Budget
buster rolled loads of games into

fft.i.,1141S EXCIlt-takeT— rrs 10 tovol4



the issue, and weren't  they all
pretty decrepit? There was also
Mligata's  Trap (82%), an above
average shoot em up, and Mc
mpool's  Mission Elevator (84%),
a well above average, addictive
and tough arcade adventure from
a new software house. Warhawk
from Firebird,  also proved out as
a reasonable shoot em up, but the
awaited conversion of the laser-
original Dragon's Lair (69°/0) from
Software Projects only received

•

lukewarm praise for making the
best of a bad job. More, too, was
expected from Gremlin Graphics
with Way of the Tiger (64%), but it
failed to unhackney the rice-flail
syndrome.

Most excitement came from all
the letters complaining about the
language musicians use when
they're having a ball, but we were
all trundling rapidly into October

Beyond the Forbidden Forest (US
Gold/ Epri) caused some furore.
II, like me 'n ' GP, you loved Forbid-
den Forest in its day (when I were
a lad), then you went for the new
one, because it was bigger and
better. But there were some, no
names, who never liked the first
one. Still, it Sizzled effectively
enough with the eerie atmosphere.
music and the gory bits for fun.
Richard Eddy reckoned it was the
equal of any horror movie.

Five Sizzlers in all, after BFF we
had diarist and professional hippy
Jeff Minter's latest — tridis Alpha.
Jeff and Liamasof t  had just
signed a deal with Hewsons  to
market the game, so for Hewsons
it was Gribblys to Gilbys as those
vain mirror-image Zzyaxians set
out to fool all other magazinereviewers.

Ocean found themselves with
the best and the worst on their
hands; Parallax, an unusual mix-
ture of game types with tremend-
ous graphics. Sizzled hotly at
931'0, while Knight Rider finally
appeared and fizzled at 16%. No-
one really expected anything
great, but after 16 months Ocean
should really have done some-
thing better than this turgid trash.

US Gold (and Epyx) had a sec-
ond Sizzler in the shape of Super
Cycle, generally regarded as the
best race game to date—also the
most designerish. Richard Eddy,
resident haute couture expert gib-
bered excitedly about having a
'purple bike with a pink and lime
leather jacket. Mmmmm,  nice!'

Like Gary Penn, this boy has
problems.
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An unusual Sizzler was Pow-
erplay, from Arcane, a Trivia type
game with bits added on, making
it fast, furious and fun to play.

Just missing the laurels, came
three very different games.
Firebird's  Druid (88%) was obvi-
ously based on 'Gauntlet ',  and
while 'not an essential buy', was
still worthy of attention. Activision
released a sequel in Hacker
grander and more complex than
its ancestor, but the magic had
faded slightly, and it. too, got 88%.
The 64 version of Equinox (83%)
from Mik ro-Gen impressed for its
colourful and lively graphics as
well as the funous action and puz-
zles it provided. But for the rest of
the month, there were few puzzles
to solve and much dross to sift
through, as Gary Penn's first issue
of editor came to a close.
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And so the ZZAP) team look for-
ward to the New Year and what it
brings. What will it bring? Will it
bring anything? Of course it will
(otherwise I'm out of a margin).
From Rodcford, your favourite
small person, a Merry Chnstmas
and a ProspefOuS New Year (bet
-ter be prosperous. your subscrip-
ton's  probably about to run out)

With November and December,
we're almost up to date, so I shan't
waste too many words. Most  of
these games are still making, or
about to make their mark. The
Gold Medal went to US Gold/
Epyx for World Games, a marvell-
ous confection of unusual sporting
events suited to each country vis-
ited. The backgrounds, animation
and the sense of fun confirmed
that Epyx are state of the art when
it comes to sport simulations.

Two Sizzlers were licensed ver-
sions, Dan Dare (Virgin) of a
character and Trivial Pursuit
(Dornatic — again!) of an activity.
Virgin had boxed cleverly in pro-
ducing different versions of their
game for each machine, capitalis-
ing on the merits of each. Trivial
Puisuitwas hardly new, but it was
the real thing and the best.

On the adventuring side, the
White Wizard enjoyably hummed
to the atmospheric, weird, cleverly
allegorical, funny and compulsive
Tass Times in Tone Town from
Activision_ Sean. too, had a
goodie in US Gold/SSI 's hard-
core wargame Vitenam.

For the arcade freaks there was
our very own software house's first
game. Thalamus and Samoan
Sizzled in at 93% with tremendous
graphics that some people felt
were inspired by Andrew Brayb-
rook's Undium. But Braybrook
and Hewsons just slipped the Siz-
zler noose at 89% for Alleykat.
Another great arcade actioner, an
excellent program, but perhaps
not quite as hot as Paradroid or
Undium.

Among the rest nothing spark-
led particularly bright, although
Bug-Byte finally managed to get
one of their budget titles up to a
respectable level. Jeep Command
(82%) got its rating for having a
'mountain of playability', accord-
ing to Richard. despite having
gameplay 'out of the ark,' accord-
ing to Julian. The big disappoint-
ment was Asterix and the Magic
Cauldron from Melbourne House
for its s low and frustrating play.

And so, with space rapidly run-
ning out, we dash into the present
— well almost

Okay! Here we go then. Look at me
an' my dazzling Gold Medal! Yep
folks, it's Rockford time again and
the debut of Boulderdash Con-
struction Set. Great isn't it! And so
it should be. Now you, too, can
devise the most monst-e-rous
caves to torture me with. I love you
all — really.

The other Gold Medal was
awarded unconditionally (and
unratedly) to Firebird for their
amazing The Sentinel. For the first
t ime there were four reviewers pre-
sent, partly because Julian had
some reservations.

Of the Sizzlers, well how are they
doing? The Sacred Armour of
Ant iriad shows that Palace
Sof tware are continuing to
release exceptional arid original
games. Trailblazer shows that
Gremlin Graphics haven't
finished producing compulsively
playable arcaders on a simple
theme, and Bobby Bearing (cute
new super-hero) indicates that
The Edge can come up with sur-
prises. The White Wizard had a line time

too with Rainbird/Magnetic
Scrolls 's monster graphical
adventure The Pawn to play with
— and from pawn to porn, there
was also Infocom's  naughty but
nice Leather Goddesses of
Phobos. Did you notice that it stars
Lane Mastodon, who was proba-
bly named after Newsfield's new
mag, L K
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MEL CROUCHER begins a long-running saga detailing the adventures °la Fast
Food Salesbeing of the future — TAMARA KNIGHT.

Throughout 1987, Tamara Knight's adventures will grace the pages of
ZZAP1 — but seeing as it's Christmas, there's a double dose to get you going.

Before we start, Mel Croucher would like to thank Sid Smith for the inspira-
tion of an intergalactic salesman travelling in rogue teleporters

God knows how I  can transmit this. But He
refuses to tell. Distant as ever. Something to do
with relativity and the phone bill. Which exp-
lains why we've just picked up a party political
by a Mr Mussolini from sometime called Earth.
Thc name's L.O.U.S.E. My name. Living On
Unemployable Serving Employer. The time is
now, but you are still then. Ho hum. Louses are



symbiotic with warrn-blooded life forms.
Right now I ' m powered b y  the human

detritus of your Heroine, Tamara Knight. Her
name, In  return for her Hostess function, I
advise her, solve small mysteries, save worlds,
that kind of thing. I am your Storyteller, at 69
quid per K. That's OK by me, being millennia
into your future. 'Me compound hereabouts
makes me better paid per word than JeffreySaggitarius•

'At the moment I'm disguised as a
birthmark on her fetlock. It's  nice
here. m o v e  tilt gets embarrassing.'

Tamara Knight is one in a million, She works.
As a salesbeing for Macdonalds, the Galactic
Tcleporter Corporation, Step in to  a  Mac-
donalds on Anorexia, pay your dues, and stepout on Turdus Canis. Smart outfit Macdonalds.
Never bothered with teleportation research on
organic matter. They just encode you digitally.
reassemble a copy of you at your destination.
drop your original through the floor o f the
booth, and make it into something called Ham-
burgers. Neat, eh?

Of course. Tamara can't tell her clients about
the burgers. Some of them may be vegetarian.
Or Oyveygans. In fact, if she is ever about to let
the truth slip, I ant preprogrammed to blow in
her ear. I  work for Macdonalds too. She's my
fourth Hostess this month_ I've been with Tam-
ara two hours. She's nervous. Very. I am also a
personalised neutron bomb.

At the moment I'm disguised as a birthmark
on her fetlock. It's nice here. I 'll move if it gets
embarrassing. We're heading for the planet
Pynkfloid, in the Nostalgia System, aboard the
company buggy. It's an Amstrad. Cheap, com-
pact, but it  tends to overheat. Pynkfloid is a
tough assignment. Inhabited by primitives cal-
led Hypees, of the Tribe of Myriter.

It's a toughy because these Hypees have no
use for travel whatsoever. Just sit around hap-
pily chanting their sacred word. • heyman'. I
don't think Tamara Knight is going to last the
day. Let me snuggle up for a soft touchdown.
and •  !  Great Lenin and MacCarthy! The
Amstrad has been hit by a strike and discon-
tinued by a Comet. We've been remaindered.
We are going _ t o  •  Crash!

Hmm. Crashed into a resinous brown moun-
tain. Half volcano. half flowerpot, Weird. Tam-
ara Knight picks herself up, dusts herself down,
asks me what to do. Sell! I tell her. That's what
we're here for. Export or die. (I 'll see to that).
Listen. I 'll pupate into a boil on your neck so
you can blend in with the natives, squattinground this mountain. Tamara shoulders her
flatpak Teleporter and wobbles off on those
organic propulsion units of hers.

She erects the Teleboolli with a flick
of the wrist and a stupid little creature
from the planet 13Iutac. I  turn into a
handwart for safety. Don't want toburst.'

Why is she giggling? Why are the Hypees
chanting •heyman Ganjar'? Ahal This holy
mountain seems to be called Ganjar. So does
that one over there. So are all the others hereab-
outs. My Hostess (and your Heroine) strides
towards her punters. Not noticing the mountain
following us. Did I tell you she is myopic, dys-lexic and friendly? Don't worry. I l l  work in
into the plot later.

She fakes a stumble, grabs hold of the nearest
Hypee, shoots him full of Dumboraegan, just
like at training camp, and flashes him that
devastating smile of hers. The punter ignores
her. He and his pals are discussing why it is that.whenever a computer is endowed with above'
human intelligence, it thinks for a few hours.
and then vanishes to an unknown destination.
It's a long discussion. About four generationsso far.

The mighty Ganjar mountain is  getting
uncomfortably close. Gaining speed. Th e
Amstrad gouged a sore with a bare bead on its
summit, and it  ain't happy. As a matter o f

fiction, it wants to squish Tamara, and me with
her. Forget the sales patter, baby. Move Out!
As the Hypees nod off in all this excitement,
one points towards the lumbering mountain.
'Heyman, they sure can move when they'rehungry.

'What'll I do. Louse?!' Tamara grits, armpit
hairs clinging tight with fear. Escape plan 666,
honey. I t s  the only way out. She erects the
Telebooth with a flick of the wrist and a stupid
little creature from the planet Blutac. I  turn
into a handwart for safety. Don't want to burst,
Tamara kisses me, I  feel the earth move. The
great Ganjar is about to crush us. It's shadowlooms.

She jumps in to  the  booth, sticks h e r
Alphacentauri Express card in the slot, and
does something predictable. Panics. Will she
make us into hamburgers and let our new alter
egos escape offworld? Will she freeze and let
the Ganjar devour us? The voice of Mussolini
begins to hector. The Ganjar hits the booth.
make an important discovery. I  like her. Her
finger hits the button. Abyssinia.

The plot thins. The movingcursor writes. The
digital duo discorporate. The booth is trans-
lated into industrial confetti. The mountain hits
Mohammed, I hear both of us screaming as the
trap-door opens onto those sharp minty bits.
Suddenly, nothing happens. The booth recon-
stitutes. I change my form, by way of celebra-tion.

'She swallows hard, which is how she
landed this job '

I am no longer a small brown wart on Tam-
ara's hand, but something distasteful in her left
ear. She swallows hard, which is how she landed
this job, opens the door, peeks without, A
niobium nodule beckons, then grabs her deli-
cately veined throat, and hauls us into a recep-
tion shed. A  Macdonalds Welcobot embraces
us, screaming. 'Welcome t o  th e  planet
Amnesia! A  real nice place to c r .  thingy

It releases her quiverings and trundles away,
scratching its memory banks and its interface.
A Slobway transports us through Retinal Kon-
go!. I never noticed what beautiful brown eyes
Tamara has. Onwards to Kustoms, where a vic-
ious Sennoid snaps. •  Anything to declare!'
Tamara is disorientated. les not every day she
escapes burgerhood. She hesitates. ' I  don't
know, your Honour. I didn't basic time to pack.
due to my own murder. What is my allowance?'
The Scrutoid puckers its antennae and mutters.• don't remember. •

Now it leaps onto her exposed shoulder, and
pokes a scanner in her ear. 'What's this .
stuff?' It means me, 'Which system have you
teleponed from?' Tamara is nervous, 'From
the Nostalgia System. Sir. This substance is a
souvenir. In no way could it be a LOUSE neut-
ron bomb advisory unit. By the way, can I
interest you in purchasing your very own Mac-
donalds Telepooer booth? Save yourself the
trouble of queuing with the criminal classes of
software wholesalers.'

I whisper to her that she is wasting her time,
According to my files, nobody has ever left the
planet Amnesia, and what is more, there are no
records of anyone ever visiting it, and what is
most. Central
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ation it is.
The Scrutoid is still peering into Tamara's

ear. But it  cannot remember why. We slink
away. A holotioarding scuttles after us, singing
*Pack u p  a ll ye r cares an ' woe, Mi lk  o f
Amnesia!' I ask what intelligent life forms hang
out here, but naturally it does not remember.
We leave the building, turn left at the police
phone box with the 'who was here' graffiti, and
follow a sign reading 'Boldly Go'.

We enter a cave with a golden key, a Hobbitat
empty lamp and magic truss in  it ,  squeeze
through the secret tunnel, and arrive back
where we started. 'Welcome to the planet, er

whatsitsnamer screams the Welcobot, 'a
real nice place to, hmmn, to e r  •  We
avoid the Slobway. and I advise my Hostess to
Go North. 'Why, Louse?' she sighs, 'Because,
my dear, it's time for some gratuitous sex and

violence.'
Sure enough, as we pass under a flyover

marked • Hatfield. Polaris and the North: no
poncy wine bars for 142 light years*, she treads
on a pair of jiggajiggabytes. Out into the hall-
light o f Amnesia, where a blue moon hangs
neither here nor there. We follow a yellow brick
road, as the wind lashes Tamara's body, whip-ping sharp sand everywhere.

A weird castle straddles the horizon, with the
words 'Weird Castle' in the borealis. No matter
how far she walks, the structure is as distant as
ever. I snuggle into her ear for warmth and pro-
tection, as the freezing storm abuses her. After
a week or so, I realise that she is crying. Poorkid. What a rotten first assignment this is.

• i t ' s  not that I am wretched, need
to go weewee, have a bomb in my ear,
and no sales commission from Mac-
donalds." What then, babes?' I  ask.
She winces, ' I've  got sand in  my'pants!"

uc sau. I  some, *i know that you are
cold, hungry, wracked with thirst and facing a
fate worse than Imagine in the Weird Castle,
but look on the bright side . "  It's not that.
Louse,' she sobs, 'it's not that I am wretched.
need to go weewee, have a bomb in my ear, and
no sales commission from Macdonalds. "What
then, babes?' I ask. She winces, 'I've got sand
in my pants!'

Should I consider changing my form to helpher out? Should I consider that this is a family
publication, and no editor is banning me after
only 1437 words? Should I mention the fact that
superintelligent computers keep materialising
from nowhere and heading off to the Weird
Castle at high speed? Should I start a weeklyrag titled 'Bang'?

• I feel as much affection for her as is
possible for a neutron bomb to feel
towards its pathetic human victim,
and resolve to help her.'

Tamara Knight is abandoning hope, and try-
ing to get the sand out of her pants. I  feel as
much affection for her as is possible for a neut-
ron bomb to feel towards its pathetic human
victim, and resolve to help her. She collapses in
a wind-lashed sobbing pile, awaiting death, ora bus.

Every parsec or so, an above-human-intelli-
gence computer materialises from nowhere,
builds a wind-powered hovership, and heads
for the Castle. I f  we could hitch a ride, life
would not appear so terminal. But the little
devils are so smart that by the time Tamara
crawls near, they're off! I  calculate that the
chances o f  stumbling across a  n e wlymaterialised machine are so remote that

We trip over a newly materialised computer.
Tamara instantly sits on it, sidesaddle. What a
lady. What a klutz. As its wind-ship takes off
I he computer squeaks. ' Gerroll me. you human
parasite! I haven't come all this way to find God
just to have the likes of you sit on my interface!'
Tamara tightens her grip, and yells back. 'Re-
member the First Law of Robotics. Cause meno harm!'

The electronic pilgrim makes a very rude
noise, flips the ship on its back and drags Tam-
ara's buttock along the yellow brick road in a
most unladylike manner. The Weird Castle
looms. The speeding computer tries to shake us
off, as we head for the entry portal, just below
that great whirling cxtractor fan. Tamara is now
hugging the machine to her bosom.

erroff me. you organic bitch! I can't see
where I'm going!" Remember the Second Law
of Robotics,' Tamara gasps. 'always obey a
human!' The little computer ducks, dives and
snarls, 'Poke off, flesh features! I've come here
to forget all that old screendump_ Unwrap your-
self before we, •  And sure enough, ladies.
gentlemen and Nevisfield readers, the ship hitsthe fan.

Tamara's adventure continues on page 152
ZZAP! 64 Christmas Special 1986 6 1
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COMP',
Poor old Rockford, he's been with
ZZAPI right from year dot, working
year after year to make the mar-
gins an interesting place to read.
Rockford's a  selfl ess s oul  and
accepts that  the function he per-
forms is an often thankless one but
this issue, those nasty ZZAPI lads
have taken Rocky for granted once
too often.

They decided to write a special
feature for Christmas — a profi le
of all the magazine's personalities
under t he  heading Th e  ZZAPI
Lads. Well this is all fine and well,
but they do seem to have made
one omission, one very important
omission_ Yes, you've guessed it,
poor old Rocky Rockford has been
left out once again. This  has got
the poor sprite down so much that
he's refused to appear in the next
issue.

ZZAPI without Rockford, it's like
strawberries without  cream, Lid-
don without  food.  Penn without
Hair Mousse, Julian without  Ego.
THIS CA N NOT HAPPEN.  Rally
round Rockford,  ZZAPI  readers.
Your help is needed urgently. Have
a look at  the ZZAP! Lads bit  (on
page 35) and see the sort of ques-
tions that they are asked and make
up a  ZZAPI  Lad  interv iew wi t h
Rocky Rockford. Keep in mind all
his likes ,  dis likes  (don' t  f orget
Thingy) and make it all as realistic
as possible.

With all the lovely profi les that
that should come in f rom all you
lovely readers there's no way that
Rocky would refuse to appear in
the next ish. He'll be s0000 happy.
The bes t  fi f ty  ent ries  wi l l  eac h
receive a copy of the Boulder Dash
Construction Set along with an
exclusive Boulder Dash T-shirt of
which only fifty are being printed.
Databyte have supplied the prizes
since t hey  a r e  unders tandably
concerned about Rockford's pos-
sible departure. Get  cracking, as
quick as possible, we need your
help badly _ M a k e  s u r e  y o u r
Rockford Profi le reaches us  by
20th January  1987 —  we  don' t
want to lose our margin magician.
Send y o u r  p rofi le  t o  D O N ' T
LEAVE RO CKY ! PLEEEEZE
COMPETITION, ZZAP!64, ZZAPI
Towers, PO Box 10, Ludlow,
Shropshire SYS 1BD. Thank you.

4f19- ,
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50 Limited Edition T Shirts to be WON in the
COME BACK ROCKY, ALL IS

FORGIVEN COMPETITION
50 BOULDERDASH CONSTRUCTION KITS

up for grabs, too
Thanks to DATABYTE
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Telephone: Glossop (STD 04574) 66555/67761
140 High St. West, Glossop, Derbyshire, England

COMMODORE 64 REPAIRED FOR ONLY E35.00 including POST& 1111PACKING • PARTS • INSURANCE — NO HIDDEN EXTRAS!
Are you fed up wattling weeks for l e  Wh ile  you wait repair service *  Most  CornmOdores repaired
KAY Computer robe rewired  *  3 rrion tn  writ ten guarantee on all w i t h i n  1 fi r
well watt ho longer We  repair all r e p a i r s  *  All Micros insured for return journey
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can order the replacement I C. f rom our range
6526 2 3 . 0 0  901225-01 2 3 . 0 0
6510 2 3 . 0 0  6569 2 3 . 0 0
6581 2 3 . 0 0  4154 RAMS 3 . 0 0
901227-03 2 3 . 0 0  Po w er Supply
901226-01 2 3 . 0 0  Units 2 9 . 0 0
All prices include I/ &T., please ADD El 50 to cover
P It P and handling costs, Insurance.
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D.I.Y. SECTION-

FREELANCE PROGRAMMERS

You now have a chance to join a winning team, that gave you
KIKSTART, TRAILBLAZER and many many more. In fact we have
over 40 games in production, with sales of well over ONE MILL-
ION units worldwide. Join SHAUN SOUTHERN and the
Development Team at MR CHIP SOFTWARE, established 1983
and still growing.

For details contact Doug.
Tel. 0492 79026 (10 am -  5.30 pm)
or write to Mr Chip Software, 9 Caroline Road, Llandudno,
Gwynedd, LL30 2TY.
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FILL THOSE GAPS!
DON'T MISS OUT! ORDER NOW!
We keep a VERY limited stock of back numbers to
ensure your collection is complete, after all, we
wouldn't want any gaps in those ZZAP! Binders. Here's
a quick look at what you're missing

0 g Lhostmas S pera. 1985,86

172 P ork - Free  P a ge s ! A m a z ing FR E E  D ouble
Soded O h  Frey  P oster ! Balrblaz er Gold  M edia*
THREE Spfendod &br iers ! Kosonis R ift! Robin o f
the Wood! Temple o f  AlInsal IN logy l Advanced
Musts S ystem! U ndium  P review! SO(  P ages o f
thum pha nt Tips! Underwor ld° M ap P an 1. Archer
M aclean AND Jeff M inter Interviews! US Gob:, Pre-
views! Rockford's R ound -Up! All is  Revealed —
Inside ZZAP ! Towers! Short S tory by 2000 AD's &ri-
nse M ani And Even M ore!vin Gosnele Cei Frey P rofi le 2
0 0 0  A D  
S p e a k !  
T e r m i i

No 10 February 198,6

I le  P eraplcuous P ages! B ounder  A N D  Eociodon
Gold M edals ! TWO S uper  S taines)  Fight NighE
Revs! Deus Ex M achine. Tony Crowther AND Mar-
lin Galway Interviews! SIX Pages of Touching TOW
Dynamite D a n M a p! U nde r wor ld°  M a p  P a o ILI
incredible Poctures in the  Compunet Art Gallery!Man! And More!shaowapieti Leitaatiim Interview Part It Terrnmat

No I I  March 1906

I I I  P erpetual P age,! Mercenary Gold MedairFIVE
Supreme Sizziers!Arc of * s o d .  Hardball, Uridium!
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Please ttck the correct box
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BACK NUMBERS SPECIAL OFFERS!
•  Order THREE or FOUR issues at the same time and get 40
pence off TOTAL COST!
•  Better still, order FIVE or MORE issues at the same time and
get 20 pence off EACH ITEM!

PRICES
•  ALL BACK ISSUES NOW £1.20 EACH (including P&P)
•  OVERSEAS ORDERS: £2.00 per magazine (they cost a small
fortune to send)

Name

Address

—
Postcode

• • • • • •

• • • • • •

• • • • •  •  •  •  •  m ono •  • • •
• • • • •
•  •  
•  .
1 4 0 4 .
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Nurnber of issues Ordered
Less discount if spplicable

TOTAL COST t
I enclose a CHEQUE or POSTAL ORDER for the TOTAL

BACK NUMBERS,
ZZAPI 64 MAGAZINE,
PO BOX 10, LUDLOW,
SHROPSHIRE SYS 1 DB

• • • • • • •• • •

• • • •

• • • • • • • • • • • di— e-• • • •

Please make cheques/postal orders payable to ZZAP! it is best to avokt
sending cash payments. Please DO NOT enclose ANY order with mail to
the EDITORIAL side of the magazine as this will result in DELAYS! Send
your orders to the address below
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( Commodore Cassette£ 9 9 5 BBC Micro Cassette e9.05
Commodore Disc e11.95 BBC Micro Disc 811.95
Amstrad Cassette S9-95 Master Compact Disc Ei4-95
Amstrad Disc £14.95 Electron cassette £9.95

Being pursued
by a MonsterL._

The Time Bomb
Is located _A

r
-  
T
h
e 
P
o
i
s
o
n
o
u
s 
F
u
n
g
u
s

grows I n s i d
i o u
s l y

The Screen Editor.

ANN Arrnr111111 Al m=

The Character Editor. A

r
-  
C
o
l
l
e
c
t
i
n
g 
a

Golden Crown

Are you ready for the ultimate challenge?
Our original Repton game was immediately acclaimed as a refreshingly new concept: a game requiring dexterity to complete its arcade-style
elements, and clear logical thinking to solve its strategic puzzles. Repton involves retrieving treosure from cleverly-constructed traps of lolling
rocks whilst avoiding the fearsome monsters and haunting spirits. "This is an astounding game reaching new heights in BBC arcade adventures,"
enthused the Micro User magazine.
Last Christmas saw the release of Repton 2, larger and much more challenging than before. Acorn User's Technical Editor Bruce Smith wrote:
"Repton 21s better than anything I've played on the BBC Micro or Electron. Brilliant!"
No completely rewritten and Improved for the Commodore, Amstrad, BBC Micro and Electron, we proudly present Repton 3. For the first time, a
screen-designer is included: try to devise screens that will perplex your friends, then see if you can solve their newly-designed screens. Another
innovotion is the character-designer which enables you to design your own monsters, rocks, eggs, spirits, diamonds a n y  or all of the game'scharacters can be redefined as you wish.
Repton 31s much larger than its predecessors — It has 24 fascinating screens, and players who are skilful enough to complete them all con
enter our prize competi tion described below. All the favourite Repton characters have been retained, together with several new features: a
creeping poisonous fungus which grows at an alarming rate; time bombs and time capsules (for puzzles in the 4th dimension); and golden
crowns as well-deserved rewards for your endeavours, Can YOU complete Ropton 3?

PRIZE COMPETITION
If you complete Repton 3, you can enter our competition,

Prizes Include over E200 in cash, with 1-shirts, mugs, badges
and pens for runners-up

I
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SOFTWIliti
Limited

Dept. R19• Regent House, Skinner Lane, Leeds LS7 lAX.

ACORNSOFT

4 0
0 1
=

COMMODORE 641128 •  AMSTRAD CPC 464166416128
BSC MICROS:B, B+, MASTER, MASTER COMPACT. ELECTRON

The screen pictures
above show the
BBC Micro version of
Repton 3_

Telephone: 0532459453.

VISA

24 HOUR TELEPHONE
ANSWERING SERVICE FOR ORDERS

OUR OUARANT1EE
• All moll orders are despatched

wtthin 24 hours by W O =  post
•  Postage and pocking is tree
•  Fauity casseties and discs will be

replaced Iromeairsowy



Now you can experience the Wad
Alright. So you've wiped out the Russians in

Summer Games.' You've scored near perfect lOs
in Summer Games IP' And your performance in
Winter Games" now sends chills down competitor's
spines Well, just how tar are you willing to go to
prove you're the best? Does 24,000 miles sound
reasonable?
Visit exotic places,
In World Games.' you'll wing your way around the
globe beating the pants off foreigners In eight inter
national events, each one authentic to its country
of origin You'll see incredible, exotic locales as you
trawl the world circuit. Why. you'll even have your
own on-screen tour guide to smooth your way.
The events the Olympics forgot.
To become the champion you'll have to dive off the
treachemus cliffs of Acapuko 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 for the caber toss.
Canada. for the near impossible log roll. France. to
ski the Slalom. And, at last, the U.S. of A to ride
the meanest bull in the states.

This, then, is a challenge of global proportions.
The question is, are you ready to go the distance
,

BIKE ACTION
CBM 64/1128
Amstrad
Cassette E9.95
Disk E14.95
Swum 48K
Cassette £7.95

SUPER CYCLE
Racing was never so last and furious. Push your cycle
to the limit and you win, rush it OVC1 and you crash_
Any more realistic and you'd need insurance to ride it

MONSTER ACTION

THE MOVIE MONSTER GAME
This is a new and diffetrot appmach irestod ot
running away from monster,. you ate the monster
gobbling up everything and anything in your way

. :11•10 g u n s ,  P I C =
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diatd Way, Haar&
ti! lel) 350 3388

CHAMPIONSHIP WRESTLING
Take on any 8 rowdy wrestlers, each with his own
individual style when it comes to busting heads_ These
guys use every diny trick known to man and a few that
neret. So you'll have a real tight un your hands to win
the coveted 'C'hampamship Wrestling Belt!

TM S pe c tr um  48K 1 8 . 9 9  rms.

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.
Conunodore 64/128 69.99 cass114.99 disk

Amstrad 6 9 . 9 9  casc114.99 disk
Atari ST 1 2 4 . 9 5  dak

o n o .  M l  a z  m o n  w e l •  O M ,

DESTROYER
As captain ot a fully armed, Fletcher class US Naval
Destroyer conduct a seek and kill 'sub' hunt, a convoy
CSCOft, a bold rescue, OF 4 other pniglessively difficult
scenarios, hi a different MiS.9011 every time



ACE (Cascade)
..e 8 3 . 3 1 3 0  M Horsey, Waltham Abbey,Kent

26.890 John Doyle, Kilmamoch, Ayr-shire
- 25, 300 James Duffy, Cheylesmore,

Coventry

CAULDRON II (Palace)
1,508,550 Cliff Nobresa, St Helier, Jar-

• sey
153,750 John Reynolds, Dual ord, Cam-
bridge

- 132. 400 Shaun Russell. Shildon, Co
Durham

1942 (Elite)
754,300 James Whitworth, Oldham,Lance
61.650 Stephen Conlon, Bitterne,
Southampton
56,300 Sanely Vaghelle. Rugby, Warks
ALLEYKAT (Howson)
4,429.400 John Doyle, Kilmarnock,Ayrshire
3.761,700 lain Reddock, KirkeItly, Fife
3,525,550 Paul Turner, Canterbury,Kent

DRAGONS LAIR (Software Prolee%)
30,910 Martin Cayle, Clifton. Notts
28,857 Gary Turner, Swidon, Wiltshire
24.767 Adam Turvey, Sidcup, Kent
DAN DARE (Virgin)
6796 David Sullivan, Heywood, Lancs
6345 Graham Lamb, Maidstone, Kent
6228 Carlo Iacono. St Albans, Hens

ENCOUNTER (Novegen)
1,888,000 Me, Crewe. Cheshire
1,135,500 Stephen Blidgeon, Wythen-
shawe, Manchester
649,900 Andy Clifford, Aylestone.Leicester

FLOYD THE DROID (Ariolasoft)
4,920 M J Lenton. Burton-on-Trent
Staffs

FIST II (Melbourne House
346,000 Michael Scully, Acton. London
277,000 James McCarthy. Peter-
borough
191,300 Peter Day, Milton, Cumbria

GRIBBLrs DAY OUT (Howson)
64,079 Ryan Kelly, Glasgow
62,899 Peter Evans, Aberporth, Dyfed
15,729 Tim Veal, Portishead, Bristol

GREEN BERET (Imagine)
1,059,870 Martin/Jon Black, Sheffield
755,800 John White. Whitefield, Man-chester
626,260 Robert Thys,l i p  Smite

GHOSTS AND GOBLINS (Elite)
242.000 Stuart Galloway, Yardley
Wood. Birmingham
203,900 Gavin Fraser, Crediehall. Inver-
' le ss
1E10,000 Billy Jenkins, Warrington, Che-shire

HERCULES (Mph. Omega)
755,500 Robert Hemphill, Port Glas-
gow
560.9103 Beddows, Rugeley, Staffs
511,080 Scott Carstairs, Paisley,Rentrewshire

INTERNATIONAL KARATE (System
3)
306.750 Godalming, Surrey
303.000 Ryan Kelly, Glasgow
302,000 Shazad tribal, Bury, Lanes

IRIDIS ALPHA (Llamasott)
141.050 C Gorham, Braintree, Essex
138,200 Michael Pinder. Blackburn,Lancs
132,140 N Drew, Reading, Barks

JEEP COMMAND (Bug Byte)
125,240 David Burton, Stoke-on-Trent,Staffs

KORONIS RIFT (Activsion)
128,780 Mark Tortolano, Stirling, Scot-land
96.430 Colin Burroughs, Ipswich, Suf-folk

KNIGHT GAMES (English Software)TOTAL

68 ZZAP! 64 Christmas Spe

THE SCORELORD SPEAKETH

I am feeling somewhat - a h  -  'sentimental' (a touch too much
of the lethal liquid Dom e s t os  -  I fear) so I will adhere to your
ingenuous Earthly customs and show goodwill to all humans

I bid you Merry Christmas, and a prosperous new year (for
what lt is worth). Hmm, I am most certainly in need of rest
From the information I have gathered about your education
system I know full well that shortly you will not be required
to attend your establishments of learning. Therefore, I trust

you will channel every minute of your spare time into playing
games a  far better course of education in my valued opinion.

Remember, the ZZAP! CHALLENGE CHAMPIONSHIP is
approaching. I will have more details in the new year. Until

then, my noble acolytes f a r e w e l l !

65,510 Alex Cassidy, KirkintiNoch
65,170 Chris Maclean, Halsby, Che-shire
65.120 Michael Smith, Stockton-on-
Tees, Cleveland

LEADER BOARD (US Gold)
NOVICE
-24 Victor Gordon, Co Armagh. N Ire-land
-23 Shaun Russell, Shildon, Co Durharro
-23 Mick Gray, Downhead Park, Milton
Keynes

AMATEUR
-20 A Edwards, Stevenage, Hens
-18 A Gudgeon, Cardiff
-16 Leon Mackensie, Gulictford, Surrey
PROFESSIONAL
-21 Tom McKee, Dingwall, Ross-shire
-19 A J Lowery, Chodey. Lancs
-17 Russell Williams, Sydney, Australia

LAW OF THE WEST (US Gold)
9,650 Svein Kierstad, 6017 Asetranda,
Norway
7,937 Lee Smith, Billingham, Cleveland
7.455 Graeme Dutch, Tillydrome, Aber-deen

MERCENARY: THE SECOND CITY
(Novagen)
523.981cr Raymond Catalan. Ruislip,Middx

MISSION AD (Odin)
49,320 Anon, Bea/wood, Bournemouth
48.670 David Barker, Feltharn, Middx
21,560 Steven Towle. Grimsby. SHumbs

NOMAD (Ocean)
175,745 M J Lenton, Burlon-on-Trent.Staffs
4,065 Paul Want, Harrogate, N Yorks
3,885 Paul Tudor, Slourbridge, Pod-more

NINJA MASTER (Mastertronic)
68,150 Stuart Peirson, Middlesbrough,Cleveland
10,200 Sanjay Vaghela, Rugby. Marks

cial 1 986

PARADROID (Hewson)
296.435 Jeremy Foy, Tring, Hens
273,740 Michael Leaver, Colne. Lancs
274,715 Jessamine Cottage, Whitch-
urch. Shropshire
PING PONG (Imagine)
62,200 Graeme Dutch, Tillydrone,Aberdeen
57,040 Barrie Hallett, Lawrence Wes-
ton, Bristol
51,300 Anoosh Lachin, London W13
PHANTOMS OF THE ASTEROID
(Mastertronic)
561,412 M A Grist. Reading, Berks
286,064 Chris Napier, Long Marston,Herta
211,103 Andrew Crofts, Sutton Col-
Meld, Birmingham

PARALLAX (Ocean)
78,400 Adam Pracy, Newton Flotrnan,Norwich
66.480 J MiltCManOS. Barnstaple,Devon
58,400 Tim Austin, Bush bank,
Hereford

ROCK 'N' WRESTLE (Melbourne
House)
2,655,200 Aan Smith. Glenrothers, File
941,300 Graeme Dutch, Tillydrone.Aberdeen
842,480 Jamie Ford, Southampton
RAMBO (Ocean)
7,142.600 Gary Turner, Swidon, Wlit-shire
8.909.600 Ian Church, North Shields,
Tyne arid Wear
6,659.000 Neil Haydock. Denton, Man-chester

RAGING BEAST (Firebird)
104,374 Paul Ellis, Barnehurst, Kent
67,092 Matthew Minshull, Great Barr,
Birmingham
63.883 Matthew Dodd, Braunstone.Leicester

SANXION (Thalamus)
156,540 Leon Dasn, London NW9
124,500 Gary Penn, ZZAPI Towers
71,790 Andrew Mount, Maidenhead,Eterks

SCARABAEUS (Ariolasoft)
277,824 Robert Berry, Fleetwood,Lancs
273.744 Douglas Clark, Carstairs June-
hon. Lanark
256,128 Luis Troyano. Stockport, Che-shire

SABOTEUR (Dural!)
E395,000 God and Jim. Huddersfield,W Yorks

E208,200 Adrian king, Swindon, Wills
E99,999 Julian Smith. Sheffield

STARDUAKE (Bubble Bus)
287,763 Nigel Frond, Godalming, Sur-
rey
273,667 Per Kiellancler, Stenungsuncl,Sweden
255,902 Ova Knudsen, 5033 Fyl-
lingsdalen, Norway

SLAMBALL (Americana)
4,684.710 Martin Dalton, Rochester,Kent
4,593,910 Ian George, Cambridge
4,565,200 Philip Lisa-Webster
Appleyard, Witeemsi3a, F Yorks

SILENT SERVICE (US Gold
(TONS SUNK)
150,250 Jonathan Page, Harshen% WSussex
146,250 Duncan Burke, Calverley,Leeds
103,700 Liam Bailey, Lambion. Tyneand Wear

SPLIT PERSONALTIES (Domed()
633,200 Mrs L Hayden, London El 6
404.700 Rob Brown, Portobello, Edin-
burgh
382,100 LH Madsen, Wipe, Denmark

SKOOL DAZE (Micromega)
70,480 Garry Smith, Dershingham, Nor-folk

THRUST (Firebird)
1,103,800 Arlo Swinson. Doncaster, SYorks
715,400 Sean Banropp, Hockiele•Essex
611.350 Jonathan Page, Horsham. WSussex

TAU CETI (CRL)
20.465 Robert Elliot. Middlesbrough.Cleveland
20,440 Shaun Russell, Shildon, CoDurham
20.2600 Sampson, London EIS

TRAP (Alligata)
481,900 Lawry &rem. Liverpool 123
429,510 Colin Bayne, Glenrothes, Fife
328,500 Robert Elliot, Middlesborough,Cleveland

URIDIUM (Howson)
22.906,385 CN, SP, MD, JK, Marston
Green, Birmingham
3.820,020 David Horsburgh,
Uddington, Glasgow
3,428,985 Andrew Mackay, Liverpool18

V (Ocean)
24.600 D A Ashcroft, Wirral, Cheshee
21,200 Danny Pratt, Southampton
21.100 John Doyle, Kilmarnock Ayr-shire

WAR HAWK (Firebird)
1,434200 Michael Shanks, Norwich.
Norfolk
1,405,392 Mark Leitch, Norwich, Nor-
folk
1251,157 Nick Marshall, Nowhere

WAR (Martech)
14,649 All Kerswetl, Guildford, Surrey

YIE AR KUNO-Fit (Imagine)
152,280,000 Scott Grace!), WhitleyBay, Tyne and Wear
92,432,400 Riaz Reshamwala, LondonNW4
60.200,700 Jamie Ford, Southampton
Z (Nino)
232,000 Anand Aggorwal, Rus t
-
mien ,

Northants
219,800 Ertend Verne, Oslo 3. Norway
187.300 Mark Taylor, Stanford-le-
Hope, Essex





For over eighteen cycles I have been or bng Earth
In my Command module, sent to this miserable,
pathetic orb of a planet to discover whether indeed
Its puny organic life-forms are ever likelys h o w
any skill at the art of wielding the ols

On my home mi d,  youngsters areirained as
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blocircuttry evolves and becomes keener of reflex,
the better young apprentices enter the Videodromes
to perfect their skills at attaining high scores.

Nearly one and a halt of your Earth years ago, I
was sent on a mission. A mission that has caused
me great pain and physiological damage — damage
which is beyond the capabilities of my ship-board
mediputer to repair. A mission which required me

J U L I A N  R I G N A L L
A decidedly evil and puny creature whose ego began to
grow many years ago when he was awarded a title by
an antique computer magazine by the name of C&VG.
Since those days when the tiny Rignall first brushed
with fame, his body and ego have grown at dispropor-
tionate rates. Currently, his ego is large enough to be
regarded as a second moon for your planet while his
body and musculature are still on a par with a two-
week-old Orang u'tang
His choice of game is Oropzone, a horizontal scrolling
shoot em up, available only on the Commodore.

In essence Dropione resembles an arcade game by
the name of Star Gate — a sort of enhanced Defender.
The player controls a man with a jet pack, laser, smart
bombs and an inviso cloak that grants temporary
immunity to aliens and their weapons,

G A R Y  P E N N
Known as 'Girlie' to ZZAP! readers on account of his
Pennchant for dressing up in nighties made for pre-
pubescent schoolgirls, as well as for huge, elaborate
tonsural sculptures created with the aid of giant
economy sized tins of Boots Own Brand hair lacquer,
Penn's prime claim to fame amongst his readership is
achieved by performing Dangerous Brothers type
stunts. So far he has stuffed the entire ZZAPI storecup-
board's supply of joysticks down his trousers and eaten
four fingers of Kit Kat sideways.

His choice for the Challenge is, again, a Commodore-
only game, this time by the name of Samson. It's a
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TH Z Z A P I
SCORELORD
HAS HIS SAY
to discover a member of your pathetic species who
was truly worthy of a scholarship to the Videod-
rows.

I made an error, shortly after arriving in orbit. A
minor malfunction in my navigational computer
(which is unused to identifying such small hamlets
as those inhabited by your species) resulted in my
arrival in the offices of a magazine devoted to Com-
modore 64 games-playing. Having established con-
tact with the backward beings thatl encountered in
the ZZAP! offices, I set about discovering which of
them was the better player of games — and my
problems began. The vile ego-centric creature Rig-
nail became my first Earth champion in the time
period you refer to as May 1985' and since then my
monthly attempts to discover other, better Joystick
Warriors from the puny population of Earth has con-
tinued. Readers of ZZAP! will be familiar with the
damage caused to my bio-ROMs and with the suffer-
ing I have endured as a result of my endeavours.

one-way horizontal scrolling shoot em up in which the
player zooms through forty increasingly difficult levels
shooting anything that moves.

R I C H A R D  E D D Y
Known as 'Dick to his friends and 'Dick Ed' to his
enemies. Mr Eddy is Cornish by birth and upbringing
and was prised from the land of clotted cream by the
Editor of AMTIX who though he could do with another
clot on his team. Since arriving in Ludlow a few of your
Earth months ago, the small but imperfectly formed
creature has elevated himself to Software Editor status,
fallen in love with Berk from Trapdoor, and covered his
comer of the AMTIXI cellar wall with pictures of Mandy
Keyhoe of PIRANHA arid Berk of Trapdoor in roughly
equal quantities.

When pressed to make a choice of game for the
contest. Eddy plumped for Xeno from ARGUS PRESS
SOFTWARE, believing that this Bellblazeresgue futures-
port wasn't due for release on the ether two machines
before the Challenge was to take place. Sadly, Dick Ed
was wrong — this High-Tech Ice Hockey variant in
which players aim to knock the puck into their oppo-
nents goal with giant sleds arrived in the CRASH office
In good time for the Spectrum reviewers to get some
practice in

M A S S I M O
V A L D U C C I
A Stallion when it comes to playing ELITE's Scooby Doo,
this Italian was fully aware that the doggy game has
been well played in the CRASH office (although unavail-
able on the Commodore). Mass, as he is known, claimed
to be the champion when it comes to playing Scooby
Boo and based his choice on the probability of an easy
six points

A resilient fellow, El Duet' Is rumoured to have con-
tacts with the famed Ludlow Mafia and has already used
his influence and means of persuasion to arrange for
AMTIXI Editor Malcolm Harding to collect him every
morning and drive him to work and then chauffeur him
home again at the end of the day.

The strange, mutiod beings responsible for pro-
ducing comment on Commodore games have con-
tinued building their egos. The 7.2APi chamber is
awash with self congratulatory noises as the revolt-
ing Spiky Haired demons of  Ludlow continue
reviewing games. Their Egos have been growing
uncontrollably, and they resist further challenges
against members of the ZZAPI readership for fear
of defeat and public humiliation.

It was time to change this state of affairs.
So confident were the foul ZZAPI duo of Penn and

Rignall in their self-appointed roles as games-play-
ing champions of the magazine publishing world,
that they suggested they be allowed to pit their
skills in a contest with reviewers from the other
computer magazines produced in the vicinity. As a
time of celebration approaches, which your senti-
mental race refers to as 'Christmas', I issued the
order that the NEWSFIELD REVIEWERS CHALLENGE
should be arranged.

The CRASH and AMTIX! staff were commanded
to select the prime of their reviewing team to face
up to Penn and Rignall. Each of the six reviewers
selected a game that runs on their computer, and
the contest to discover the most able Joystick War-
rior began.

In choosing a game, each reviewer believed that
he was attempting to thwart his five opponents by
selecting a game that they were unfamiliar with and
that he was good at playing. They all believed that
I would award six points to the person to gain the
highest score in each game, five points to the sec-
ond highest and so on, and would award an overall
championship to the individual with the highesttotal score.

A foolish assumption. Particularly foolish on the
part of the ZZAPI egomaniacs, who know me ofold... .

Before relating the tale of the challenge itself, let
me introduce you to the pathetic specimens who
stepped into the arena and tell you a little about the
games that they each brought with them:

B E N  S T O N E
A veritable lounge lizard from the tiny and remote Earth
dwelling-zone known as Tenbury Wells, Ben Stone has
been associated with CRASH for a considerable penod
of Earth-time Having completed his studies at a the
Tenbury Wells Academy where he specialised in playing
the antique arcade machine provided for students'
amusement, Ben has entered another training scheme
which permits him to lounge around the CRASH office
on a semi-permanent basis, supplying comments on
games and generally assisting in the writing of the
magazine.

The Beau Brummel of Spectrum gaming, Stone
Invests the majority of his paltry income in his wardrobe
and is rarely seen without a set of labels, including
Rebok trainers, Lacoste and File jumpers and Benetton
playsuits. The man who took Posing to Tenhory chose
Cobra for the Challenge — a game which had Only
arrived on Microdrive in the CRASH office 48 hours
before the appointed day and which had only been seen
and played by the CRASH staffers when the Challenge
began, The game is a left and right scrolling shoot em
up, full of gratuitous violence and eating, loosely based
on the film of the same name....

M I C H A E L  D U N N
Nicknamed 'Skippy' for a reason that has been lost in
the mists of time, Dunn's early claim to fame arrived
shortly after he joined the CRASH team as a reviewer.
He was chosen to model for the AMMO eat and T-shirts
advertisement in the arms of a rather strange young
lady. An interesting biological specimen, Skippy has the
ability to render his entire face, from eyebrow to earlobe,
the colour of an over-ripe tomato whenever reference
to that girlfriend is made.... A man who harbours a
number of guilty secrets?

Full Throttle was this blushing reviewer's first choice
— a motorbike game that appeared over two of your
Earth years ago. Dunn no doubt believed that the other
reviewers in the Challenge would have long ago forgot-
ten how to play this two-wheeled race game an no
doubt expected to be able to romp home to an easy six
point lead in at least one event



LET
BATTLE

Dropzone
Aim: to score as many points
as possible in 10 minutes

RIGNALL
Alter much wingeing, the Spiky Haired mes from MP!
prevail upon the other contestants and are allowed to
commence the Challenge with Dropzono. Rignall insists
on starting, as the game is his choice, he whines. It is
one of his all-time binary conquests — a conquest on
which he has been building his ego for some time.

The puny one gets off to a shaky start — presumably
the thrill of playing with an old flame again — and he
narrowly manages to complete the first two levels with-
out losing a life. Suddenly, within the space of ten sec-
onds, Rignall loses two lives — am Ito be rewarded
with a crushing defeat on the part of one of my arch-
hates so soon?

Sadly, it is not to be. Misery crosses the Rignail face
as defeat looms, and spurred on by the inertia of his
massive ego he manages to survive, completing his
allotted 10 minutes as a score of 154.870 shows on the
screen,

STONE
Dressed to kill, but capable of rescuing scientists? Stone
steps forward muttering about having played this game
a couple of limes, and does his best to prove that this
is indeed the case.

He starts off resonably well, expiring at the end of his
first game with a score of 14,840 and a fair amount of
time remaining in which to improve his status.

In his second game, Ben doesn't lose a life until at
least 3 minutes have passed and 28,460 points have
been logged on the clock. Unperturbed, he plays on with
a maniacal gleam in his eye, expiring gracefully just as
the 10-minute Idaxan sounds. A creditable 55,080
points are entered into the communiputees log against
Stone's name.

EDDY
Another Dropzone virgin. Another expected failure as far
as the ZZAPI rivals are concerned. Richard bravely steps
forward to take his place at he joystick and commences
play — only to demonstrate his lack of experience by
losing his first life after a mere ten seconds. A true
hair-trigger performance.

Gathenng a little composure under a barrage of ver-
bal abuse and loud hilarity from Penn and Rigrtall, Eddy
presses on, but his first game lasts barely a minute and
he collects a paltry 4,580 for his efforts.

Nine minutes remain for him to develop a technique,
but Dick manages three more complete games before
the time limit expires. He has to be satisfied with an
overall personal best of 15,440.

DUNN
The first of the lambs brought to the Commodore for

slaughter in front of the Spiky Haired vile ones. Skippy
has not played this game before — so understandably
finds it difficult to survive. Within a couple of minutes
his first attempt is over, and a score of 9,480 is all he
has achieved.

Pressing on, Dunn seems to be a quick learner. His
second foray sees him nudge over the 20,000 mark but
then he suddenly goes to pieces. A life is lost at 23,780,
another at 24,040 and the last remaining incarnation Is
removed as the clock hits 24,800.

Valiantly, this petite player sporting a red L M  hat
starts again, but is rapidly wiped out after scoring a
mere 5,430 points. There Is no time remaining in the
10 minute allocation for a fourth attempt. It is yet very
early in the Challenge, however .

PENN
Another cocky Gommodorian. Penn marches up to the
playzone, straddles the chair, oozing selfconfidence and
a strong aroma of Boots hairlacquer

Penns familiarity with the game shows the moment
he begins play — within 23 seconds he has gathered
up and rescued the eight scientists to complete the first
level. He continues to romp through the second and
third levels at a rapid pace and I find myself becoming
annoyed at this mutoids's arrogance.

Ha! I am quickly pleased — overconfidence com-
bined with the desire to show off causes the worm to
lose concentration for a moment, and he loses two lives.
He slows down a little, playing more cautiously but
nevertheless manages to scrape a huge score of
123,010 in a single game by the time the klaxon goes
and his time in front of the Commodore screen is brought
to a timely end.

VAL DUCCI
Champing at the bit, Mass throws himself into this totally
unfamiliar game like 'a bull at a gate' to borrow an
Illogical linguistic construction from your Earth lan-
guage.

Another hair-bigger merchant, El Ducd grimaces,
sneers and snarls his way through early failure — taking
less than 90 seconds to expire with a score of 6,530.

He fares a little better in the second game, clocking
15,090 before dying — thus forcing his AMTIXI. col-
league firmly into last place. He continues, attempting
to improve his ranking, but despite cramming three
more short games into the remaining time, fails to
improve his score.

Scooby Doo
Aim: to score as many points
as possible in 10 minutes

EDDY
This is another of those 'cute' games that seem to
attract Dick Ed's attentions — rather like Trapdoor. He
claims to 'love' playing Sway ,  and sets to, making

,strange cooing noises,
This would-be spiky haired reviewer (he gave up

emulating Penn when his meagre wages would not
cover the enormous cost of hair lacquer and gel) seems
competent at this game. He finishes the first level with
a score of 8,590 and without the loss of a single life, He
continues to complete the second level without death
and has 31,450 points to his credit

El Ducci begins to make threatening noises and starts
talking loudly about 'concrete trainers' (whatever they
may be) as Dickie passes the 37,000 mark which he
celebrates with the loss of a life. Another life is lost as

37,700 appears on the clock and the Stallion whinnies
in anger. Mother life goes at 38,000 and another at
38,450. The game ends on 38,700 after a little over
eight minutes.

Confident with his high score, and apparently oblivi-
ous to the dark threats from the Mafiosi, Eddy kisses
his Trapdoor poster with glee and skips off for a cup of'
tea, declining to begin another game.

RIGNALL
Not a total virgin when it comes to this doggy game,
Rignall demonstrates the sneaky side of his vile person-
ality the moment he begins play. Rather that attempting
to complete levels and rescue his mates, the puny one
remains rooted to the spot bitting ghosts to called
points.

Howls of derision echo round the arena and Rignall
is forced to make some token effort towards actually
playing the game. After 4 minutes of manipulative play,
he is on the second level with a score ol 21,100 when
his lives run out.

Commencing a second game, the odious creature
collects a mere 9,800 points before timeout

DUNN
Claiming moderate proficiency at the Spectrum version
of this game. Dunn begins play and the spectators soon
wonder if the Amstrad version is a different platter of
Scooby snacks! For a tense half minute he is crowded
by ghosts which he has difficulty in keeping at bay and
eventually loses a life.

Progressing through the first level with plenty of close
shaves, he manages to rescue Thelma and attain a
score of 5,000. Collecting three new lives in quick suc-
cession, things begin to go well: then disaster strikes.
After five minutes of play the game comes to an abrupt
end with 19.500 on the clock.

Restarting rapidly, Skippy plays a remarkably similar
game and Is on the point of rescuing Fred with a score
of 19,250 when time runs out for him

PENN
Ahal This is a game that Penn has not played before.
Maybe he is due for his first come-uppance!

Grudgingly, I have to admit that he does rather well,
Rescuing Thelma to complete Level One, Penn has lost
one life as the second level starts. He begins to get
smug. Five lives are lost in the space of a single minute,
and the smugness disappears. With one life remaining,
he battles on, desperately baring to rescue Fred. I am
pleased to see him meet a swift arid at the hands of a
marauding Jack-in-the-pot

With a score of 19,240 to his credit. Penn takes a
second crack at rescuing Scooby's chums but has lithe
time to improve his score and is left with a score of
11,850 as the ten minutes allocation ends.

VALDUCCI
A chance to pull back from a previous poor showing. El
Ducci settles in front of his favourite game and sets
about proving to the assembled throng that he is the
Godfather when it comes to Scooby Doo.

And he certainly does a good fob. Although the firSt
few minutes of play reveal no spectacular skills — the
Italian One loses his first life after a minute and a half
when 950 points have been amassed — staying power
is obviously the Stallion's strong point h e  continues
playing until the time limit is up. He has galloped up to
the second level and has a score of 37,050 when time
runs out.

STONE
Mr Label wears a few more microns from the soles of
his Reboks as he approaches the joystick and states
that he is 'cool' at the game. Mr Cool loses his first life
two minutes into the game — towards the end of the
first level. In less than a minute, he recovers his compo-
sure, cranks his designer score up to 13,150 and com-
pletes Level One. Thereafter he loses lives at roughly
one minute intervals, steadily building up his score until
the last life goes at 9 minutes and 15 seconds with the
clock at 33,200.

Evidently a practitioner of the Designer Endgame,
this lad: he finishes as close to the expiry of the time
limit as he can.
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Full Thro t t l e
Aim: to achieve the shortest
time for a three lap circuit of
Silverstone
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VALDUCCI
Demanding that he at least be allowed to leap into the
saddle of a Moto Guzzi as he hasn't seen this game
belore, our macho hero screams round the track
remaining firmly in last position for the entire first lap.
He moves up to 35th place on the second lap_ The third
and final lap begins, and Mass finds himself back at the
tail end. Some jostling improves his placing temporarily
— he reaches 37111 place — but manages to regain his
tail-end placing in time for the finish line. The race ends
alter 2 minutes and 43 seconds of dubious riding.

STONE
Not a designer game, this one, in the opinion of Mr
Trendful. Moan, gripe, complain This  Is years old."
Admitting to having played the game "ages ago", Stone
zooms off and completes the first lap in one minute
dead, attaining 30I1 place briefly. On the second circuit
he shaves a few seconds off his lap time, crossing the
line in 1 minute 53 seconds in last position,

An uneventful final lap sees Ben finish the race in a
total time of 2 minutes and 44 seconds — in last place.
Not a leader of the pack when it comes to biking,

RIGNALL
"liar liar" quoth the weedy one, "I played this one back
In the good old days before I got a Commodore", and
settles down in front of the screen.

A slight problem is encountered on the first comer,
which has the Ripe!l rump in danger of severe damage,
but a rapid recovery is made and the noxious creature
gets into his stride, attaining 17th place during the first
lap. He fates less well on the second lap, dropping to
last as he crosses the finishing line for the second lime.
A minor recovery takes place in the final lap and Rignall
takes the chequered flag with a time of 2 minutes 40
seconds.

DUNN
Clearly this is Skippy's game. He proves to be rather
good at it, burning round the track and gaining first
position with ease. He suffers a collision during the first
lap, but isn't penalised too badly in the event, crossing
the winning line with a time of 2 minutes 30 seconds,
12 seconds ahead of the first of the computer controlled
bikers.

Strange, I would have expected the ZZAP! Dirty Tricks
Department to have swung into distraction action with
loud references to Skippy's girlfriend, but they remained
silent. Odd. Most odd indeed

EDDY
There's nothing cute or cuddly about motorbikes, and
seeing as the Cornish Clot hasn't played this game
before, no-one in the arena seems to believe that the
AMTIX! wi e d e r  is going to fare very well_

Gripping the joystick as if it was a handlebar is not
the brightest way to play the game, the assembled
throng points out, and eventually Dick Ed stops living
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up to his name and sets out on the gruelling ride. He
gets off to a decidedly shaky start, weaving all over the
track, and is soon miles behind all the other riders. Even
with no other riders in sight, the Cornish Pixie seems to
be suffering from clotted reflexes and has severe diffi-
culty remaining on the track..

Eventually he catches up. He keeps nudging other
bikes repeatedly yet manages to make his way to 33rd
place at one stage during the second lap. Disaster
strikes: he hits several bikes, falls into last place and
drags over the line in a time of 2 minutes 42 seconds
— a surprisingly good time, given his riding abilities.

PENN
More moaning: "It 's like a poor man's Super Cycle".
Winge, complain. No doubt the wide-jawed, joystick-
trousered one is suffering from a lack of hairspray, for
his morale seems to be drooping a lithe, along with his
strangely doilled hair, "The flickering bikes are putting
me off", he winges, bumping his way around the hack.

An uninspiring ride from such a self-proclaimed
game player — high spot of the three laps is the brief
moment when Penn squeaks into 36th place, but he
manages to finish 39th in 2 minutes 41 seconds. A fairly
close matched ride all round, with Skippy justifying his
personal choice by a comfortable margin.

Saruclon
Aim: to score as many points
as possible in 10 minutes

STONE
More designer complaining from the Effete One. His first
game lasts a little over two minutes in which Ben claws
his way to a score of 6,480. Apparently he has played
this game a little, but from his performance he might as
well not have bothered

Game Two gels oft to a slightly better start —10,580
points are on the clock when the first life goes, but then
the second, third and fourth lives are all lost on the walls
and no extra points are gained! Wasteful playing,Indeed.

Alter a couple of hundred seconds. Wave One has
been negotiated and the score pushed up to 11,380.
When he finally expires — with 3 minutes playtime
available to him, Stone throws in the towel and gives
up_ Pusillanimous play indeed.

EDDY
The soft, wimpy Eddy likes Senxion. The soft, wimpy
Eddy rapidly proves he's not very good at playing Sam-
ion. Three games are played in a little over three minutes
and 2.700 is the highest score reached,

Game four gets off to a slightly better start — only
two crashes in the first 30 seconds — but before long
0-Ed is having problems again, flying slowly, shooting
slowly and bumping into things. What this Cornish Patsie
needs is something big and colourful and girlie like
Trapdoor. I despair at him.

Oh rarity! He has managed to squeeze onto the sec-
ond level. No bonus achieved in the transition, though.
A bomb puts paid to his run for glory at 7,640 points.

Starting out again with less than four minutes
remaining, he negotiates the first level successfully,
running into a bomb once but otherwise managing a
clear run, Entering the bonus level with 2.950 the cube
starts the second level with 4.765 points arid starts
having a hard time again. Somehow he survives — and
almost begins to shine, but crashes into the first set of
barriers at the end of the level with 9 minutes 15 sec-
onds elapsed and 8,910 points on the clock.

VALDUCCI
A manic style of play characterises El Oucci's attempts
at Senxion — a game he admits to having attempted
on a couple of occasions. His first game lasts a mere
47 seconds and yields 1,650 points. Second time
around he lasts 4 seconds longer, but still comes out
with 1,650 points. Cunningly consistent if a little short
and sweet! Manic stabs of the fire button combined with
rather slow reactions don't help

Slowing down a bit from the premature ejection style
of missile hurling, the Stallion takes his third game a bit
more steadily, survives the first level and progresses
carefully until his last life is removed by a collision with
a barrier at 9,000 points.

Another quick game sees him enter the second level
and survive long enough to collect 7,400 points —
performance he repeats once more, crashing just as the
klaxon sounds and 5,960 have been collected.

Stacatto stabs combined with staying power seems
to be the gaming style adopted by the Italian Stallion in
all but Scooby Doc.

PENN
Slithering into the hotseat, collecting the joystick coolly
and starting play, Penn takes to Sanxion like an Umber-
tan swamp slug to a rippling pool of slime. Pt is a
sickening sight, watching him play casually and almost
competently. He has nearly made it to the end of the
third stage and collected over 28,000 points before he
loses the first life of the game, a mere 3 minutes 42
seconds after starting. Two minutes and another 13.000
points elapse before the second loss of life — but it only
takes another 7 seconds for the Mohican Monster to die
again, I note with some satisfaction.

A tricky moment follows around the 49,000 mark and
Penn opts to commit suicide when confronted with the
Mother Ship. One minute remains as he enters the last
bonus screen and Bonus Level 5 looms nigh. 'Girlie'
commences Level 6 with 71,770, and six seconds
before timeout he loses a life, achieving a score of
73,070.

Unable to resist an opportunity to demonstrate the
sheer size of his ego, the revolting creature continues
to play while all around him yawn with boredom, The
arrogant fellow finally leaves the computer with a large..
smug grin spread across his large, smug mouth and
124.500 on the clock,

DUNN
It's all new to him. Looking particularly frail and Rignal-
lesque behind his specs, Sicippy plonks himself down
behind a Commodoreful of Sanxion and prepares to do
his best at a game he has just seen played for the first
time.

His first attempt lasts almost 30 seconds, and before
the 90 second mark is up, two more games have taken
place, The Blushing One's third game begins to look a
little more promising as he blasts his way through to
the second level, it looks like a probable personal best
for the Nervous Creature as he expires on the barriers
at the end of the second level with a score of 10,620
points.

And indeed, that it exactly what it proves to be — a
further three short games fail to yield significant scores
as the 10 minute limit ends.

RIGNALL
Rignall must sense defeat, for he begins a litany of
moans covering a range of subjects to do with not liking
the game, not having had the chance to practice
enough, and hardly having time to pilot a Sanxion Fighter
long enough to get used to the controls. NI this, despite
hours playing the game when it came in for review. Ha!
he will lose to Penn, that is for sure.

He starts badly, losing a life after 20 seconds_ Thus
tin-nerved, he only just makes it to the second level,
The small Spiky creature copes with the third level with
manic precision and enters the fourth level with 35,380
points to his credit. At the start of level five, he gets a
little over-confident and loses two lives in quick succes-
sion. Two more lives disappear before the Mother Ship
Is encountered and disposed of.

The defence barriers at the end of the fifth level prove
a major problem, After severe effort, which appears to
raise strange bruises on the thorax of this spindly being,
Rignall fails to avoid death and ends the game with a
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score of 43,990. Only 90 seconds remain, so it is clearly
not worth continuing with a second game.

Xeno
Aim: the best score from two
games played on Average Skill
level is used. Each game consists
of four minute-long quarters

•.NV
EDDY
The Cornish Piskie believed that Xeno would only be
available on the Amstrad by the time my Challenge took
piece — and his decision to include it in the AMT1X!
Netter) of games was clearly Influenced by this factor.
The diminuttive one is overtaken by events, however,
and the game arrives in the CRASH office in good time
for Stone and Dunn to get plenty of practice.

This news is broken to him just as he starts to play,
and somewhat petulantly, he commences. Clearly, the
foolish fellow is un-nerved by the news. He fails to score
in the 1st quarter and it ends 0-0. The computer score
16 seconds into the 2nd quarter and shortly thereafter
Dick Ed pulls back to 1-1. Plenty of active play ensues
and just before the 2nd quarter ends Dickie is about to
shoot and. t h e  quarter ends. Not his day, it seems!

He concedes another goal early in the 3rd quarter.
but manages to pull back to a 2-2 draw by the end of
the rather uneventful game. tf this is the best the lad
can do, needlework might have been a better choice of
occupation .

The Cornish Clot's next game goes rather better —
he maintains the edge over the computer, scoring early
In the ist quarter and after about 20 seconds in the 2nd
quarter. As the 41f1 quarter starts, Dickie is winning 3-0,
and is beginning to look pleased with himself. Pride
always comes before a fall, according to one of your
Earth Interjections, and the case is proved yet again. A
mere 9 seconds before the end of the game, the compu-
ter scores and Dickie Is left with a best score of 3-1. He
appears less than pleased.

DUNN
Maybe Eddy was put off by the fact that the CRASH team
were gloating about all the practice they had been able
to put in. Now is the time for the pudding to be proved
by consumption —  to paraphrase another of  your
strange linguistic constructions.

My Pleasure Circuits thrill as Dunn begins to lose. By
the end of the 1st quarter the computer leads 4-0, a
lead it expands to 5-0 by the end of the 2nd quarter and
to 7-0 by the end of the 3rd. At the end of Game One
the blushing Spectrum-wielder is 8-0 down to the com-
puter. I have not had so much pleasure watching a
Challenger play a game since my Mission began, and I
sense my Pleasure Circuit overload fuses warming for
the first time in eons. .  What  can Sloppy do to amuse
me in the second game?

His second session starts rather better. In the 1st
quarter the computer only succeeds in scoring one goal.
My Pleasure Circuit fuses cool a little. During the second
quarter the computer hammers two mote goals home,
and in the third quarter scores three. The final quarter
begins with Sleepy a gentle shade of pink and the com-
puter 6-0 in the lead. It ends with a 7-0 defeat and a
rather more intense shade of pink reflecting off the
monitor screen

VALDUCCI
The manic technique comes to the fore again. I have
little desire to report on the Stallion's performance here.
Suffice to say he wins his first game 7-0 and then goes

on to perform like an agitated rabbit running away from
mpatmatosis, ending up exhausted with a lead of 14
goals to O. I am displeased.

STONE
My early pleasure in observing the computer win at
Keno looks set to be ruined. Stone has decided that this
game is a game for posers such as he, and fights the
computer every inch of the way. He wins the first match,
6-2. Spurred on, he manages to play even more
designer shots in his second match, and concludes with
an 11-1 lead, May the kangaroo skin on his trainers
moulder
.
RIGNALL

PENN

Strange Indeed. Rignall has never played this before.
Yet the puny one desists from the usual defensive bar-
rage of whining that usually forms a part of his binary
foreplay if he feels in the slightest danger of doing less
than well. I am bemused.

Aha! He has been studying the gameplay of his oppo-
nents and has worked out a sneaky way of scoring goals
against the computer. He plays an underhand match,
and as a result I find myself having to cope with Rignales
15-0 lead at the end of the first game.

in the 1st quarter it  becomes apparent that the
sneaky mode of play is not infallible — the wimp only
scores two goals. In the second quarter he tails to score
and gets stuck on the elastic so gives up in disgust
There's nothing worse than a cheat cheated!

Another Xeno virgin, Penn appears strangely confident,
too. What is going on in the spiky minds of these Com-
modorians?

He beats the computer 3-2 In his first match. To my
eternal disgust, he does rather better in his second
game, winning 4-0. See how easily pleasure turns to
pain —  I was overjoyed in the early stages of this
section of the contest, and now find myself suffused
with frustrated anger. Those who I least wanted to do
well have given a creditable account of themselves

Cobra
Aim: to score as many points
as possible in 10 minutes

DUNN
This is supposedly the trump card in the CRASH armoury
— only Dunn and Stone have seen it  before this
moment. Once more, Dunn seems unable to capitalise
on an advantage. Within 90 seconds his first session
has ended with a patty score of 6,300. His second effort
lasts a little over a minute, but his score improves to
17,000. Four minutes or so after restarting yet again,
he has amassed a score of 36,950 and ends the game.
HA!

Desperately eying to avoid blushing. Sieppy rapidly
starts his fourth game — and runs out of time with
44,400 on the clock

RIGNALL
The unpleasant creature desists from moaning yet
again. I fear the worst. He starts off, collects a pistol

almost immediately but then loses the pistol and a life
in quick succession. Next, he finds a machine gun and
starts to massacre everything in sigM — his score has
crept up to 30,550 before both gun and Ille are lost. I
am aggrieved.

Invincibility comes to his on-screen persona in a
hamburger, but it soon wears off, tie is stunned by a
pram arid loses a life. At the end of Level One the score
is 43,550. Seconds later, the pasty-faced mutoid loses
his remaining lives and ends up with an overall score
of 44,050.

Three short and pathetic attempt follow with Rignall
deliberately ending one of them to start again. Nearly 5
minutes remain on the clock as the fourth game begins.
Rignall does passably well, moving on to Level Two with
30.000 points and his score creeps up. With less than
a mimeo remaining, he is killed of totally and 41,650
st*VIS on the the clock

VALDUCCI
After 90 seconds the Italian Stallion has finished his first
dose of crimebusting. it seems to be over very quickly
for him. His second game takes 99 seconds, his third
47 seconds, his fourth 69 seconds and his fifth bash
lasts all of 63 seconds. Top score so far: 8,700 achieved
on the first attempt Strange, given that he and Mr
Stallene share the same national origins....

Less than four minutes remain — time for another
trio of tries at least, all no doubt pathetically low-scoring.
I am amused by the inept attempts of this 'tough guy'
to score points by on-screen killing. Maybe in real life,
this baby Mafiosi is, as your strange Earth language
would have It, "all mouth and trousers".

Things do not look well — he is shot stabbed and
shot again early into the next go, but soon Mass begins
mass executions with a machine gun. Points build up
at an alarming rate, and the clock registers over 20,000
, , At last the Italian one has tune his form, to my

dismay. The Stallone-emulabon attempts end at the
hands of a bazooka-wielding granny with a score of
24.050 after 9 minutes 18 seconds of play
.EDDY
Another bad start. Dead alter 53 seconds with 4,450
points on the clock. In Dick Ed's second game, he man-
ages to gel the machine gun and begins an orgy of
mindless slaughter. Soon the would-be Spiky Haired
One has amassed 25,150 points and become temporar-
ily invincible, Death follows quite rapidly, however, as
his score hits 28,600. Six puny games follow before
bmeout, in which the best score the foolish fellow can
create is 8,300

STONE
A piece of Designer Programming, this, to judge by
E3en's desire to play Cobra. He claims, loudly, that he is
good when it comes to mindless violence, His skill is
displayed to all in his first attempt: Stone gathers no
moss and hardly any points, being wiped out with 4,150
points to his credit. How are the mighty claims defused!

His second game has all the hallmarks of an AMMO
reviewer. t o  — 3,900 points before expiry.

Clearly worried, a large amount of effort goes into the
next Stone attempt. Casting caution to the wind and
risking the addition of unbecoming sweat stales to his
expensive garments. Stone cusses and swears his way
to 42,250 points. There is plenty of time remaining in
the 10 minute allocation, but Stone reverts to the EDDY/
VALDUCCI style of gameplay once more..

PENN
Incompetence shows through. Penn has never

played this game before, a fact he demonstrates with
elegant simplicity by ending his first game with a mas-
sive score of 650 points. I feel I am about to have my
Pleasure Circuits stimulated once more.

Strangely, this wide-mouthed creature finds his feet
with his second game, achieving a score of 31,400 at
the end of the Level One and progresses to clock up a
massive score of 65,600 before expiring. A large alloca-
tion of time remains, but the smugness takes over and
Penn merely toys with a couple of short games to amuse
himself before vacating the joystick. And on that
unhappy note, the last Challenge game has been played.
It is time to compile the scores and analyse the results
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THE SCORES

1110PdALL

Oropsone S INIttlide Sono Scooby Doe Cobra ELIE Throttle

NIONALL 154,870 43,990 15-0 21,100 44,060 24O

PENN 123,010 73.070 4-0 19,240 es,eoe 2-41

STONE 55,080 15,380 I I -1 33,200 42.250 244

DUNN 24,800 10,820 0-7 19,5013 44,400 2:30

VALDUCCI 15.470 9.000
_..

14-0 37,050 24,050 2;43

EDOS 15,440 8,910 3-1 38,700 28,000 242

1110PdALL

engorges

—

Bandon

—

Kett*

4

andiebyDoo

3

Oshrs

3

Pull Throtes
,

4

PENN — — 2 1 4 4
STONE 4 4 3 4 — —

DUNN 3 3 I 2 - —

val-DtiCCI 2 2 — — 1 1

EDDY I 1 — — 2 2

STONE . . . . .
. . . . .  M O S  . . . . .  • • • • • • 15

RIGNALL 14
PEN N 10
DUNN 9
VALDUCCI 6
EDDY 6

My Communiputer had been supplied with the final
scores of each game played by the contestants, and
almost as soon as Penn had completed his Cobra run a
full printout of the scores in tabular form was spewing
from my portable console. It was snatched up by the
assembled throng who insisted on allocating 6 points
for the winner in each event, 5 points to the next highest
scorer and so one Their puny mathematical abilities
kept them busy for quite a while while I performed my
own calculations on the data shown here,

Initial Results Analysis

The sound of falling dandruff dominated the arena as
six heads were scratched and fingers counted — an
amusing sight to behold. Little did the sextet realise that
my calculations had already been performed. Each
reviewer had played in pursuit of personal glory. Each

reviewer was keen to discover the overall ranking he
had achieved according to the system I had allowed
them to believe was to be operated.

Groans suddenly erupted as the result of their primi-
tive calculations appeared. Rignall's smile was so wide

OTHE FINAY OUTCOME:
So the scoreboard for the NEWSFIELD CHALLENGE, carrying 'away games only Is as follows_

r l
k
a
.  
r
A

THE OVERALL CHAMPION
Without doubt it is Stone who deserves the Accolade,
Smash or Sizzler crown as overall champion, not the
revolting Rignall. For Stone gains maximum points on
'away' games three times — on Dropzone, Sanxion and
Scooby Doe while Rignail only gains Iwo overall vic-
tories on 'away' games: Keno and Full Throttle. Rignall
begins to sulk as I announce the lull results — his ego
is apparently more bruised than his neck, which bears
strange contusions as the results of some strange pass.
time the spindly one indulges in regularly.

Overall, the ranking based on 'away' points is asfollows:
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Clearly. Stone is Victor Ludorem — the contestant vilth
the highest score and the most ' away' wins to his credit.

On a team basis, ZZAP! and CRASH, as befits the
senior magazines in the NEWSRELD stable, come out
best — Joint leaders wtth 24 points collected by their
reviewers. Both the ZZAP! and CRASH teams collected
3 away wins, 3 away 2nd places, 1 away 3rd place and
1 away 4th place. The AMT1)(
1
. t e a m s t e r s  
t r a i l  
h o p e l e s
s l y ,

with a total of 12 points between them and 4 away 3rd
placings and 4 away last placing&

The final words must go to Richard 'Dick' Eddy,
explaining his magazine's loss of honour: "I just don't
play games — that's all there is to It!'. Unless, of
course, they are cute and cuddly games featuring large,
cute, colourful creatures. Pahl He makes my lubricant
filters clog

Girito Penn bangs hie head on the desk in
frustration as the sl ightly bruised Rignall
streaks ahead hi DROPZONE,
Could RignaiPs collars be a mite tight

that might espial:, the con Wagons.. ••

that it  seemed the bruising on his neck, contracted
before the arena was entered on account of some mys-
terious practice, became even worse. He thought tie
was the NEWSFIELD Champion!

Not so, not so. For I had decided that the scoring
system was inappropriate. As this was a challenge bet-
ween the reviewing teams from the three magazines, it
is foolish in the extreme to allow games played on the
'home' machine to count into individual's scores. Thus
Rignall and Penn are deprived of their points for Drop-
zone and Sanxioa, Valducci and Eddy deprived of their
Scooby Doo and Xeno points and Stone and Dunn do
not get credit for playing Cobra and Full Throttle.

Neap Trendy. The man mho came lop
poses in athletic style
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Sentinel Awaits Your Challenge. It's What You've Come To
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COMP
GO FLYING
WITH MULL!
TAKE TO THE SKIES WITH
A RADIO CONTROLLED
AEROPLANE!

4/St::*iok
25 Runners up
can choose between
Deep Strike, Thanatos
and The Big Four Compilation

44P
In oupial:s new game Deep Strike
you are firmly sat in the business
end of a bi-plane fighter in the First
World War. It is your task is to pro-
tect the bombers  in the group —
you're on a mission to shake up
the enemy ground forces. Not sur-
prisingly, t h i s  involves  l o t s  o f
dogfights w i t h  e n e my  planes :
WHEEEEEEOWI DAKKA DAKKA
DAKKA BOOM!  'Enemy  fighters
at nine o'c lock,  J ohnny !  A CK -
ACK ACK-ACK ACK-ACK ACK-
ACK ACK-ACK-ACKI K E R -
BOOM! 'Jolly good show, chaps!'

And so on. . .
Great stuff! I've always fancied

myself as a dashing Air Ace hero,
with h a n d l e b a r  mo u s t a c h e .
glamourous white scarf  arid the
adulation of  all the local lady Min-
ions. Sadly, it  is riot to be — but
maybe I could pretend for a while
if I can set up a computer in the
broom cupboard away  f rom the
Spiky Haired Ones and get  into
playing Deep Strike

But I digress. You want to know
what you have to do to win your
own pair of radio controlled wings,

don't you? Yes you do. Right, it's
quite simple really. All you have to
do is spot the differences between
the two pictures of an aerial com-
bat sequence, seen on this very
page. Men cut out the form (snip
snippety snip snip snip), pop it into
an envelope (plop), think of  ham-
burgers (mmmm) and use all the
saliva t hat 's  collec ted i n  y o u r
mouth to seal the flap. Attach the
whole lot onto the leg of an air-mail
carrier p igeon a n d  s end  i t  t o
DAKKA DAKKA DUR ELL, ZZAPI
TOWERS, PO BOX 10, LUDLOW,
SHROPSHIRE SY8 1DB to arhve
by the 20th of January 1987 Alter-
natively, you could always use the
traditional p o s t a l  me t h o d  o f
stamp-and-letterbox

First correct entry out of the bag
wins the sender a radio controlled
plane. and 25 equally lucky run-
ners up are in line for a  OURELL
game, e i t he r  Thanatos ,  D e e p
Stnke or The Big Four Compilation,
featuring Turbo Esprit, Saboteur,
Crit ical Mass and Combat  Lynx.
The choice is yours i f  you win!

NAME

ADDRESS

P O S T CODE

If I'm a runner-up, I'd like a copy of



THE ULTIMATE IN DO-IT-YOURSELF Cif

MASTERBLAST
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'mad-1i' ARE YOU A
R?

To help you while away the long and chilly Christmas hours we've
prepared a hot new MASTERBLASTER quiz — possibly the tough-
est yet. Dozens of devious questions to stretch your knowledge of
the Commodore games world to its limits. Simply take each test in
turn, writing down your answers as you go, and then see how you
fared by referring to the official ZZAP! answers on page 128. OK?OK! GO FOR IT!

SEEING IS PERCEIVING?
Yes, 20 more bl iou snippettes taken from screen shots of games
both old and new. All you've got to do is identity the games from
which the pictures were taken. Simple, eh? Well, not really — this
time we've omitted the list of names to help you. He he

F
R
E
E
D
O
I
V
I  
O
F  
C
H
O
I
C
E

Five miscellaneous questions totax your grey matter

I. Palace Software's Cauldron wasaimost called
A. Broom Broom
B. Attack of the Killer PumpkinsC. Witch Switch
D. Halloween

2. ZZAPi 64 was almost called .A. 64 User
B. CRASH 64
C. BANG
D. Sprite and Sound

3. The Alan Parsons Project wrote
an album based On which cultarcade garne?
A. Star Gate
B. Tempest
C. 1 b o t
D. Crystal Castles

4. Which software house released
a game called Zoids? i n  1983!A. Martech
B. Softek
C. Ocean
D. Anirog

5. Ho ho ha Here we have four fes-
tive programmers who always
deliver the goods. Who are they?

ZZAP! 64 Christmas Special 1986 7 9



CHARACTER DEFI I
Narne the starring c
h a r a c t e r  
i n

the foilowing games:
1, Dig Dug
2. Fairlight
3. Miner 2049er
4. Tir Na Nog
5, Staff Of Karnath
6. Nodes Of Yesod
Z Underwuride
8, Spindizzy
9. Max Headroom
10, Yie Ar Kung-Fu

ANOTHER CHANCE TO PROVE YOURSELF!
THE ULTIMATE IN DO-IT-YOURSELF CHALLENGES!

MASTERBLASTER?

SAY WHAT!
The following games all have
something to say. Name them.
1. 'Another visitor
2. 'Here we go. here we go. here
we go'
3. 'MEDICI'
4_ 'He slimed me!'
5. 'Descend to five thousand feet'

80 ZZAID! 64 Christmas Special 1986

CHARACTER ANALYSIS
Identify the game name from the
character given:
1. Joe Public
2. Akuma, Princess Mariko
3. Mammoth The Destroyer
4. Louie The Construction Worker
5. Super Joe Crack
6, BLOB
7. Joe The Baker
8. Gorgeous Greg
9. Jeremy The Punk
10. Benson

GOLDEN OLDIES
Twenty ageing titles -  but whoreleased them?
1. Rollerball
2. Zylogon
3. Gandalf The Sorcerer4. Elidon
5. Galaxy
6. Neoclyps
Z Hideous Bill And The Gi-Gants8. Lazy Jones
9. Olympic Skier
10. Havoc
Ti. Exterminator
12. Paratroopers
13, Jumpin ' Jack
14. Hustler
15. Motor Mania
16. Strontium Dog
17. Mr Wimpy
18. Super Blitz
19. Traffic
20. Megahawk

ARE YOU A

THE INLAY HAS IT
Indeed it does. Here are 10 carefully cropped inlays from ageinggames. Can you identify the games?

61:211S10
•ItAll

Still feeling confident? Huh? Turn to page 128 and assess your perfor-mance
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YOUla
HANDLE THIS

MUcfI POWER?
The KON1X SPEEDK1NG packs more punch.
That's why it's fast overtaking ordinary
joysticks to become one of the world's most
popular hand control.
As its name suggests it's built for fast
handling to give you lightening fast control.
Micro switches await your slightest moveme
and fly into action - ZAP, POW, SPLAT,
BLAM - giving you instant
reactions to every command. r11
111
11*
.

Tough, rugged and
made in Britain
to the very

•

Please send me S p e e d k i n g s  at f12.99 each. —
I S p e e d k i n g s atL14.99each

(Price includes postage and packing in the
U.K. Overseas orders please send £2.50 per
Speedking.)
Computer make and model
I enclose a Cheque/Postal Order for

made payable to KONIX.
Please charge my Access/Visa No.

Card holders can telephone on 049525 5913.

Signature
Name

Address

Postcode  T e l e p h o n e
Send to Konbt Computer Products, Unit 13, Sirhowy Hill industrial

[s ta te .  Tredegar, Gwent NP2 4Cg. U.K.
• . :
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'highest standards, the
KON1X SPEEDK1NG comes
with a twelve month guarantee.

Available for:- Spectrum and
Spectrum Plus, Commodore 64, 128

O. All Atari Computers, Electron, M.S.X.
omputers, Amstrad and Oric at £12.99.
Also:- BBC, Commodore C16, Plus 4, and

ragon at f14.99.
Trade and export enquiries contact

Wayne or Sandra on 049525 5913.
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HEWS ON are rightly proud of their
latest release Fireford which has
you ensconsed in the land of
Tarot. Naturally enough, you are
tbe hero, Sir Gaiaheart the brave
Firelord• He s searching for the
ingredients needed to make the
Spell of Eternai Youth which he
can use to trade with the evil. i n a t i n g  Torok.

thankyouvery much. Skipping into
work at 7.30 each MoMing whilst
everyone else is still straining to
open their cereal packets. Richard
would have very little use tor such
a potion as he displays the charac
-ter of the youngest and brightest
minion of all. Perhaps he could be
threatened with the elixir as alter
lust one quati he'd probablyain reviewer

giving her the F i r e S t o n e  and has aged about eleven months. He
She sweet-talked a dragOn into b e c o m e  a
Queen who is

gained the power to ht.in t iret4ls  m i g h t  still be use as a youthful
around at will — much to the con- r e v i e we r  and the darling of the
sternation 0  the downtrodden s o f t w a r e  companies (he calls all
peasants. t h e  girlies 'petal') but I don't  think

An eternal youth spoil could go a n y o n e  would want to have to
down remarkably well at ZZAPI c h a n g e  his nappies . . •
Towers. if I had one I could make B u t  what do you have to do to
some nifty trades with the Spiky e n t e r  this competition? Well. what
Haired hacks here. I  w ant you to do is to give me a list

Girlie Penn, the petulant editor o f  what each member of the team
of this organ, has his very own w o u l d  otter me in order to be (or
dressing table which creaks and n o t  to be) the owner of the youth

-

groans under the weight al the g i v i n g  brew. Remember, each
creams, potions and elixirs that m e m b e r  of the team can only otter
promise to give him the super m e  one item in trade for the elixir
firmness of hold that is needed to a r i d  you must also give me the
keep his hair aloft and his stomach r e a s o n  why you think that particu-
flat. What would he give in order to l a r  person should receive it.
have a born again waistline? T h e  bestest entry ,in my humble

Jazza may only look about m i n i o n  opinion. wiil win the sender
twelve, but sources close to his a  Sony Walkman with extention
medicine cabinet reveal that s p e a k e r s  plus a copy of the
cosmetictricks are also employed FI RE L O RD.  The five next bestest
to take away the ravages of the e n t r a n t s  will win the senders a
years of loystick squeezing con- c o p y  of FIRELORD plus a cassette
centration that be employs in his r a c k ,  and 25 runners up will collect
everyday fife. Yes, take away the a  copy of FIRELORD plus a poster!
monkey gland treatment. the DIY W o w e e l

straightener and Jazza becomes a S e n d  your entries on nothing
stick-on it kit and the back

hunched shadow of man whose b i g g e r  that P.4 (which is 210mm x
tired body tar belies his youthful 3 0 0 m m )  to YOUTHFUL LAC-
years_K I E S ,  ZZAPI Towers. PO Box 10,

Richard Eddy doesn't need L u d l o w ,  Shropshire,  SYS 10I3 to
eternal youth as he's forever run- a r r i v e  here no later than January
ring around being tar too pity 2 0 t h  1987.
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SPECTRUM E7.95
COMMODORE 64/128 CASSETTE E8.95 DISC E14.95
AMSTRAD CPC CASSETTE E8.95 DISC 04.95
MSX CARTRIDGE 05.95

Available from all leading retailers and
in case of difficulty send cheques or
postal orders to:
NMC LTD., PO Box 67, London SW11 IBS.
Tel: 01 228 6730
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The HIT SQUAD have
put together FOUR

No. 1
Blockbusters
for this NEW

games
compilation
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Featuring:
ARIEL DOGFIGHTS
JUNGLE COMBAT

MARIIAL ARTS
and of course...

- GHOSTBUSTING!!
All in one special

twin — cassette
pack for your
COMMODORE
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FROM ALL CrOOD
SOFTWARE DEALERS

SPECTRUM

E9-95
COMMODORE A M S T R A D

CASSETTE D I S K  C A S S E T T E  D I S K
E9•95 1 4 . 9 5  E9 •95  1 4 . 9 5

AC TIV IS IO N
FiCNNA CLWPOITRWMCAtt

THE FINEST
FROM THE BEST



Ti
Hello there! I'm writing these tips from a rather unusual place this
month —my bed!! The ZZAPt schedule is rather tight to say the least
and we've all been forced to do some overtime, so here's mine,
typed in on an NEC PC8201 A hand-held computer/word processor.
I must say, it's really nice and relaxing. Simple Minds 'Celebration'
playing on my Walkman and a cup of hot chocolate on the side
with the cold North wind blowing rain against the window, it's realty
cosy and warm. Anyway, enough of this waxing lyrical and on with
what's in this months festive tips section

Well, since Christmas is just around the comer there are some
bumper goodies in this months section — maps of Druid (we thought
we'd wail until the game had been released before printing the map):

illiator (what's the point of printing maps and tips before the
's released, eh?). Hacker II and Glider Rider. Great tips on Trap-

ion, the long awaited finale to Zorro and the screen shot
s missing from last months Marble Madness cheat, along with
al hoSt of POKEs and tips. Archwerddog!
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Yet another POKE for this game!
it certainly seems to becoming
the most POKEd Commodore
gems in history! Anyway, this
one speeds up the game by five
Urn.,, a nd that  includes t he
musk, attract mode and high-
score table. I  do recommend
you try It out, We a real laugh.
Many thanks to Andreas Welke,
187101 Schoort North Holland
for supplying these. Right, plonk
your Ghosts 'n • Goblins into the
C2N, making sure We rewound,
end type LOAD (RETURN) and
press play on tape.  When the
READY pr ompt appears enter
the following POKEs:
POKE 1010.76
POKE 1011,248
POKE 1012.252
Now type RUN (RETURN) to load

the first part of the game. When
the oppor tuni ty ar ises enter
these POKEs:
POKE 816,167
POKE 817,2
POKE 2086,248
POKE 2087252
Type SYS 2061 (RETURN) to load
the next part of the game. When
the cursor appears type in these
POKE*:
POKE 816,167
POKE 817,2
POKE 2086,248
POKE 2087,252
Type SYS 2061 (RETURN) to load
the last part. When the game has
finished loading you can enter

POKE 12707,225
followed by SYS 2090 to start

a very speedy game.

ZORRO (US Gold)
At long last (fanfare)! C o n -
tinuing f r om  i s s ue  ni neteen
(louder fanfar e) —  t he  fi na l
chapter of  t he  ZOTTO solution
(huge fanfare wi th fireworks).
Many thanks to all of you, too
numerous t o mention person-
ally, who've sent in tips— you've
all contr ibuted to the full solu-
tion.

Fetch the key next to the sofa
and go to the screen with the bells.
Once you're there climb all the way
to the top and go left to the locked
door and collect the trumpet. Done
that? Now 90 lef t  t o the screen
where there is a tree, get onto the
far left of  the see-saw and press
the fire button, Wait  for a second
and y ou' l l  b e  catapulted (see-
sawed?) onto a pole where you
can fetch the flashing boot  at the
top of the screen.

Once the boot is safely in your
possession make your way down
to the open grave and collect all
the money bags. NOTE: Do not go
off the screen before you have the
money bag. Now go on to the next
screen where the last money bag
was. When you get to the screen
with t he flashing shoe. c up and
horse shoe, collect the last money
bag a n d  g o  lef t  (where i t  was
before you picked it up). Push the
boulders off the ledge and re-enter
the screen, going right. Go up to
the t hree fl ashing (Moot s  a n d
climb the ladder. You'll appear on
the prisoner screen, so watch out

for the bullets fired by the guards.
(If you get  k illed on this screen,
you'll end up back in the grave, so
climb to the top right, and c limb
the ladder to appear in the screen
with the bells. Go left and back
down the well, across to the place
where you pushed the boulders
and go right. Climb to the top and
go up by the flashing objects and
start the prisoner screen again.)

Go past  the prison gates and
open them by pressing the fire but-
ton — don't  forget to keep dodg-
ing the bullets fired by the guards.
When a l l  t h e  pr is oners  a r e
released c limb on top of them and
enter the next screen. Now navi-
gate your way  to the top of  the
screen and down the other side.
When you get to the next screen
go to the top and rescue the dam-
sel in distress. Don't stop y o u ' r e
not finished yet!

Get yourself killed and c limb to
the top of  the screen, just under
the damsel, then jump left over the
small br idge t o  ent er t he nex t
screen. Once you've done that, go
to the room with the key and col-
lect it (the key, not the room). You
should also see a red rose at the
top of the screen — get that also.
When it's in your gloved mauler go
back t o the well and make your
way to where the boulders were.
Climb to the top where the flashing
objects were, c limb back over the
prisoners t o  get  ont o t he nex t
screen, make your way to the other
side of the screen, climb to the top
and give the damsel the dose
how romantic!

FUNGUS (Players)
Following on from last months
high-score cheat T y p e  the
following i n on the high-score
table: SIMON, ANDREW, ROSIN,
LISA and CHEAT Thanks very
much to Ian and Tim Fraser who
live in Ruislip, Middlesex.

DRUID (Firebird)
If you make a Golem make it fol-
low ver y closely behi nd t he
druid. When entering a new level
you'll be able to take the Golem
with you instead of leaving him
behind, although make sure you
walk up the stairs very slowly.
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RED M AX  (Code Masters)

Poitiers 1356
Borodino 1812
Lexington 1775
Waterloo 1815
Culloden 1746
Yorktown 1781
Agincourt 1415
Lepanto 1571
Clontarf 1014
Shrewsbury 1403
Crecy 1346
Gettysberg 1863
Evesham 1265
Balaclava 185454

I steadfastly refuse t o bel ieve
that anyone can complete this
horribly unplayable game with-
out the aid of unlimited lives —
the later levels are ruddy impos-
sible. Anyway,  her e ar e some
POKEs t o  he l p y ou o n  your
quest, supplied by good or  Jim
Blackler who lives in Lancaster,
Lancashire. Fi r stl y LOAD t he
game as normal,  and once it's
finished loading reset the com-
puter. Now you can enter these
POKES:
POKE 6352,173
For infinite lives
OR (If you're brave)
POKE 5224,number of lives (1 to
255)
POKE 4991,173

For infinite fuel
POKE 5800,96
To make the laSergates harm-
less
If you think the keys are a bi t
Webby you can change them to
a mor e sensible arrangement:
left shift — rotate left; right shift
or Z — rotate right; RETURN —
accelerate. Enter  the fol lowing
POKEs.
POKE 8055,253
POKE 8056.190
POKE 8057,254
POKE 8060,128
POKE 8061.16
POKE 8062,2
POKE 4143,8
And you can restart the game by
typing SYS 2064

SKOOLDAZE
(MIcrosphere)
Here are some very comprehen-
sive tips on this great little game.
Thanks a lot  to Robert Barbosa,
from Readi ng,  Ber ks.  Ri ght
class, sit up and listen. Here are
all the dates you need to get top
marks in the history lesson:

HOW TO GET THE
SHIELDS
All the shields on the top floor can
be hit  s imply by  jumping up at
them. The leftmost shield on the
ground floor can be hit by climbing
up t he fi rst three steps o f  t he
nearby staircase, facing right and
firing your catty (although beware
of teachers who might catch you
In the act). The same applies to the
rightmost shield on t he ground
floor and the rightmost shield on
the first floor. I f  it 's playtime go
Immediately t o t he exam room
where you'll nearly always find the
tearaway writ ing on the board. If

he's there you have a great oppor-
tunity to knock him down and
ricochet a shot off him to hit the
shield above (this one's the har-
dest to hit).
PLAYTIMES
Most playtimes, the  first year
informer will come up to you a give
an update on what's going on.
there are three possible pieces of
news:
A) Angelface has mumps. If  this
happens go to any classroom, pre-
ferably the reading room and stay
there because the bully never
enters t h e  c las s room du r i ng
break.
B) A peashooter with your name
on it  has been found on the fire
escape. D o n ' t  b o t h e r  h e r e
because Boy Wander always gets
there before Mr Whacker. Hit  the
informer for giving you such a use-
less piece of intoand lump up and
down on his face.
C) Quickly go to the fire escape
when you're told that Einstein is
going to sneak on you. There you'll
find Einstein and you can begin
your attack, Punch Einstein In the
face, move back a step and punch
him again when he  comes  to.
Repeat the process until break-
time ends
DANGERS
As you progress In the game you
may find that the first years start
walking around in gangs of about

half a dozen or more. Avoid them
at all costs because if you mingle
amongst the gang you'll find your-
self b e i n g  k noc k e d d o w n
repeatedly.
JUST BEFORE A LESSON
When a  teacher enters a  clas-
sroom before a lesson and starts
telling everyone to shut up, go in
front of him, fire your catty and
sprint to the back so that someone
else gets the blame.
DURING A LESSON
During lessons you cannot nor-
mally sit at the back because Eins-
tein always occupies the rear seat
(except for some lessons in the
map room). Instead, sit one from

the back making sure that one of
the major characters. preferably
Angelface. is sitting nearer the
blackboard. When the teacher has
his back turned (when he's clean-
ing the board for example), stand
up and fire. Keep on repeating this
because someone else always
gets the blame. The above doesn't
apply to a lesson with Mr Withit in
the whi te room because both
Angelface and Boy Wander bunk
off that particular lesson_

Alternately you can sit at the
front and as the teacher attempts
to wipe the board, write on It and
then quickly sit down again before
he turns around.

This is knocking on the years,
but i f you're still having pr ob-
lems or just never completed it
then get It out of the cupboard,
dust it down and make sure it's
free of cobwebs,  then put it in
the C 2 N .  N o w  t y pe  P O KE
43.200:LOAD (RETURN).  Wh e n
the message ?SYNTAX ERROR
appears type POKE 43,1:LOAD.

ALLEYKAT
(Hewson)
Quite a  number  o f  Intrepid
AlleyKatters have spotted this
tip, s o  thanks t o  al l  o f  you
who've sent it in. At the begin-
ning of  a race fly to the right
hand side of  the screen and
extend your wings. Shoot all the
obstacles in your path for one
lap, then flip your wings back
and accelerate to full speed for
the rest of the race. Most Anti-
Kat craft should leave you alone,
even the KaterKiller, but keep
shooting j ust i n case.  Never
enter dodge 'em races as this
method often doesn't work on
them.

. smfrtA te EtALtr-ra

MORE ADVENTURES OF BIG MAC
THE MAD MAINTENANCE M AN
(Mastertronic)

When t h e  m e s s a ge  RE ADY
appears type SYS 30721:LOAD.
Wait for a bit, then when READY
appears type
POKE 4170.number of lives (1 to
254)
And then SYS 19072 to start the
game. Thanks to Damon Jenkins
from Hendr edenny,  Caerphi l ly
for those POKES.

LEGEND OF S INRAD
(Superior Software)
If you're having trouble getting
off the first screen then you can
try typing In these passwords:
COSMO (for  level two) STORM
(level three) a nd TWI ST (level
four). Thanks to The Breaker of
the Doughnut Cracking Service.

SILENT SERVICE
(US Gold)
Steve Pev era l l  ( n o  a d d r e s s
supplied) has found a neat way
to replenish your torpedoes and
shells at any time you with dur-
ing the game. Simply press RUN/
STOP, t he n when t he  cur sor
appears type RUN a nd pr ess
RETURN. You'll  now have a full
quota of weaponry.

ZZAP! 64 Christmas Special 1986 9 1
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TRAP DOOR
(Piranha)
Here are some dead useful tips
f rom Douglas Bayliss who lives in
the new town of Telford, Shrop-
shire. They don't make the game
any easier, but at least you now
know what you should be doing.
Oh. these t i ps appl y t o  t he
learner Berk level.

CAN OF WORMS
Fetch the can, wander back to the
trapdoor screen and drop the can
(but don't drop it on the trapdoor).
Open the trapdoor and let out the
worms, then shut the door again.
When ()r un is on the trapdoor
open it  again and he'll fall into it
(he'll give you no hassle now). Run
around and pick up the squiggly
worms, plonking them into the can
as you go. You need three worms
to fi nish t h e  task .  That 's  t he
simplest task, now onto the more
involved ones.

EYEBALL CRUSH
Find and pick  up the yellow can
and plod your way to the room with
the three pots. Tip up the can and
pick up the three seeds that will fall
out, put t ing each of  them into a
pot. When you've dropped t he
seeds into the pot stand back and
wait f or them to grow.  Once the
Strange plants have grown, get the
basket f rom t he adjacent  room
and take it back  to the plant pot
screen, dropping it as far down the
screen as it'll go. Pick up the eyes
one at a t ime and drop them into
the basket. When you've collected
all of them take the whole caboo-
dle to the vat and tip the eyeballs
into it. Once you've done this, dis-
card the basket and push the vat
onto the screen with the trapdoor.

Go and get the bott le from where
you got  t he basket,  and  put  i t
under the tap on the vat. Now open
the trapdoor and let out the jump-
ing creature with big, bulging eyes
on stalks. Wait  a  whi le and he
should jump into the vat, crushing
the eyeballs as he does so. You
might have to shift the vat and bot-
tle around a little to get it on target,
but it  isn't  really difficult  —  just
keep an eye on where the creature
lands.
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you're in a hurry collect one slimey
the room with the eyes in water. if

BOILED SLIMEYS
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Make your way to the room with
the stove, drop the can and fetch
the cauldron f rom the room with
the vat, go back to the stove room,
put the cauldron right in front of
the stairs and push it as far as it'll
go. Go behind the cauldron carry-
ing the yellow can and climb the
stairs. Wh e n  y ou ' re  s tanding
directly over the cauldron, t ip out
the slimey(s), push the cauldron
near the dumb waiter (making sure
it doesn't go into it), and push it up
(be careful). Go to the trapdoor and
let out the fire- breathing creature
and goad it over to the pot, making
it breathe fee on it. When you've
persuaded it to do your dirty deed
push the cauldron into the dumb
waiter and send it upstairs.

FRIED EGGS
Get the pan from the vat room and
put it in the stove room. Go to the
trapdoor and let out the bird. Get
the bullet (or any object for that
matter, as long as you're me l d
riot to lose it down the trap), and
put it on the trapdoor. Wait until
the bird flies over the trapdoor,
open it and the object will fiy up
into the air and hit the bird. Close
the trapdoor quickly and run to the
stove room and grab the pan Go
directly under the bird (Ws eyes
should now be bulging), and wait
until i t  lays an egg,  which you
should catch in the pan. Put the
pan on the stove (you can collect
more eggs if you wish) and wait
until it gets red hot. Take it V) the
dumb waiter (Berk might  drop ii
first, but pick it up and carry on)
and send it upstairs

After that tidy everything up and
put it in its rightful place.

1
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SANXION
(Thalamus)
This s e e ms  q u i t e  a  p o p u l a r
game judging by  the response.
But ev en so,  t he scores  aren' t
too h o t  ( ac c o rd i ng  t o  M r
Scorelord),  s o  here a re  s ome
really useful t ips which will help
you c o n q u e r  a l l  t h e  lev els .
Thanks to Anon f rom Ludlow.

Level one is quite straightforward
— go as fast as you can and stay
at the top of the screen as often as
possible, moving only if you have
to. To get used to the alien attack
patterns — there are tour different
formations — take it s low. Then,
when you feel proficient, 'burn it'.

The second level is  muc h the
same as the first, To dispose of the
'snaky' aliens, go to the bottom of
the screen and get  in real close.
Now let  ' em have i t  —  BLAM!
!RAM!  BLAM!  Once you've dis -
posed of the 'snaky' aliens, move
up to the top of the screen and zip
past the bomb-dropping fighters

94 ZZAP! 64 Christmas Special 1986

at full speed. Don't worry about the
bombs — you can outrun them if
you always travel at full speed. The
barriers can prove overwhelming.
but are easily mastered. Use the
maps f rom last issue to get  past
the barriers, together with this use-
ful t ip. .  wh e n  you get to the top
of the third barrier, let  go of  the
joystick and you will sail through
the hole in the fourth barrier. Now
push up and when you reach the
top of the fifth barrier, let go of the
joystick again and you should sail
through the sixth and seventh bar-
riers and finish the level.

Level three is much the same as
level one, only  watch Out for the
occasional barrier (use the scan-
ner for advance warning). Use the
map for bonus level three.

The f o u r t h  l e v e l  i s  a l s o
straightforward —  onc e you've
learned t he  various alien move-
ment patterns. Start by moving to
the top of the screen. Wait until the
ships zoom by,  then drop down
and l e t  t h e m hav e  i t  u p  t he
backside or when they turn tail.
Move down t o the bot tom right
hand c omer  o f  t he screen and
shoot like crazy to destroy the roc-

•1100Arke L e i e
r t  •
- •

kets as they appear. Then move
back to the bot tom left hand side
of the screen and shoot the lowest
of the three aliens (which look like
travelling irons). If it shoots at you,
you should have time to avoid the
bomb. Now,  move up and under
the fi rst t wo digits  of  the score.
Move left as soon as you see the
aliens appear from behind you —
the b o m b s  s h o u l d  b o u n c e
harmlessly in f ront  of  you. Stay
underneath the exploding doobrie
and its bombs  will miss you. The
rest of the level is up to you U s e
the diagram below for bonus level
four — it shows where you should
position your ship if  you want  to
crash into all the aliens.

Level five: the large 'jelly mould'
shaped ships which appear at the
beginning of  the level are easily
avoided. They will always exit the
screen at roughly the same point
as they  entered it .  The wobbly

ters aren't  t oo bad either —
keep moving up and down ever so
slightly as you fire, The' rocket rab-
bits' (they breed at speed, see) are
easy enough to avoid, but  killing
them is a lot  harder — the green
rockets mult iply  rather rapidly as
you shoot them, so they are best
left alone. As  for the mothership

well, if  you've got the lives to
spare, kill yourself by running into
one of its bombs. When you reap-
pear on screen the Mothership will
have disappeared, allowing you to

speed to the barriers. If you man-
age to negotiate the barriers, then
a huge bonus is yours - attacking
the Mothership only wastes time.

Level six isn't too difficult i f
you use the scanner. Yes, contrary
to popular belief, the top scanner
is not superfluous. Keep a beady
eye on the scanner and you will
soon be able to dist inguish bet-
ween the two major alien attack
patterns which come from behind.
Stay at either the extreme top or
bottom of the screen, depending
on which attack pattern appears,
and the aliens will gallop past.

Level seven: stay at  either the
top or bot tom of  the screen and
destroy the aliens at the ends of
the chain. When you encounter the
wobbly fighters, don't  shoot them
— they go berserk. Shoot the end
of the undulat ing chain of  aliens.
then speed past them before they
shoot too many bombs, To avoid
the next wave of wobbly  fighters,
stay at the top of the screen, go at
full speed and fire like crazy.

Level eight: beware the yellow
ships — shoot them or they will
return and shoot you! Use the map
in t h e  las t  is s ue t o  he lp  y ou
negotiate the barriers at the end of
this level.

Level ten is a bitch. Stay at either
the t op or bot tom of  the screen
and don't  go too fast — the faster
you go, the faster the rockets fired
by the Motherships come at you.

Enter Th e  Darks ide T h e
other thirty  levels feature faster
aliens (which fire more bullets) and
the occas ional barr ier  o r  t wo
thrown in for good measure. Good
luck — you'll need it!
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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.

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
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"GAMES AT THE
SPEED OF LIGHT.

•

•

SHOCKWAY RIDERS are the pick of the
street gangs - ATHLETIC,AGGRESSIVE &

ARROGANT -as they cruise along the
triple-speed moving walkways that circle

the great MEGACITYS ofAhe 21st Century.
THE ULTIMATE AIM OF EVERY RIDER

is to go "FULL CIRCLE" - to do that,he must•
fight off the Block Boys,the Cops and the

Vigilantes - as well as negotiating the Speed
Traps and Rider Ramps erected by the angry

local residents!
SHOCKWAY RIDER is the most original

arcade gam 6 of the year -
THE ULTIMATE FUTURE SHOCK!!
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LIGHTFORCE AVAILABLE SEPT -
8 6

t i t

FASTER•THAN•LIGHT

LIGHTFORCE is for VENGEANCE
LIGHTF9RCE is the Punishment Arm of
Galactic Fighter Command.
When a Terran-settled system at the edge of
the galaxy is seized by an alien force ,revenge
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
e
.
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SPECTRUM E 7.95
AMSTRAD Et COMMODORE E 8.95

F L  FASTER THAN LIGHT, CARTER FOLLIS GROUP OF COMPANIES,
SEDGLEY ROAD EAST. TIPTON. WEST MIDLANDS 0Y4 711.1. Tel: 021- 557 2981 (4 lines)1

1







Retail
I  1 • 1 1 1 .N 0 1 1 1 1 1 1  • it%11

'Chips' Direct Data Ltd.  53 Rugby
Road, WOnhing, Sussex BNI  I 5N13.

HS SCA
Ultima, Unit 28, White Lion Walk,
Guildford. Surrey. K S  SCA
Suburbia, 268 Streatfield Road, Kenton,
Middlesex 11A3 98 Y , K S  SCA
Speedysoft, The Blacksmiths, Radmige
Common, High Wycombe, Bucks HP14
40H. St 024M 3703_ K S  SA
Software Plus, Liberty Shopping Mall,
East Sq, Basildon. Essex; 336 Chart well
Square. Southend, Essex; 72 North
Street, Roenford, Essex; 22 Si Matthews
St, Ipswich, Suffolk; Boulevards, Har-
pur Centre, Bedford, Beds; 49 Hiah
Street, Gillingham, Kent, s  sCA
Software City, 47 Cheap Street, New-
bury. Berks, kG14 5BX. S  SCA
Slough Computers. 245 High Street.
Slough, Berks SL I 1BN_ I t 21594

HS SCA
Shekhana Computer Services, 221 Tot-
tenham Court Road, London WI R
9AF. *01-800 3156. K S  SCA
Saga Systems Ltd. 2 Eve Road, Woking.
Surrey GU2I 4JT. K S  S
Readers Dream, 100a Harlington Road
West, Felthain, Mai ds. .  01-844 Or780

HS SC
Barry Paul, Leather Lane Music Shop,
67 Leather Lane, London ECI I t  01-
405 1270. $  SCA
Octopus Software, Unit 31, In-Shops,
High Road Wealdstone, Middlcscx
. HS SCA
The Micro Workshop, 1 2  Station
Awroach, Epsom, Surrey KTI9 RES.
n'Tel_ Epsom 21533. K S  SCA
Harlow Computer Centre, 17 Staple
Tye, Harlow, Essex, CM18 7LX.

KS SCA
JKL Computers. 7  Winsor Street,
Uxbridge, Middx LOU IA13. KS  SCA
Games World, 129 King Street, Ham-
mersmith, London W6 M .  5  01-741
4467. K S  SCA
Gallery Software, 1st floor, 140 The
Arndale Centre, Wandsworth, London
SWI8. K S  SCA
M. D. Cooper, Computer Software and
Retail Sales, 63 High Street. Kempston,
Beds 50234852017. K S  SCA
Canvey Software, Harmer Arcade,
Roman Road, London El H S  SCA
Canvey Software, Canvey Market, High
Street, Canvey Island, Essex. KS
Alan Bedding Photography/Software,
37 Mile End Road, Colchester, Essex.

0206 851030, H S  SC
Bracknell Computers, 44 The Broad-
way, Bracknell, Berks. RG12 I  AG.

I-113 SCA
Nimbus Computing. 6 Station Road,
West Wickham, Kent. 5  01-777 3160.

HS SCA
Discount Software, 120 Lord Street,
Hoddesdon, Hens EN I I 8NP. KS SCA
Logic Sales Ltd. 19 The Broadway, The
Bourne, Southgate, London N14. I t /I-
882 4942. K S  SC
Virgin Games Centre, 100 Oxford
Street, London WI N 9E13. I t  01-637
7911
Virgin Gaines Centre. 157-161 Western
Road. Bnghton BNI  2BB. S  0273725313
Virgin Games Centre, do Burtons, 140-
144High St, Bromley, Kent.lin 4606895

Virgin GamesCentre, Top Man, Oxford
Circus, 172 Oxford Street, London WI.
*01-927 7826.

Nor th West

Stewart Electronics, 83 Penny Meadow,
Ashton-under- Lyme, Lanes, I t 061-339
0504, K S  SCA
P.V. Microcomputers. 104 Abbey
Street, Accrington, Lana, I S  SCA
McSoft, Unit 46, Moorgate Indoor Mar-
kel, Moorgate. Orrnskirk. Lancashire.

KS SCA
Mach i t,  Langam's, St George's Pre-
cinct, Preston. H S  SCA
Lancashire Micros, 89 Euston Road,
Morecambe, Lancs, K S  SCA
Computer World (UK) Ltd. 208 Chor-
Icy Old Road, Bolton, Lana BL I 3BG.

HS SCA
Book Bargains, 31 St Andrew's Road
South, St Armes, Lancs. S  SCA
A.A. Di scount  Software,  1 1 2
Marlborough Street, Ashton-u-Lyne,
Lanes OL7 OHA. 'R 061-330 2_376. S  S
Bit Byte Computers, 144 Witton Street,
Northwich, Cheshire CW9 5149. KS

SCA
City Software, 66 Lime Street, Liver-
pool LI IJN, 1 3  SCA
Computer Games Shop, 3 Royal Oak
Buildings, Waterloo Road. Blackpool
FY4 2AQ. I t 0253 48738. S
The Littlewoods Organisation plc,
Church Street, Liverpool L70 I AO (and
selected stores), H S  SCA
H & B Software, Unit 191, Upper
Rochdale Market. Arndale Centre,
Manchester M4 2E13. S  SCA
H de D Services, 1338 Ashton Old Road,
Higher Openshaw, Manchester MI  I
11G. S  SCA
H. W. Linton, 236 Smithdown Road,
Liverpool L15 5AH. *  051-733 1135.

S SCA

Soot h/Soatt h e s t
Kash-Kuts, 77  East Street. South-
ampton. S  SCA
Computerbase Co., 21 Market Ave,
City Centre, Plymouth PL I IPG .120752
672128. K S  SCA
Gateway Business Systems Ltd, 6 Sta-
tion Road, New Milton, Hants 01-125
bit/. K S  SCA
Gerard's Software at Corsham
Centre, 8 The Precinct. Corsham, Wilts
SN13 OAS, 110249 712650. K S  SCA
Montage, 8 Holymod Street, Chard.
Somerset TA20 2AH, / 3  SC
Manor Park Enterprises, 82 Mellstock
Avenue, Dorchester. Dorset, MS SCA
K & K Computers, 32 Alfred Street,
W est on-s-Marc , Avon. *0934 419324.

HS SCA
Kintech Computers, St lady. Bodmin,
Cornwall PL. '
,  
3 N 1 - 1 .  
1 4
S  
S
C
A

Judya Records & Computer Software,
Unit 29,  Exmouth Indoor Market,
Exmouth, Devon El l mouth 264593.

S SCA
Fal-Soft Computers, 8  St Georges
Arcade, Falmouth, Cornwall K S  SCA
Games I nc .  9  Frankfort Gate,
Plymouth, Devon. PL I 10A. S  SCA
Mc Fuse Box, 67 Stilwell Street, Exeter,
Devon. H S  SCA
Computer Services. 9 The Green, Credi-
ton, Devon EXI7 3LH. S  SC
Virgin Games Centre, 18 Merchant
Street, Bristol BSI 3ET_ *0272 294779.
Virgin Games Centre, 103-105 Armada
Way, Plymouth *  075 2262817.

Midlands

Soft Spot Ltd, 5 George Street, Ban-
bury, Oxon OXI6 9YT. *0295 68921

HS SCA
Honeysett Computers Ltd, 17 Union St.
Hereford. I S  SCA

Fast Forward, 29 Smith Street, War-
wick, Warwickshire. K S  SCA
Fast Forward, 39 Parsons Street, Ban-
bury, Oxon, K S  SCA
ComputaCenta, 17 Campbell Street,
Belper. Derby DES IAP. H S  SCA
D.J. S. Micros (Mail Order), 28 High Si,
Harrington, Northants NN6 9NU.

KS S
Gordon Harwood Computers, 69171
High Street, Alfreton, Derby DES 7DP.

HS SCA
Northampton Home Computer Centre.
58a Wellingborough Rd, Non hampton.

HS SCA
The Software Centre, I Lock Up Yard,
Derby. l a z  SCA
Allen James Computers, 831 Stratford
Road, Sparkhill, Birmingham B11
4DA. I t 021-778 5737. K S  SCA
Cimitazia, 204 High St. Dudley. West
Midlands DY1 100.  K S  -
S C ABull Ring Computers Ltd, I  Waterloo
Terrace, Etridgnorth. Shropshire WV164E0. H S  SCA
R & B Computer Software, 6 Waie1100
Road, Hinckley, Leics. M S  SCA
Computer Market. 27 Guosegate, Not-
tingham.. 58(454. K S  SCA
Honeysett Computers Ltd. 17 Union St.
Hereford HRI 28T. K S  SCA
Intoto, 1 Heathcoat Street, Hockley.
Nottingham NGI 3AF. K S  SCA
Long Eaton Software Centre. 91 Col-
lege Street, Long Eaton, Nottingham
NGIO 46E. K S  SCA
Microwarc, 5 St Peter's Lane, Leicester
Also at Venture House, 7 Leicester Rd,
Loughborough, and Fords, 191/195 Vic-
toria Centre, Lower Parliament Si, Not-
tingham K S  SCA
Virgin Games Centre, 98 Corporation
Street, Birmingham B4 6SX 50212361577

North East

U. K. Software Exchange Club. SAE to15 Tunwell Greave, Sheffield S5 9GB
S SC

Treasure Chest, 220 Beverley Road,Hull, N. Humberside HU5 IA H
S SCA

Tomorrow's World, 15 Paragon Street,
Hull, N. Humberside HUI 3NA.

MS SCA
Thirsk Home Computer Centre, Royal
Oak Yard, Market Place, Thirsk, N.
Yorkshire Y07 IHO. 5084525372.

KS SCA
System 7 Electronics, 664 Anlaby High
Rd. Hull. N. Humberside H U3 6UZ. .
0482 508687 H  SC
A & A C Stobbs (Computer Dept), 39/
40 Upper Precinct, Blaydon-on-Tyne,
Tyne & Wear NE2I 5BT. I t 091 4143107
KS SCA
Stockton Software Ltd. 14 West Row,
Stockton-on-Tees, Cleveland TS I 8
!BT. 11 0642606166. H S  SCA
Starsoft, 2c Walnut Road , Thorne. Don-
caster, S. Yorks DN8 4HW. I t  0405
816970. S  SCA
P.E.A_K. Electronics, 222 York Road,
Hartlepool. Cleveland. K S  SCA
Microtron, 9 Gillygate, Pontefract, W.
Yorkshire K S  SCA
Microbyte Software Shop, 36 County
Arcade, Leeds LS1 6BH, and I9a Lower
Warrengate, Wakefield, W. Yorks.

S SCA
MarClitY Computers, 43 Stockton Road,
Sunderland SRI 3NR. S  Sunderland
78975. M S  SCA
David Llewellyn, 24 Winchester Close,
Great Lumley, Chester-le-Street. Co.
Durham. S  8
Ken Green (News &  ComputerSoftware), 26 Fowler Si, South Shields,
Tyne & Wear. K S  SCA
Datamatc Ltd, 2 Delaval Tcrr, Blyth,
Northumberland NE24 IDL. s• 365846
HS SCA

READER
INFORMATION
SERVICE
DIRECTORY
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The Computer Shop, 7 High Friars,
Eldon Square, Newcastle upon Tyne
NEI 7XG. I t 091 2616260, H S  SCA
The Computer Shop, 224 High Street,
Northallerton, N. Yorks DL7 Hill.

HS SCA
CH.I.P.S. Computer Shop, 151-153
Linthorpc Roa d,  Middlesbrough,
Cleveland TSI 4AG. K S  Sat
Virgin Games Centre, 94-96 The Brig.
gate. Leeds LSI 6BR. 50532 432606.
Topsoil, Computer  Software. 3
Hambletonian Yard. Stockton-on-Tees,
Cleveland. K S  SCA

East % ugh. )
Sudbury Micro Systems, 64 North
Street, Sudbury. Suffolk, H S  SA
Logic Sales Ltd,  6  Midgate, Peter-
borough PEI ITN. e' 0733 49696.

SCA
Micro Phone, 14 Plowright Place, Swat'.
fham, Norfolk, and Aldiss Furnishing
Centre, Norwich Rd. Fakenham, Nor-
folk. K S  SCA
Viking Computers, Ardney Rise, Nor-
wich, Norfolk, H S  SCA

%V ales
Camelot Software. Cae Yllity5011, CaCT•
narvon. Gwynedd LL55 2LR, S  S
Cwmbran Computer Centre, 3/4 Vert
tnor Road. Old Cwmbran. Gwent

HS SCA
R. M.  Ehrenzeller, Sounds Good, I
Middleton Street. Llandrindoci
Powys. S  SCA
J.C.G. Software, 23 The Courtyard,
Riverside Mar ket,  Haverfordwesi.
Dyfed, 0 4 3 7  2543. H S  SCA
Merthyr Computer Centre, 110 High
Street, Merthyr Tydfil. Mid Glamorgan
*0685 82230. K S  SCA

Scotland

James Clark, 6  Bridge Street, Dun-
fermline, Fife. 8  SCA
The Computer Depot, 205 Buchanan
Street, Glasgow GI  2JZ. 5  041-332
3944. K S  SCA
Inverness Computer Centre, 5 Meal-
market Close. Inverness IVI  1HT.
226205. K S  SCA
The Micro Shop, 257 Dumbarton Road.
Panick, Glasgow (il l  6AB. I t 041-334
6163, H S  SC
Mobile Micros (Marketing) Ltd, I East
Back Street. Bishoprnill, Elgin, Moray.

HS SCA
Soft Centre. 2 Bruntsfield Place, Edin-
burgh EHIO 4HN_ S  SCA
Software Connection. Argyle Centre
Market, Argyle Centre, Glasgow G2
8AU. S  SCA
Via, Independent Computer Supplies.
31/33 South Street, Perth PHI  itP1)
50738 36704. K S  SCA
Virgin Games Centre, 172 Union Street.
Aberdeen ABI 1QT. I t 022A 645851
Virgin Games Centre, 28-32 Union
Street, Glasgow GI 30X.  I t  041-2040866

I ndund

Charly's Computer Comer.  Clareab-
bey, Oarecastle. Co. Clare, I t  0651
2006, $  SCA
Darryn Reid, Leisure World, Romancis
Building, 6 Queen Street, Belfast, N.
Ireland M S  SCA

Abroad
Computer Studio, Kosancleev Venut
Ia. 11000 Beograd. Yugoslavia, S SCA
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ONLY THE BRAVEST FLY....

AMSTRAD PCW 8256/8512 SPEC TR U M
Tomahawk Disk L i  £19.95 T T  Racer 48/128K 0 £9.95
AMSTRAD CPC 464, 664, 6128 Tomahawk 48/128KD £9.95
Night Gunner 0  £ 7 . 9 5 Fighter Pilot 48K £7.95
Night Gunner Disk CI E13.95 Night Gunner 48K D E6.95
Tomahawk 0  £ 9 . 9 5 COMMODORE 64
Tomahawk Disk 0  E14.95 Fighter Pilot 0 E9.95
Fighter Pilot
Fighter Pilot Disk

0  £ 8 . 9 5
0  E13.95

Fighter Pilot Disk
Tomahawk

El
0

E14.95
£9.95

ATARI Tomahawk Disk El E14.95
Fighter Pilot 0  £ 9 . 9 5
Fighter Pilot Disk 0  E12.95 Name
Tomahawk D £ 9 . 9 5
Tomahawk Disk LI E14.95

FOR ALL POPULAR HOME COMPUTERS

BY aK.MARSHALL
TOMAHAWK -  a stunningly
realistic flight simulation that
puts you in command of an
Apache Advanced Attack
helicopter. Flying low over a
spectacular 30 real world
display with over 7000 ground
features- TOMAHAWK puts
you in the hot seat.
Ground attack and air-to-air
interception is the challenge -
day or night in the thick of the
battlefield. Your combat mission
is to locate and destroy enemy
ground forces. It could be science
fiction i t  isn't -  the Apache is tor
real.... the meanest, deadliest
combat helicopter ever
.You have the weapons, the
machine..., climb in and prepare
for take off!

•  Spectacular 3D cockpit view
with over 7,000 ground features
Authentic aerobatic
performance.

•  Ground attack and air-to-air
Interception, with laser guided
missiles, rockets and 30 mm gun.

•  Doppler navigation and target
tracking.

•  Day/Night vision systems.
•  Cloudy, Crosswinds,Turbulence.
•  Pilot ratings - Trainee to Ace.
•  impressive sound effects.
•  Pilots Notes.

R E T

VAT and p . & p . inclusive  within UK
(Overseas inc. 5.5p per cassette)

Tele Sates
(0276)68495a

Please debit my AccessAtisa card no.
1 1 1 1 1 1 1 1 1 1 1 Il l
Expiry date
Cheques payable to Digita l integration Ltd
I enclose a cheque/P 0  f o r

Address

T o t e /

P l e a "  Send D I G I T A L

INTEGRATION
Watchmoor Trade Centre,

Watchmoor Road,
Cambertey, Surrey

GU15 3A-1
Trade arid Export enquiries

welcome, Lifetime GUAlarliel.
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INFILTRATOR
(US Gold)
Here are some extensive tips to
be used in conjunction with the
maps. Thanks to Phil Everitt from
Fareham, Ha nt s  a n d  Michael
°Dulles a n d  Cra ig  Donoghue,
both from Horsforth in Leeds. If
in doubt at any time check the
game's Instructions, especially
if you're having di fficul ty wi th
actually flying the helicopter.
FLYING
Start the engine as per instructions
and lift off. As soon as your horizon
changes go to the map screen,
find and enter your ADF, turning
your helicopter around until it 's
pointing in  the  right direction,
Once you've done that, set your
speed to three quarters on the dial
and make sure that your height is
between 1500 and 2000 feet.

As soon as an enemy aircraft
appears and requests your ID wait
a while. If he's aggressive he'll fire
at you, so wait for him to do so. If
he is hostile and unleashes a mis-
sile your instrument will flash an R
(if the incoming missile is radar
guided) or an H (heat seeking mis-
sile). If it flashes the former drop a
load of chaff and deal with the lat-
ter by launching a flare. Once the
missile is destroyed the enemy
plane will fly past and overtake
you. As soon as he files past fire a
rocket and you should kill him. The
guns are a pretty useless com-
modity since you can't fl y the
helicopter fast enough to keep the
jet in your sights.

When you're over the enemy
base reduce speed to zero and
begin your descent. You must
switch to  whisper mode at just
above 1000 feet (try it  at about
1100 feet) t o  avoi d detection.
Switching to whisper above this
height will cause your oil tempera-
ture to overheat before you canland.

After a  couple o f goes you'll
soon get the hang o f flying the
helicopter, and once you master
the direction finder you'll only ever
encounter two  o r three enemy
planes on your journey.

On the return journey use the
above tips.

MISSIONS (General tips)
Don't u s e  gr enades outs i de
because the other guards will hear
and catch you, so use the spray.
Even using this you may be seen
and get caught. The positions of
the electronic key and spare gre-
nades are not shown on the map,
as they are in  different places
every time you load the game -
you'll always have to search for
them. Always show the guards

,

your papers, but if they aren't In
order use a  grenade and then
search the room. You can search
a room while a  guards back is
turned towards you, but It's a bit
risky since he could turn around at
any time. In the open doors room
you don't need to gas the guard to
insert the security card, but you
must have your papers checked
first. If you use the janitor's uniform
be careful, if  you get too near a
guard and he sees your unfamilar
face he may get suspicious and
ask you for your papers.
MISSION ONE
This, quite naturally, is the easiest
of the three missions. Get the sec-
urity card and open all the locked
doors. Once you've done that go
back to all the previously locked
rooms and photograph the plans
on the walls, although remember
you must gas the guard before tak-
ing a snapshot. You must take five
photographs to complete the mis-
sion, and there are plans in each of
the five locked rooms. There aren't
any mines in this mission so you
don't need to worry about them.
MISSION TWO
Get the security card and open all
the locked rooms, Collect the
ammo from the ammo stores. This
Is done by gassing the guard, and
searching the three cabinets in the
ammo store to get the three gre-
nades sitting in each one. Swift-
ness is the order of the day here
since you have to complete this
operation before the guard wakes
up. If you want to play safe you can
always pick up two grenades andleave.

When you've got the grenades
go to the weapons lab, gas the
guard and search the little cabinet
for the invisibility pill, then set your
charge. You must then get out of
the building before it explodes. On
the way out don't stop to have you!' I
papers checked, gas the guards
as you leave. When the building
explodes all the alarms will go off,
so go to building three and switch
them off before getting the profes-
sor. When you've got the prof, give
him the invisibility pill which will
allow you to sneak him past the
guards to the helicopter and free-
dom.
MISSION THREE
This is the hardest as extra gre-
nades are few and far between,
but it can be done. The primary
target is the security pass. Once
you've got it you'll have to set one
explosive charge in building three,
four in building four and one In
building five. When all the charges
are set go Pack to building one, set
the last charge, get back to the
helicopter and fly back to base.

1942 fElltel
ft you want to become an inde-
structible or Immortal pilot you
can enter these Hooke( Jon and
,IWL3 POKES. Put the cassette
in the drive and typo LOAD (RE-
TURN, press play on tape and
when READY appears typo:
POKE 1010,76;P0KE
1011 ,2481POKE 1012,252 (RE-
TURN)
Now type RUN (RETURN). When
the computer meets typo:
POKE 816,167: POKE 817,2 (RE-
TURN)
POKE 2095,76:POKE
2096,248POKE 2097.25
2 ( R E -TURN)

SYS 2061 to loped the rest of the
program. When the computer
meets again enter the Wit owing
POKE.:

POKE 3237.189:POKE 3239,0
(RETURN)
POKE 5765,234:POKE
5766.1 69:POKE 5767,0 (RETURN)
To disable the collision detec-
tion. You can oleo
POKE 5806,23
4
: P O K E  
5 8 0 7 ,
2 3
4

(RETURN)
for unlimited lives. Once

you've finished SYS 2640 to start
the gams

MARBLE MADNESS
(Arlolasoft)
Last month we printed a brilliant
Marble Ma d n e s s  t i p  w h i c h
showed you how to get onto the
secret 'water ' level.  Unfor tu-
nately the picture which showed
you what to do got left oft lit was
printed with the review% Sorry

about that, so here it is again,
complete with picture. Look at
the picture. Right, jump the gap
at the end of the first left hand
zig-zag (using the tire button to
get extr a speed),  then pl onk
your marble on exactly the same
spot as shown in the picture.
Wait until the time counts down
to thirteen and you'll be magi-
cally transported to the water
level.

Well, that's all I'm afraid. I 'm off to sleep in a minute, but before I
doze oft may I say a very Happy Christmas to you all and thanks to
all of you who have sent in tips over the last year. Hopefully next year
the tips pages will be just as successful, 11 you have any POKEs,
maps, solutions or anything which you think will help other games
players then send them to: ZZAP
1 T I P S  P O  
B O X  
1 0 ,  
L u d l o w .  
S h r o p
-

shire SY8 1D13. See you next year.
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GET YOUR FINGER
ON THE BUTTON

WITH O N  IX!

KONIX are not  a  company  well
known for their fabulous games_
This is  not  overly  surprising, as
they have made their name by
helping everyone to play of games
and get bigger and better scores
with t he KONIX joyst ick range.
Now they are celebrating the suc-
cess of their microswitch joystick
— t he KONI X SPEEDKING —
which is shaped to fit the palm of
your hand_ No more unsightly blis-
ters and throbbing thumbs thanks
to its ergonomic lines.

The KONIX stick is  one of  the
best you can buy, so far as I can
see. I never get a chance to have
anything but the worst in just about
everything. Take clothes for exam-
ple. While all the joystick-pumping
prannets a t  t h e  Towers  c lot he
themselves in the latest up-to-the-
minute Designer computer-junkie
wear, they sport the very latest of
T-Shirts complete wit h Des igner
logos. The most up to date T shirt
that I have lurking at the back of
my wardrobe i s  a  Tingah a n d
Tucker Fan Club T-Shirt that Auntie
Mabel gave to me. (She didn't want
to wear it herself and give her age
away.)

What I could do with is a T-Shirt
logo that would be envy of all my
friends. Something t hat  I  c ould
wear on a shirt around the office
and be the first to wear Designer
minion clothes. 'Jolson ;18111

nm a s
s
i s
t
" '

Unfortunately, I  have very few
ideas myself and not  being bles-
sed with the same kind of  fashion
sense as the other office trendies.
I ought  to leave the hard work  to
you. If your entry sews up the first
prize you'll be the proud owner of
a Commodore MPS printer and a
Commodore disk drive plus your
very o w n  KONI X SPEEDKING
JOYSTICK. Twenty runners-up col-
lect a SPEEDKING blister-reduc-
ing joystick to make game-playing
in ' 87  that  muc h easier on t he
hands

Put your designs for the ultimate
in minionesque wear onto an A4
piece of paper and send it off with
the jolly old GPO to arrive here by
the 8t h o f  January  19137 Don' t
forget t o  p u t  y our  n a me  a n d
address on the back of your entry
and our name and address on the
front of the envelope which is: ALL
DRESSED I N  BLACK, ZZAP!
Towers, P O  Box  10, Ludlow,
Shropshire SYS 1DB.

ZZAP! 64 Christmas Special 1986 1 0 7



108 ZZAP! 64 Christmas Special1986



5 0  C O P I E S
OF THE COMMODORE 64
VERSION OF
G A U N T L E T
ALSO UP FOR
W R A P S ! ! !
Hello again, and welcome to part
two of this amazing competit ion in
which YOU could win your very
own f o u r  p l a y e r  G A UNTL E T
arcade machine. Yes, it 's true. I t
weeny i s  t h e  wea l  t hing.  J us t
imagine it, taking pride of place in
your bedroom.  Cor i  Inv ite y our
mates round for a game (on free
play, of course) and swank away to
your heart's content. Double Con?

US G o l d  a r e  a l s o  donat ing
FIFTY copies of  the Commodore
64 conversion o f  this  incredible
game, whic h is  nearing comple-
tion even as  I  write.  Coi l  (Once
again). So how do you go about
winning something, eh?

Last month, I asked you to find
the names 22 of US Gold games
hidden in a huge wordsquare. Well,
believe it or not, also hidden in the
wordsquare a r e  t h e  names  o f
SEVEN ZZAP! people such as . . .
well, it's up to you to find out?

But that's not  all you've got  to
do. Oh no. See the diagram printed
on these pages? It's a representa-
tion of one of the bonus levels in
GAUNTLET in which you have to
run a r o u n d  c ol lec t ing c hes t s
within a given time limit. Now, what
you've got  to do is spot the odd
chest out .  Which one of  the 21
chests is different f rom the rest?
(BIG HINT: there are ten pairs of
chests).

When you've done that, cut out
the w h a t ' s  that? Oh. I see. OK,
here's a summary  of  what  you've
got to do:

FIND the names of TWENTY-TWO
US Gold games  hidden i n  t he
enormous wordsquare printed last
month.

FIND the names of SEVEN ZZAP!
personages als o hidden i n  t he
enormous wordsquare printed last
month.

DEDUCE which of the TWENTY-
ONE chests is the odd one out.

THEN fill out the entry form, attach
the t wo  tokens  (one f rom t he
December issue, t he other f rom
this issue —  n o  photocopies .

II

1
2
3
4
5
6
7a
9
10
11
12
13
14
15
16
17
18
19
20
21
22

Thanks to DAVE CROFT of WORTHING BN14 7AX
for the wordsquare

COMP
These are the 22 US Gold
games I found in
the wordsquare last month

And these are the 7 seven ZZAP!
personages
1
2
3
4
5
6
7

please) and send it  all to ZZAP!
GAUNTLET C O M P E T I T I O N ,
ZZAP! Towers, PO Box 10, Lud-
low, Shropshire SYS 1 DB to arrive
here before the 19th January 1987.

And the very best of luck,

Name

Address

Which chest is different from the rest? Postcode

• " " • • • • • 1 ' 'T

•

A b l .
A N O
T H E
R

TOKEN  l b
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THE AMAZING.
II

SPLOT.YOU'RE DEAD COMP!
pad II
THE SAGA CONTINUES. . . .

COMP

You could ZZAP! a Spiky
Haired One with a paint gun!

THE READERS'
ARMY NEEDS YOU
A little while ago, PIRANHA spon-
sored a  competition fo r Strike
Force Cobra in which readers had
the chance to spend a day having
fun playing Combat Zone.

Now they've gone and released
Rogue Trooper, based on the fam-
ous character from 2000AD. You
have to fight your way across Nort
territory on a quest to collect tapes
that will help put your biochip-
based comrades, Bagman, Gun-
nar and Helm, back into bodies. To
celebrate the launch of the game
that DESIGN DESIGN have been work-
ing on for MANNA, the delectable
Mandy Keyhoe has decided to hire
a whole Combat Zone zone for a
day in the half-term holidays next
Spring.

Now were recruiting for a Read-
ers' Army to face up to the might
(or should that be maybe'?) of the
NEWSFIELD reviewing platoon, In
Combat Zone, you are equipped
with special guns and get to wear
special protective clothing (includ-
ing goggles) and the aim is to cap-
ture the flag belonging t o  the
opposing team. We're going to be
ranging the talents of Penn and
Rignall, supported by a few other
folks f r o m  t h e  co mp u t e r
magazines, against a crack squad
of readers.

This is your chance to deal a
painty 'death' to the egos of the

77AP! reviewers — the guns used
in Combat Zone fire paint pellets,
and when someone is hit with a
splodge of paint they have to lie
down doggo and play dead.

Fancy a go? What we want is a
recruiting poster for the army that
will challenge the Spiky Haired
Ones on the appointed day. Go to
town on a  full-race propaganda
campaign if you like, pointing out
all the shortcomings of these hor-
rid fellows who will become the
enemy' on the day. Mention their
track record of Minion-abusing if
you like, or the unrealistic size of
their egos. Just make them out to
be mean 'n ' nasty bunch so that
any passing pedestrian would be
immediately inspired to do his or
her duty and sign up for the con-flict.
Put your Kitchener type poster on
a sheet of paper, no bigger that Ad
(which is the size of the page you're
reading), and send the finished
article to ZZAPI A SPIKY, ZZAPt
Training Camp, PO Box 10, Lud-
low, Shropshire SY8 1 DB. Entries
must arrive before January the
20th 1987

The best two recruiting posters
will win their propaganda artists
the chance to participate in the
Ego Wars. Thirty runners-up get to
collect a complimentary copy of
the game, Rogue Trooper

Courtesy of
PIRANHA

/  B E  YOUR OWN

'ROGUE TROOPER'
MTH A DAY AT

COMBAT ZONE

30 Copies of ROGUE TROOPER on offer!



. 1 , 7 1 1 1 1 ! ,

, REVIEWS ON BBC-1 AND 111C-2 TV
Saturday Superstore (BBC-1)
This is knockout! This is great! ... Wonderful!

Very, very clever" ... Fred Harris
Micro Live (BBC-2)
"Really good valuer ...John Coll
REVIEWS IN THE COMPUTER PRESS
' The reproduction is suprisingly good, and
certainly on a par with some of the more
expensive speech interlaces I have heard.
An excellent low cost speech synthesiser
that really is very good value for
money." ...ACORN USER
7... Incredibly easy to use. The end result Is as
good as anything I've heard this side of the
Amiga." ... POPULAR COMPUTING WEEKLY
"Overall an excellent package" . .MICRONET 800.
"This is one utility which cannot be beaten
on quality or price" ...The MICRO USER.
'SPEECH! from Superior Software is a truly
remarkable offering. A rare gem Indeed.
Superior Software has produced a price
breakthrough by achieving an apparent
technical impossibility" . s.A & B
COMPUTING.NG

REQUIRED

FOR THE
COMMODORE
AMSTRAD AND

BBC COMPUTERS

COMMODORE 641128
Cassette £9.95
Disc E 1 1 . 9 5
AMSTRAD CPC464166416128
Cassette £9.95
Disc £ 1 4 . 9 5
BBC MICROS: B, B+, Master
Cassette £9.95
Disc £ 1 1 . 9 5

A  last, speech synthesis at a price you
can afford. SPEECH! works entirely in

software taking up less than 9K of RAM: no
extra hordwore whatsoever is required.
Unlike other systems, SPEECH! has an
unlimited vocabulary: it will say anything
you want It to, and Is simplicity itself to use

S A
-
z a
z  
i
n
:  
'
S
A
Y  
I  
A
M  
A  
T
A
L
K
I
N
G

AS EASY TO USE AS 1 23...
and the computer speaks.

SPEECH! has a built-in parser which
tronslates English words into "phonemes", or
speech particles. There are 49 phonemes
and 8 different pitch settings which can be
used directly by the • SPEAK command (e.g.
•SPEAKIHEH4L0W4) so stress or intonation can
easily Pe added wherever desired. You can
change the overall pitch with the • PITCHcommand.
Every copy of SPEECH! comes complete with
extra software:
DEMO — shows off all the features,
SPELL —  an innovative educational

program,
SAYFILE — speaks the lines of your programs.

Applications in:
it games
• education
• business
• utilities

AIM11116.

OUR GUARANTEE
' A ll mall orders are

despatched within 24
hours by first-class past

•  Postage and packing is
tree

•  Faulty cassettes and24 HOUR TELEPHONE discs will be replaced
ANSWERING SERVICE FOR ORDERS i mme d i a t e l yr

o
P
c
i
a

Limited
Dept. SP9, Regent House, Skinner Lane, Leeds LS7 lAX. Telephone: 0532 459453
WE PAY TOP nownmEs FOR HIGH QUALITY sorrwanE



The best selling Computer
Game is now available for

the New Generation.
Don't Get Mad - Get Even!

Full game or  questions only
available on

Spectrum 48/128, CBM 641128,
BBC B,B-  , Master, Antstrad CPC

Cassette and Disk

HORN A8801
INT I RN A nt INM

too stoo,ssoul IMIONAIEJNAL

and all local stockists

YOUNG PLAYERS' EDITION - OUT NOW
TRIVIAL PURSUIT is a Trade Mark owned and licensed by Horn Abbot International I -td

Published by Domark Limited, 204 Worple Road. London SW20 8PN. Tel: 01-947 5624
Tnvial Pursuit was programmed by Oxford Digital Enterprises. D O M A R K



VOTE FOR THE BEST
GAMES OF THE YEAR!

Christmas c o m e s  b u t
once a year—and with it,
the Z Z A P !  R e a d e r s
Awards. T h i s  i s  y o u r
chance to  tell members
of the software industry
what you think o f  their
games, t h e i r  program-
mers and their advertise-
ments. V o t e  f o r  t h e
games, t h e people and
the adverts which yo u
feel are worthy of praise.
Fill in the form over the
page and send it to us as

fast as  you can  so our
Database Minion can get
to w o rk  analysing t h e
results. The first 10 forms
drawn out of the bag on
20th January 1987 —the
closing date — will earn
their senders £20 worth
of software and a ZZAP1
T-Shirt!

The results should be
published in  t he March
issue o f  Z Z A P !  a n d
shortly t h ereaf t er t h e
certificates of  accolade

will b e  awarded t o  t he
winning companies. Well
then, what are you wait-
ing for? Get to it!
In e a c h  ap p ro p r ia t e
category enter the name
of the program and the
software house for which
you wish to vote. Please
note: products must have
a 1986  copyright to  b e
eligible. There's no need
to fill in every category —
if you can't think of a suit-
able candidate, leave the

relevant category blank.
Obviously the more you
fill in the better the end
result will be.

Once y o u ' v e  c o m -
pleted a s  much o f  the
form as possible, remove
this p a g e  f r o m  t h e
magazine (or photocopy
It) and send it to us. Don't
forget t o  w r i t e  y o u r
name, address a n d  T -
Shirt size (smail, medium
or large) on the form in
CAPITAL LETTERS!

Z2AP! 64 Christmas Special 1986 113
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E8.95
COMMODORE 64/128

This smooth
-
scroll
last-'em game feature

every best in fast arcade
ac ion by Steve Lee (aliflicir

a con PatroLseries and Shogun i th
unning graphics by Martin Whee r  (fa u s
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Sorcery). It is a multi-sectioned game with many varieties
f tqytallens to eliminate. You must fight through each wave in

our highly manoeuvrable spherical space fighter aSd save Ea f rom...."4'1°41111•
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Invest in some real actiol for your Commodore 64/12
Please send me a copy of EREBUS for the Commodore 64/128 (cassette only)
Name
Address

Please make cheques and postal orders payable to Virgin Games Ltd, and post to
Virgin Games, 2/4 Vernon Yard, Portobello Road, London Wil 2DX.
PLEASE DO NOT POST CASH.



11
: ROBTEK CHRISTMAS OFFER 1
I  THREE DIFFERENT BUMPER PACKAGES AT BUMPER PRICES I

KINGSIZE GAMES FOR COMMODORE 64

Here is your chance to buy volume 1 & just released volume 2. 50 incredible value gameson each cassette or disk version.
Cassette Package: Normal Price El 9.95 Christmas Price El 2.95

Disk Version: Normal Price E25.90 Christmas Price El 4.95
(If you already have Volume 1, you can buy Volume 2 separately at E9.95)

KINGSIZE GAMES FOR COMMODORE Cl 6/PLUS 4

• • • •
• , = =  •

•  . 1 1
•
omE

Buy Volume 1 & just released Volume 2
50 incredible games on each cassette

Cassette package: Normal Price El 9.95 Christmas Price El 2.95

(If you already have Volume 1, you can buy Volume 2 separately at E9.95).THE FAMOUS ROBTEK MAGIC DISK KIT
& ROBCOM TURBO 50

Normal Price E44.90 Christmas Price E29.95
MAGIC DISK KIT:

For Commodore 1541 and 1571 disk drives. Everyone with a disk drive
needs this product. No more repair bills no technical knowledge needed. EASY TO USE,

You can solve or prevent most of your problems now with this product.
CONTAINS: SPECIAL CLEANING DISK

ROBTEK'S UNIQUE ALIGNMENT DISK: tests and adjusts speed and alignment step by step.

TURBO 50
Voted No. 1 utility. For COM 64/128. Transforms your Commodore with this incredible

powerful cartridge. Fantastic features include Turbo loading for your disk drive and
Cassette Player, Copying Program, Toolkit, Centronics Interface, Reset Switch and much

much more.

•
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voted N0.1 utility of the year)

Ali these products ore ovoiloble ot oil youd computer stores or you con order
direct from Robtek.

Viso/Cheque/Postol Order.
Roblek Ltd., Unit 4, Isleworth Business Complex, St. Johns Rood, isleworth,

Middx. 1W7 6N1.• Tel: 01-847 4457

1



P O W E R
E X T R E M E ! !

Albums! Books! Games! T-Shirts!
Courtesy of ARIOLASOFT

ALL Up For Grabs!

Ever watch CENTURIONS? It's a
great new super duper cartoon
featuring s o m e  rea l l y  mi g h t y
heroes who are always around to
save t he day. Three c lean liv ing
guys and one super fido dedicated
to the defence of you and I against
the evil alien hordes  that  at tack
earth the same t ime every Satur-
day morning. Sounds like it'd make
a good computer game, doesn't
it? We l l  t ha t ' s  ex ac t ly  w h a t
Ariolasoft t hink  —  a t  t his  v ery
moment they are convert ing t he
antics and adventures of the CEN-
TURIONS i n t o  a  t hri l l ing n e w
game.

In the meant ime Anolasoft have
decided to donate some goodies
to give to you, the best of which is
an Anolasof t  Goody  Bag.  This

lovely package consists of several
desirable objects,  inc luding fi ve
faberooni new albums, three great
books, f our Ariolasoft  games,  a
Centurion model and four swell Tee
Shirts! Mere words alone cannot
describe this prize so take a lock
at the piccy on this page and gasp
away. Generous Arida have also
given us twenty five tee shirts for
you o h - s o - l u c k y  r e a d e r s .
Interested? Wel l  we' re going t o
make you work for this one. Here's
the competit ion

Despite the prestigious t it le of
ZZAPI Editor and the maturity his
job requires, Mr  Penn is well into
CENTURIONS. You s hould s ee
him run up and down the office
shouting 'Power Ex t reme,  pre-
tending t he offi ce dustbin is  an

alien robot .  Bif fl  Bap!  Bop!  h e
goes, lay ing into the bin wit h a
manic gleam In his  eyes. A  few
kicks and a punch later the evil bin
is defeated, no longer will he and
his rubbish hordes  tyranize t he
office. Gaz than pops into the toilet
with a smug look on his face t o
return thirty  seconds later in his
mild mannered ZZAP! Editor sec-
ret identity. This is all getting a bit
tedious as  Mr  Penn's ant ics do
tend to spread rubbish about the
place, and though Gaz's Centurion
imitations are entertaining to say
the least, we do value his abilities
as an Editor a bit more.

This is where you can help. The
plan is  t o booby  t rap the office
dustbin in some way so as to give
Gaz a real shock the next t ime he

tries to do battle with it. It has to be
a big shock though, hopefully a big
enough shock t o  curtail his  bin
bashing career indefinitely. Jus t
design a Gaz Penn frightener that
will sit nice and innocently in the
bin unt il attacked, then it  should
burst into scary animation. Send
the design to us and the creator of
the best anti-Penn device will have
his or her efforts rewarded with an
Ariola Goody Bag. The best of the
rest will receive one of the twentyfive 1-Shirts.

So get cracking and send your
entries to STOP GAZ PRATTING
ABOUT, ZZAP! Towers, PO Box
10, Ludlow, Shropshire SY8 1DB
to arrive before the 20th of January
1987,
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H O W  TO . . .
A N D  H O W  NOT TO
This Month
PARTYLI NE: A Guide For Trendy Telecomers
By Gary Liddon
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PUNET PARTYLINE can be
a bit overwhelming to say the

least. First time users can usually
find Themselves totally lost and
ignored not knowing any of the
many unwritten rules that govern
social interaction on the 'net. To
get the most from pARTyLINE and
create the right impression i t s
best to be totally cognizant of the
DOs and DON'Ts of day to day
netting. You have to mix with the
right people and say the right
things — and for the new user this
can be really rather tricky. To help
you, here are brief descriptions of
four of the different types of per-
son that populate PARTYLINE
•accompanied by a helpful guide
detailing the best way to interact

with them

THE MENTALLY
DEFICIENT
Very easy to spot, this one. Their
conversation i s  a lmost to ta lly
monosyllabic and is  concerned
mostly with  themselves, You'll
always find their in imaginativelynamed rooms such as FRONT
ROOM or MIKES ROOM. A favour-
ite past ime o f  t h e  mentally
deficient is to enter rooms called
PRIVATE and Then say 'Is this pri-
vate?'. To  keep in  with the in-
crowd the only real thing you can
do is antagonise them, Winding up
a vegetable can often be quite
rewarding, though the subtler the
better. Below is an example.

•

•

•  p o d  yo u  se e  m in d e r  l a s t  n i c i t i t "
t e l t

•  y e h  i t  w o s 0 0 0 d  I  l i k e d  i t  wh e n  t e r r y  p u n ch e dtha t  b r o ke

• h a s  e n t e re d  P a r t y  L in e
2
:
w
P
i
e
a
:

•  O h  h e l l o .  I ' v e  h e a r d  o f  Yo u  D EL  _  )004.3 s a i d  Yo uwore  a  r e a l  we e d ''
,  w e t•  d e l :

Whos ) ( X . *  i l l  b l e e d i n g  k i l l  i m '  Who i s  h e
,2Z
A
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•
6
4
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We ll i t  w e s n ' t  r e a l l y  h im  a s  s u c h .  h e  :L i s t  s a i d  t h a t
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b a d ly cu st o m ise d  R o b in  R e l i a n t .  W h a t - s  m o re  Yo u  C r .
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• su b scr ib e r  t o  J a c k  a n d  J i l l .  I S  t h i s  t r u e 'd e l :
No i t  a i r i T i "

t e l :

J n v e :  s e t d  n o  su ch  t h i n ' i  i t s  a
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And so on E v e n  this can get
tedious after a while, and you'll
soon find it's best to avoid contact
with the mentally deficient.

ALEX
Alex is a group all on his own, but
recently there have been many
imitators adopting that smart 'bon
homie' that always exudes from
Mr Charm himself. The common
factor between Alex and his clones
Is age —  they all seem to  be
around the 14 year old mark. An
easy way to spot Alex, or an Alex
clone, is to look out for the phrase:
'Right, I  reporting you to  Jane'.
This is a typical Alex type thing to
say. Here is a typical Alex typeconversation.
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When you log off you will receive a
mailbox from Jane asking why you
have been so rotten on PUNE.
Never mind, this earns you 6 CNET
kudos points.

HIP GUYS
These a re  th e  purveyors and
Inventors of CNET SLANG. When
someone comes up to you and
says 'HOW RU?' (How are you)
you know you've got hold of a Hip
Guy. There are many of these on
The net and you'll probably find
that their prime occupation is turn-
ing out yawny demos. You know
the sort: Bit Map screen and a
scrolling message. Lots of hassle
can arise amongst Hip Guys in the
form of mentions in scrolling mes-
sages. If a chief Hip Guy doesn't
get a mention in a lesser Hip Guy's
demo there can be hell to pay. The



politics of 'hellos in scrolling mes-
sages are very odd and steeped in
CNET tradition. H ip  guys a re
nearly always (mumble) pirates as
well and insist on lots of tedious
bragging about who's go t  the
most illegitimate software (yawn).

— a —
,

That's all you ever need to read of
the Hip Guys chat because
find it's always the same. Day
day out, just sett congratulatory
twaddle. Because of their remark

ably fragile egos, Hip  Guys formunusually susceptible to any
 of criticism. You can start o d d
 War III with  the  odd carefully
placed comment about some-
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ADO THE FEMALE NETTER
This is probably the smallest group
on the net, though their effect can
be quite large. If just one of these
happens to wander into view all

the male netters go berserk. Its a
good thing PARTYLINE doesn't
include a hormone meter for each
netter. Here is an example:
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This will carry on for hours with
accusations and counter accusa-
tions of untruthfulness being made
between AW98 and JYY1. Barky
will soon leave though, because
her attention span is very short.
This is due to her age. You will find
that most female netters are aged
somewhere between 11 and 13.
and their mental ages are almost
usually a third of that. Even so,
most male netters will get more
than a mite protective if any insults
are hurled a females way,

HOW TO ANNOY
EVERYBODY
A good way of annoying people on
PARTY LINE is to pretend you are
someone else. If, f o r example.
LR40 is on PUNE as a n d
you'd like to make him look rather
silly (pretty pointless really, since
Lino d o e s  t h a t  mo re  t h a n
adequately), then  assume h is
alias. A "'ALIAS LIND!' will result
in a n  ' A L I A S  A L RE A DY
ASSUMED' error, so try a 'ALIAS
(4.LIN011'. Now, everything you
say will come under the
alias because the PLINE software
can't display pi signs. Ha ha. This
can easily be detected with a
WHO' a n d  anyone sensib le
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new bits and pieces on the
'net over the last month or

so, including a plethora of Smut-
ion demos. Five to be exact, none
of then particularly impressive,
most of them conforming to the
bog standard bit map and scroller
formula. The music's quite nice
though and as such its worth pick-
ing up. JAYBIRD, in his inimitable
style, has gone and hacked out
Sanxion game music. You'll find
that somewhere in DEMOS.

Talking of Sanxion demos and
inimitable style  . . .  good  o ld
BAZZA LEITCH is back, with a
lovely demo consisting of two Hi-

Jeffrey's TAURUS II IF

enough to make their alias eight
characters long is immune from
this jape. However another neat
trick is this:
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AND 0444 r r  APPEARS
EV ER i r  T i l A T
L.(NO HAS AN ACP/NIT)/
FoR PIAIrS PERZIERtS

•  (uAlic44 4E
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Good eh? Jane will probably hate
us for this and within a month of
this article appearing it 's likely
these bugs will have been ironed
out. Ah well, never mind, enjoy
them while you can.

C O M P U N E T
NEWS

Res pictures and the two Sanxion
compositions —  p lus a  ve ry
obnoxious scrolling message. Ali
well, same as it ever was.

For something creative GOTO
YAK and get TAURUS II because
it's a laugh. Odd sounding and
even odder looking, this demo is
almost dangerously captivating. If
you realty want to go out of your
tree, try this: once TAURUS ll is up
and running d o  a  RUN/STOP
RESTORE a n d  POKE 2912,0.
Restart (it looks dull), press Fl and
the sprites are gone. Turn all the
lights out, turn the brightness right
up and put on some odd music.
The fractal music supplied is a
really nice idea, but it can grate
after a while so turn that down a
bit.

•
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4  Wiggle Wiggle Wiggle
TIN ROGER's SNAKEY DEMO

Another beautifu lly o rig ina l
demo that has just made its way
onto CNET is TIM's (Tim as in the
famous Tim &  Stoat) SNAKEY
DEMO. Surprisingly enough you
control a snake of sprites with your
stick. Wiggle the stick and the
snake wiggles too. I  know that
sounds really glib and fatous, but
there's not a lot more to be said
apart from it 's really excellent.
Goto 209209. BUY it and vote 9.

atilo

A  THE OFFICIAL WAI1HAWK Demo

MARTIN GALWAY has p ro -
duced s o m e  g re a t  mu sica l
extravaganzas recently and it's a
shame Ocean have slapped a ban
on Comounet featuring music
hacked out of their games. This
sort of mentality is confusing since
having the music from a game of
yours readily available is, in most
cases, good publicity. Such clas-
sics as Parallax and Miami Vice
deserve decent demos o f  their
own. Firebird used to hold a similar
view but seem to have changed
their ways recently. This month
demos f o r  b o t h  Dru id  a n d
Warhawk have made an appear-
ance. Druid is the best of the two
with some really nice music and a
great BOB STEVENSON loading
piccy. THE OFFICIAL WARHAWK
has a Steve Robertson piccy that
— though not one of his best —
isn't that bad. There's also the
haunting music from Mr Hubbard
to keep things going p lus a
sycophantic scroller from Steve.

Then t h e r e ' s  C H R I S
SHRIGGLEY's Firework d e mo
which I think is quite jolly, even
though Mr Penn says it's a waste
of download time. See for yourseif
it's in  the DEMOS hall of fame
(GOTO DEMOS and then press
Ply

At the  moment ZZAPI's got
those insufficient funds blues so
you probably won't have seen us
on PARTYLINE lately. Hopefully
this problem will have been resol-
ved by the time you read this. How
about a PARTYLINE party? We'd
love to do a CNET page with a
PARTYLINE c o n v e r s a t i o n
dumped out. If you'd like to take
part, then MBX ZZAPt64 and we'll
fix a date.

CNET EGO
CORNER

ft ieb
O l t

Have you ever wondered what
your fellow netters look like? Ever
wondered what gruesome visages
lurk behind those uploads? Well if
you send a passport sized photo
and your ID then we'll do what we
can about printing it. We won't
print GI JO's (GUY JOE?) picture
though, we've seen enough of
those already. We  won't print
LINO's picture either because it
would shock you all. Send yourphotos t o  RAV I NG  C N E T
EGOMANIA SECTION, ZZAP!
Magazine, PO Box 10, Ludlow.
Shropshire SYS *IDS.

So until next month G o o d -
bye-eee, Goodbye-eee, wipe the
silver tear from your eye-eee
Ta-ra old thing, cheerio chin chin,
nao-oo, toodle-oo goodbye-eee
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This new stylish case with it's modern sleek style will transform your '64. The
high quality injection moulding is beautifully finished and very sleek. The
lower key height also makes operating the computer much more comfortable.

It is very easy to transfer your '64 into this new case creating the feel of a
new computer. First deliveries are due m i d
-
N o v e m b e r ,  s o  
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q u i c k l y  
t o

avoid the Christmas rush.

In Austrdlia contact MI CRO  ACCESSORIES of S.A., Unit 8 Hewittson Rd, Elizabeth West, 5 Australia 5113. Tel 1081 287-0191
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Now tne first suppon disc to enhance even more the
powers of "Freeze Frame" Inc luded On this disc are
many routines to enable the complete transfer to disc
of more prograrns tnat load egra parts I t  is used in
conjunction With "Freeze Frame" Mk  III and means
that v irtually  all programs of  this  type can now be
bandied
The program wi l l  be regularly  updated When new
programs of this type appear Other useful SitilltieS Will
De addded as  necessary O wners  wi l l  t ie  able t o
u p d a te  the i r  CIISC fOrONLY L7.95
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FEATURES
•  TAPE TO TAPE
•  DISC TO TAPE
•  R E LOA D  IN D E P E N D E N T O F
T CARTRIDGE

•  N O W  H A N D LE S  P R OGR A M S  TH A T
L O A D  E X TRA P ARTS

° G R A M S  RE S TART FR OM  THE
P O I N T  s u r t o N  IS PRESSED

SAVE FILES UP TO 248 BLOCKS LONG AT  HIGH SPEED

•  TAPE TO DISC
•  DISC TO DISC

•  C OM P LE TE  SELF C ON TA J N E D .
•  N O  EXTRA SorriNARE NEEDED

FILE S  COM P RE S S E D FOR  E C ON OM Y
•  O F  S TOR A GE  SPACE
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2 .  P r e s s ing 5  w i l l  s a v e  a  c u m p i e l e ty  i ta n d a r d  v e r s ton t o  disc . i d e a l  fo r  us e  w i t h  y our
last loa d ca rtridge  or syste m. Use with  D o lp h in  DOS t o  le a d a ny progra m in  1 0 -0 5
seconds. A ls o C om pa tib te  w i t h  n o n  C B M  dr ives  a n d  D.S . spec. c om pute r s .
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ITS  AS  S IM P LE  AS  T H A T

ALL PROGRAM S SAVED WITH FR EEZE FRAM E C AN
BE RELOADED INDEPEIVDENTLY OF n o -  CARTRIDGE

Ov v ne m  o f  e a r l ie r  V e r t/Oe n c a n r e tu r n  th e m  a n d  u p g r a d e  fo r  E 1 4 .9 5

SERIOUS WAR N I N G,  THIS IS AN  EXTREM ELY POWERFUL PR OD U C T AN D  IS STRICTLY
FOR PERSONAL USE. D ON  T co m PAR E ir  ovrrH AN Y OTHER PRODUCT N OTH I N G ELSEC
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4 (4) GHOSTS 'N' GOBLINS (4%)
Elite, E9.95 casts. E14,95 disk
ZZAP! Overall Raling; 97%

5
(
5
)  
I
N
T
E
R
N
A
T
I
O
N
A
L  
K
A
R
A
T
E 
(
.
3
%
)

System 3, E6.50 cass, E10.99 disk
ZZAPI Overall Rating: 91%

6(11) PARALLAX (3%)
Ocean, E8 95 cass

• M P !  Overall Rating. 93,'(,

7
(
9
)  
K
N
I
G
H
T  
G
A
M
E
S 
(
3
%
)

c_vish Software, £8.95 Gass. E12.95 disk
ZZAP! Overall Rating: 90%

8
(
8
)  
U
R
I
D
I
U
M 
(
2
%
)

HeWSOn, E8,95 cass, £12.95 disk
22API Overall Rating 94%

9
(
1
2
)  
C
A
U
L
D
R
O
N 
I
I  
(
2
%
)

Palace Software, E8 95 cass
72AP! Overall Rating 94%

1 (1) LEADER BOARD (13%)
US Gold/Access, £9.96 cams. E14,95 disk
Z 2 A P
1
O v e r
a l l  
R a
t i n
g ;  
9
7
%

2
(
3
)  
S
U
P
E
R 
C
Y
C
L
E 
(
9
%
)

US Go1d/Epyx, E9,99 cass, £14.99 disk
ZZAP! Overall Rating: 95%

3
(
2
)  
G
R
E
E
N 
B
E
R
E
T  
(
9
%
)

Imagine, £8.95 cass
ZZAPI Overall Rating: 93%

10(6) SLAMBALL (2%)
Americana. £2.99 cass, £4.95 disk
ZZAPI Overall Rating: 98%

11(7) MERCENARY
Novagen, £9.95 cass, £12.95 disk
ZZAP! Overall Rating: 98%

1 2
( 2
2 )  
S
P
E
L
L
B
O
U
N
D

MAD (Masterlmnic), E.2_99 cass
MAR Overall Rating: 94%

1 3
( 1
3 )  
D
R
A
G
O
N
'
S  
L
A
I
R

Software Prr4ect5, £9.95 cass„ E14.95 disk
ZZAP! Overall Rating_ 69%

14 (-) FIST II
Melbourne House, £9.95 cas
-
s,  £ 1 4 . 9 5  
d i s k

ZZAPI Overall Rating: 39%

1 5
( 1
7 )  
P
A
R
A
D
R
O
I
D

Hewson, E7.95 cass, £12.95 disk
ZZAP! Overall Rating: 97%

1 6
( 1
4 )  
S
U
M
M
E
R  
G
A
M
E
S

US GoIcl/Epyx, CI % c.v..% £14.95 disk
ZZAP! Overall Rating: 97%

17 (-) SANXION
Thalamus, £9.95 cass, E14.95 disk
ZZAP! Overall Rating 93%

1 9
( 1
5 )  
W
I
N
T
E
R  
G
A
M
E
S

US Gold/Epyx, 0,95 cass, £14.95 desk
ZZAPI Overall Rating. 94%

2 0
( 1
6 )  
T
H
R
U
S
T

Firebird, E1.99 cass
ZZAPI Overall Rating: 94%

2 1
( 2
1 )  
D
A
N  
D
A
R
E

Virgin, £9.95 cass, £14.95 disk
ZIAP! Overall Rating: 94%

2 2
( 1
0 )  
S
P
I
N
D
I
Z
Z
Y
(
4
%
)

Electric Dreams, £9.99 cass, E14.99 disk
ZZAPI Overall Rating: 98%

2 3
( 1
8 )  
T
A
U  
c
e
n

CRL. E9.95 cam. E14.95 disk
ZZAP! Overall Rating; 93%

24 (-) IRIDIS ALPHA
Hewsom E8.95 cass, £12.95 disk
ZZAPI Overall Rating
- 9 5 %2 5
( 2
9 )  
A
L
L
E
Y
K
A
T

Hewson, E8.95 Gass. £12.95 disk
22API Overall Rating: 89%

25 (-) HARDBALL
US Gold. £9.95 cass, £14.95 disk
ZZAP! Overall Rating: 93%

2 6
( 2
5 )  
S
T
A
R
O
U
A
K
E

Bubble Bus, E13.95 cass
ZZAPI Overall Rating: 93%

2 7
( 2
6 )  
C
O
M
M
A
N
D
O

Elite. E9.95 cass. E14.95 disk
MAP! Overall Rating: 77%

2 8
( 2
8 )  
D
R
U
I
D

Firebird. £7.95 cass
ZZAP! Overall Rating: 88%

2 9
( 2
7 )  
K
U
N
G
-
F
L
I  
M
A
S
T
E
R

US Gold, E91.95 cass, £14.95 desk
ZZAP! Overall Rating: 79%

3 0
( 1
9 )  
E
L
I
T
E

Firebird, El 4.95 cass, El 7,95 disk
ZZAPI Overall Rating. 955'0
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A R T S  J A N U A R Y  1987
MUSIC TOP 10
1 KNUCKLEBUSTERS
Melbourne House
Main Theme (Rob Hubbard)

2 MIAMI VICE
Ocean
Tim- Screen' Music (Martin Galway)

3 PARALLAX
Ocean
Title Screen Music (Martin Galway)

4 WAR
Menech
Title Screen Music (Rob Hubbard)

5 PHANTOMS OF THE ASTEROID
Mastedronic
Title Screen Music (Rob Hubbard)

CHART VOTING DRAW WINNERS
WINNER (140 worth of software plus ZZAPt T-Shirt): Neill Cain, Stanford-
Le-Hope SS17 8BA
RUNNERS UP (ZZAPI T-Shirt and Cap). Nik Yarker, Blaby LE8 3BD:
Sean Minter, Congleton CW12 410B; Ashok Mahay. Erdington 824 OBD;Andrew Marrow. 'Dearness KW17 20L

6 GLIDER RIDER
Quicksilva
Main Theme (David Whittaker)

7 SANXION
Thalamus
Loading Music (Rob Hubbard)

8 BOMBO
Rino
Egyptian Piece (WE Music)

9 COMIC BAKERY
Imagine
Title Screen Music (Marlin DahvaY)

10 GREEN BERET
irnaqine
Loading Music (Martin Galway)

ZZAPI 64
CHART VOTING COUPON

(Please write in BLOCK CAPITALS)

Name
Address

I Postcode

If I win the 240 worth of software I would like the following games:
I (Game and Software House)1

T-Shirt Size S/M/L

I am voting for the following five games:
1
2
3
4
5

I am also voting for the following piece of music:
(Commodore 64 ONLY)

ZZAPI CHARTS, PO BOX 10
9 L U D L O W ,SHROPSHIRE SY8 11DB
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DROOLING DRUIDS
FIREBIRD's game DRUID gave
birth to this competition back in
issue 18, but thanks to an interface
that refused to live up to its title we
didn't print this list in the last copy
of the mag. I am but a humble min-
ion and not versed in the ways of
computers and I  ( G E T  ON
WITH IT!) An well, FIREBIRD were
supposed to  be giving away a
unique once only copy of DRUIDthat will be coded with the winner's
design f o r  a  congratulatory
screen. However, lines were cros-
sed between us and them and it
was only recently discovered that
FIREBIRD actually wanted you to
redesign the final level, not design
a congratulatory screen. Oh dear.
Obviously it s a bit too late to re-
run the competition, so as Matt
Lyon of Honeysuckle Close RG22
5RH provided the most imagina-
tive entry, he wins the first prize for
his efforts — yet to be decided by

FIREBIRD (hopefully a  special
copy of the game), Ah well, what-
ever it is. it should be good. Any-
way, twenty runners up will all get
a FIREBIRD T-Shirt poping in
through their letterbox in the nearfuture .  .
I  Gollings, Southern Walk. DN33 2P0:
Robert Law/ord. Faraday Rood, DA16 2ET;
Sabir Waal, St Marys Place, WF12 9Nt_:
Robert Glendinning, Hottord Way, SE16
3RD; Andrew Boston, Shapion Crescent.
NGS 5 0 P: Gary Chandler, Burns Way,
Middlesex; Gordon Dunn, Marjory Rood,
PM  88G; Simon Eden, Howard Road. HP9
2X5: Stuart Fynes, North Park Avenue,
KA26 ODH; Stuart Price, Konnoway Road,
KY8 58X: Neil Ovary. High Street, EIN18
9AJ; Shane Ball, Garlands Road, GI-15 6813;
Christopher James poole, Upper.
campsfield Road, 0X7  1 0 f : Zzap Reader,
Chestnut Close, P1.19 9.1,1; Richard Middle-
ton, 1  Ash Grove, Burnharn-On-Crouch,
Eames, CHO 80P: Stephen Thomas,
Renvyle Avenue. Cleveland; Mark Selby,
Ashley Close, ALS 7L_H; Jonathan Twist,
WinWord Crescent, FY5 IPS; Barry Pringle,
Langdale Gardens, UB6 8 0 0 ; Terry Gilli-
gan, Holt Dale Way, IS1 6  18.1
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MUTATE A MINION
ARCANA's Sizzling game POW-
ERPLAY was the canvas Onto
which this masterpeice of a corn-
petiton was painted. Ahem. All you
had to do was to use a modicum of
materials and a handful of talent as
you drew me in my four differing
guises as I mutated my way to
become ZZAP! editor. Some of the
entries were very flattering and
others were downright rude,
Humph! As the Big P himself
judged this comp with me, some
of them actually got into the win-
ning thirty and will be receiving a
copy of ARACANA' s POW-
ERPLAY
SPennings, Woodland Rise, N10 3U6; John
Overall, Glendelding. SST 5X0; Gavkl
Kennet Ckrse, HP21 Bill; Paul Tudor, Race
Corse Lane, OTIS 2FIJ; Paul Heyman, Let-
tons Way, CF6 48Y; Daniel Poly/edit.

Heethway. IGO 7RG; Duncan Caddlek, m I N
-
R D N

Slenhurel Way, B71 3 0 T: Paul Humorines,
Peregrine Drive, ME10 4UW; Jonathon
Parry, Riverda le . ISI I  5 0 0 ; M irk Davis.
Priory Road, 8N23 7SP: Martin J Juhasz.
Northdown Ciose, ME14 2ER; Stephen
Hobdel, Raven Close, IP28 71..F;
Coped Road, EN48.ID; Stuart Models,  Field
Lane, L10 OAG; Among Sharma. Gateacre
Rise, 125 SLA; Robert Oliver, Southward
Way, NE25 OKI : Robert Addy, Pentridge
Close, LE8 2RN; Warren Marshall, The
Green, E l i  2NT; Tim Welton, Stansfield
Green, UX6 3SE: Matthew Edorn, Sycamore
C101is, 5051 N B; Steven Kur,  Norton Hell
Lane, WS11 3 P0 ; Angus Lee, Rosemount
Square. A82 41/13: Jonathon Twist,
Winsford Crescent, FY5 I PS: Rik Pattison,
Grove Lane, 13N22 6ND, Lionel Dorval, Oaks
Lane, 102 W I ; Richard Miller,  St Da vid.
Close, 0L6 OBX: Michael Wile d.,  Langton
Brow, P117 58P; lestyn Jones, Ten-Y-Lien
Terrace, NP2 514E; Shaun Mcwen, Wood-
land Grove, KA3 1T2; Terry Gilligan. Holt
Dale Way, 1816 7SJ

CON Pra
•

DANIEL
THE DARING
VIRGIN wanted to test your talent
for art and your inner intellect when
they asked you to finish the Dan
Dare comic strip and answer a few
teasing questions. Well,  two win-
ners where chosen af t er muc h
deliberation a n d  s o  J ona t hon
Haward o f  Princes Road NR32
2NJ and  Nei l  Groat  o f  Echline
Park EH30  9 X 0  wi l l  eac h  b e
receiving a poster, a limited edition
T shirt, a copy of game, a copy of
the book  ' The Man Wh o  Drew
Tomorrow' and a choice of either
three videos or five albums f rom
VIRGIN' s vast collection. The next
three winners will get a copy of the
game and a T shirt and poster —
Mr M J Haddon.  Flag Walk, P08
8LE; Christopher Thomas, Gae
Morfa Road,  SA l2  7LA; Chris t -
opher Waite, Sussex Close, CM3
3E0, Finally, a copy of the game
DAN DARE and a poster will be
°mg to the 25 runners up. .

J o n n y
'
t i l lb c
y ,  
F i
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4
1
3  
7
1
1
0
;

Richard Owen, Sunnyland Crescent. 5A10
STY; Brian Neilson, Mull. M16 60W: Ber-
nard Honottouse, Toorack Road, HA] 54A:
Jose Lucas, Eldon House, SW9 7E0.
Stephen Conlon, West End Road, 502 5NO:
Terry Hill. Forest Road, WA9 4AY; Philippe
M organ, S t. E de r IS  CSC'S*, CF2 6TH; Toby
Flight Shepherd. Way, WO3 2N8:
Lierno'Gorman, Estcourt Road. SW6 7H8:
Mark Betty, Three Comer Drive. N116 7HB;

C Jle n,  Southeole, 0 U2 I  4 0 X: Paul
Spittlehouse, Barley Garth. HUI2 9AF;
Certor Hughes. Enniscodhy, Ireland; Foul
Humphries, Peregrine Dnve, ME10 4UW:
Lee Walker, Carlton Avenue, LE9 5DE; Ste-
ven Miller,  SiDe vids Close. OL6 8E1X;
Jonathon Forbes, Harrow Road, TS5 5L14:
Johnson Tang, Crwys Road, CF2 S o b
Geddes, Dunboath, K M  68T; Alan Milne,
Banffshire, ABS 3RP: Simon Graham. Croft
Road, C A] 9A0: Gerard Moretta, Aftwey.
LIO 6 1 0 ; Jonathon Kinsey, Southdown
Road, 5 * I 2  7HS; David Wade, WINsetcron
Avenue, DYI2  IDE
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PICK UP THE PIECES
Astern( and the rest of the Gauls
were in a spot of trouble in this
competition fr om MELBOURNE
HOUSE. So we asked you to study
the piccy of Asterix and °bete( and
find the seven pieces of the magic
cauldron, which you did. Well, the
lucky winner will be receiving a
complete set of Astern( Books —
Paul Mc Ke nna  o f  Woodsi de
North CA2 4NP_ Well done, Paul.
50 runners up will all find a copy of
Asterix and the Magic Cauldron
winging its way through the mazes
of the Post Office to land on their
doorStep . . .
Carl Evans, Kinghem Hill School, Oilan;
Jonathon Waiters, Crosswood Close, 11U7
51311: Michael Chamberlain, Anderson
Close, 135 SPS; Mark Huck, Witeson Clone,
NE38 0 E0 ; Nicola  Sennett Barnalie ld Cot-
tages, PO41 081, len Johnson, Lortgeroll
Road, R0315 811.; Murray Donaldson,
Woodside, NE20 9JB; Russet Bird. Clarke
Square, 52 O a ; Darren White. Newton
Street, NEI  I  OHM; Philip Lelper, South
Street, A84 8EL, Mark Bauer, Cherry Lane,
El 122 M S; Darren Lawrence, Dayshes
Close. P013 OSL, Brien King, Reeds
Avenue, R06 2SR, Philip Hogg, Natley

ITCHY MOTHER
MARTECH wanted t o clothe a
ZZAPI reader in a complete Brian
Jacks judo outfit as part of the top
prize in this competition_ First cor-
rect wordsquare out of the oriental
hat was frorn Mark Pilkington of
Cheyne Place, London SW3 4HL.
Runner up prizes of a copy of the
well crucial  UCHI  MATA j udo
Simulation will be going to the fol-
lowing 30 people. . .
Martin Walsh, Dirgon I I  Close, U63 3;
Simon Calvert, Canortirfield Road, ALS
OCIA; Mark Janiaway, The Drive, Etlti 2APT,
Merit Huck, Wigeon Close, NE38 0E0;
Shaun Halliday, Fourstones Close. NE3
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Close, 135 6PS: Mark Mackay, Chestnut
Grove, 115 M S; Cir Analow. Hamilton

Avenue, NE 36 012; Calm Griffith, ,
Clydebank Road, P02  7 0 0 : Kyle  Wallace,
Ramnok Road, A113 4ET; Jonathon Forties,
Harrow Road, TS5 5LH: Mark Hunter, Ken-
ley Avenue, OUPW, Merit Crawls, Ash Lodge
Drive, GAl2  6NW, James Lobley, Klinwick
Road, Y0 4  2JX; 0  Robertson, Melrose
Road, CR3 3.J1l, Paul Watson, Colburn
Avenue, HAS 4PF; Elaine M Milbourn, Tor.
penhow, CA5 IJF; Matthew Cramp, Fearing
Road, CM1 1 20R; Stephen Donald,
Storylee Road. 067 2LU; M arc Graddock
Sadler Road, WS8 880, Mr Spofford-1,
Mount House Road, L37 3L8, K Greening,
Howard Close. 0I20 801, Paul Worth-
Mgt On , Horace Street WA10 41.1; Master 0
Boylan, M.C,A.G. RE, BFPO 20; Mark Finn,
Jedworth Road. 015 70P, Richard Davis,
Balmoral Road, 874 4ILIF; Julian Gostelow,
High Stre e t 0Y13 EISS: Gavin Bracewell,
Dennfield, 8119 2NX, Haytey Tuttle, Jos
Avenue, NR5 8XE; Trefor Smith, Bromley
Road, 881 4PJ,  John Unsworth, Osbourn*
Avenue, SS5 4UU; Paul White, Hadfield
Road, SK14 7118: Andrew Compton, Widhill
Lane, 5112 4I3X, Sean Armstrong, Head-
way, 1333 aHS. Darren Harrison, Ivy Cot-
tage, BH21 5 I .A; John Hoods, School Road,
1349 50F, Steven Hughes, Alders View
Drive, RH19 20N; Mertyn Jones, Barry, Cf 6
NIL; Paul Coppen, High Stree t SGI2  SAS;
M E Fergy, Pothouse Lane, BEt3 3A2;
Robert Sennett Combricige Road, 142 8P8;
Julian Welsh, Steeplands, HD2 1 0 0 ; Laur-
ence Rugg, Doman Road. E2 OHU: Alien
Osborne, Mons Court, ME10 2TL

Street, SKI S I  LN; Steven Cog, Ashcroft
Road, 8 3 9  2NE, Mark Hewitt,
Gainsborou9h Crescent, B43 7LS; Andrew
Morton, C u m
w e l l  
L o n e ,  
5 6 6  
W U
;  
M o
a k  
P h
i l
-

lips. Westfield Road, 8519 314E; oaktiaai
Hutchings, DareY- Craig Drive, lIFY 8A0;
Truls U Healand, Kiedpest 0, Noiwmy H
Hunter, Munro Place, 0D2 2TH; Brendan
Murphy, Berkeley Road, 837 8H0; John Mc
Munn, &Ara , . Ireland; Jason Kennedy,
Leeside Close, 132 901; Jamey Barber,
Stormont Road, London; Howard
Thompson, Egerton Road, OXIO OHL; Ian
Kelly, (wa rt  Road, IME4 64.EI, Simon Bell,
Armada Drive, $0O4 N M ; tan McAleese,
ORIH LAD, BFPO 17; Jon-Paul Davidson.
Barnetable, E3(3 HAIN, Shimon Niesim, All
Souls Avenue, H M O SAT; Simon Mason,
Longford Street, IS1  441W: Philip Lund-
Conlon, Royal Anglian Regt BFPO 29;
Darnel Green, Theobald Street, W07 7LT; P
Whitehead, Hereon Rood, SW1 6 2EL; David
Bradley, Personage Road, M20 9WZ

STRIKE FORCE ZZAPI
PIRANHA wanted you to make out
a STRIKE FORCE COBRAish style
dossier on the team that you would
use to infiltrate ZZAP1 Towers.
There were no shortage of recruits
judging from your  entries but
eventually we decided that Lisa
Scullard, of CraythorneTN30 6S0
and Terry Gilligan of Holt Dale
Way LS16 7SJ were, erm, man
enough to be taken to Battle Zone
in the new year to take pot shots at
members of ZZAPI (if Girlie Penn
will give us the day off) and mem-
bers of PIRANHA. 50 runners up
who can't join us on the day will be
receiving a  c opy  o f  STRI KE
FORCE COBRA by means of a
conselation
Shaun Russell, Weardale Wilk
,  D 1 4  2 0 E :David Lawrence, Chaidon Way, CR3 ION:
Brett Buckley, Twice. Hill Road, 1104 7LS:
Andrew Osborne, Brent Close, 11.26 7LO;
Mark Plowman, Sackvilla Road, BN I 4 eat:
Conn Macenity. Kiltirraigh Pines, Dublin;
Thomas Chapman, Woodford@ Close, SG7
50E, Barry Henshaw, Greenways, WN7
I JO; Mark Davis, Priory Road, 0423 78P,
Gary Smith. East Crescent, 1109 1
1
3 A:

J Juhast, Noraidown Close, ME14 2E11.
Malcolm Harrison (Jnr), Bernedeie Road,

802 7JW; Brandon Appleby, Eglinton
Street, 5115 IDS, John Smith, Main Street,
LE 7 9PN: Scott DowntorL Devon Road. 0Y6
ASS, Matthew Wood, Ringwood Close, MES
00X, Martin Smith, Pawls Avenue, 0Y4
ORM; W T Man, Chatterton Road, 682 900;
Tony Rumba, Belmont Street, HU9 2PL;
Mark Wilkins, Rake Hill, WS7 9114.; John
Wallace, Nuffield Road, R ill 3ER; Mark
Neesam, Rugby Road, CV23 00E: Paiute,
Wooton Wawisti. B M W ;  Charles Howard,
GUIlty Close, W55 3P11; Michael Duncan,
Abbeyhal Crescent EHili N  Curtis, Low
lane. NE10 OYJ: Brian Wheeler, Hopton
Fields, LEIS 94.8, Allan Boyd, Manna View
Close, Isle of Man; Martin Wiggins, Caul-
dron Avenue, 8H19 1PO; Sean Watt, Cour-
thill, 002 ORR; Jonathon Dyson, Ste rile
Road. 1E2 3010; Marc Turner, Winningon
House, 9E5 OXR; A Finch, Lonesome Lane,
R112 7RE; Joel Obstfeld, Kirsh  Lane, HA7
SHP; Kevin Bishop, Bryn Rhedyn, CF42
5EP; Andrew West, Hulham Road, Exs 3HR:
Simeon Cox, Coopers Road, 820 2..11J, Mark

Elinswood Avenue, CV32 M A: mama
Nilsson. Ashford Road, T1430 661,
Jonathon Parry„ Riversdone„ ISO 500;
Christopher Koopar. Margory Avenue, SY/
38U: Clive Lindus. Worthing Road, W i l l
6JN: Garry McSweeney, Queens Road
West, E13 OPE: Chris Stocks, Kirby Road,
Leicester, Seen Minter. Hoirnesc,hepet
Road, CW12 408; Neil Groat, EcNine Park,
EH30 9X13, Neil Ovary, High Street, BNIB
BAJ, Phillips Morgan, StEdeyns Close, CF2
8TH; Elton Berge, Pant Was, CF35 BYE,:
James Newiing, Sandhurst Rood, 51(2 M Y
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HEAVY ON THE HEWSONS
HEVVSONS asked a few software
teasers to check just how wrinkly
your grey matter was. We received
many a wrinkly answer, but only
the first 30 correct answers drawn
from the black hole earn their sen-
ders a  copy of ALLEYKAT and
IRIDIS ALPHA
Danny Pratt, Dunkirk Road, SOI  6LZ,
Michael Rant, St Mary's Road, C82 4SP;
Philip Hogg, Raney Avenue, 11E36 CHLZ:
Robert Howard, Cross Close. 0E3 7F0, Mrs
June Saunders, Whitelnars Avenue, HAS
580: Jonathon Gngge. Manor Road, PE31
64,11: Andrew West, Hulham Road, E R
Torn McKee, Grant Crescent IV7 SEW;
Stephen Brown, Solway Drive, IFK6SNS:
Stuart Adamson, St James Close, 11U12

SEIH: Paul Coulson, The Lane, PE9 3LP,
Sean wan, Courthill, 002  ORR: Martin
O'Gorman, Rugby Drive, SAID 2JD; David
Alan Ashcroft, Sunningdate, L48 9RG: Ste-
ven Medcra lt Upper Lambocks, $56 68P;
Jonathon Gorman, Crattoe.OH3 10,1, Lem
Doran, Wood Street. 1E6 SEG; Nick B
Rogerson, Goldfinch Lane, WAS 61/18;
Richard Foster, Fownhope Avenue, M33
480; Andrew Plaided, Frobisher Gardens,
GUi 2111; Martin J Juhass, Northdown
Close, ME14 2E11; Andrw Tinning, Kirkby-
Overteow, 1103 INY, Howard Thompson,
Egerton Road, OXIO OHL; Simon Michael
Church Lane. Eire, Seib Geddes, KW6 6ET,
Andrew Quin H a r w i c h  Road. C04 300:
James 8 B McPaut Mackie Avenue. PA14
SBA: Kevin Blake, Wymington Rows, NNI 0
91A; Jonathon este ,  Stone Crescent, $OO
OW; David Cirediey, Parsonage Road, M20teNZ

ARE YOU A
MASTERBLASTER?

Score

ANSWERS
SEEING IS PERCEIVING?
Score 2 points for each correct ans-
we r:
I. Scalextric(Lersure Genius); 2. Spy Vs
Spy II (First Star). 3. Ninpa (Master.
Ironic); 4. Superstar Peng Pong (US
Gold), 5 . CORE (A •n' F); 5, ICOPS
(Odin); 7 011o (Bug Byte); 8. Infiltrator
(US Gold), 9 Way of the Exploding Fist
(Melbourne House); 10. Commando
(Elite). 11. Rambo (Ocean). 12. Skykix
(,Anolasoll). 13. Brien Bloods)* (The
Edge); 14.011iea Follies (Americana); IS,
lbuchdown Football (Ariolasoft). 16.
ARAC (Addictive Cilifil0,9); 17. Dragon's
Lair (Software Projects); 18. Node) of
Yesod (Odin): 19. Entombed (Ultimate);
20. The Last V8 (Mastertmnic)

FREEDOM OF CHOICE
Score 2 points for each correct ans-
wer (collect a bonus of 2 points if you
gel ell ot question 5 right)!
1. A; 2. D, 3. C. 4 B, 5. Chris Butler,
Andrew Braybrook, Archer Maclean,
Stavros Fasoulas (Sanxion from
Thalamus)
Score .  —

SAY WHATI
Score 2 points for each correct ans-
wer:
1, Impossible Mission (US Gold/Epyx),
2.Five-A-Side Soccer (Anirog); 3. Beac-
hhead ii (115 Gold/Access); 4.
Ghostbustars (ActNision); 5. Kennedy
A s
-
A p
p r
o a
c h  
(
U
S  
G
o
l
d
/
M
i
c
r
o
p
r
o
s
e
)

CHARACTER DEANMON
Score 2 points for each correct ens-

1 Poolus; 2. Isvar; 3. Bounty Bob; 4,
Cuchulaan; 5, Sir Authur Pandragon; 6,
Charlemagne 'Charlie Fotheringham-
Grunes; 7. Sabre Man, 8_ GERALD; 9.
Edison Carter: 10- 001
0
0
0

Score

• CHARACTER ANALYSIS
Score 2 points for each correct ans-
wer!
1. Franke) Goes To Hollywood, 2.
Karateles; 3. Zolds; 4. Rock 'n' Boll; 5.

Here's where you find out!

Commando. 6. Slarguake; 7. Comic
Bakery
-
. 8 .  
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Focus, 10. Mercenary
Scone

GOLDEN OLDIES
Score 5 points for each correct ans-
wer:
1, Ocean; 2. Big G, 3, "'mac, 4,
Orpheus; 5. Anvog; 6. PSS; Z Virgin; &
Terminal Software; 9. Mr Chip;
Dynevision; 11. Bubble Bus; 12, Rabbit
Software, 13. Livewire; 14. Bubble Bus;
IS Audiogenic. 16. Ouickseva; 17
Ocean, 18 Commodore; 19, Ouicksilva;
20, Big G
Score —  —

THE INLAY HAS IT
Score 5 points for each correct ans-
wer;
1. Alice in Wieland (Auctiogenic); 2. Fal-
con Patrol II (Virgin); 3. Sooge-Boo (The
Flea) (auickstive), 4, Chinese Juggler
(Ocean); 5. Dinky Doo (Software Pro-
j
e
c
t
s
)
;  
6
.  
H
u
n
c
h
b
a
c
k 
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O
c
e
a
n
)
;  
Z

in' Wall* (Interceptor); 8. China
Miner (Interceptor); 9_ Flight Path 737
(Anitog); 10. Death Star Interceptor
(System 3)
Score

YOUR OVERALL RATING
OK, now acid up your scores from all five
tests. The total score reflects your very
own MAST ERBEASTER rating.
Under 50
A ventable games playing plontier.
51 —10D
YOU need help — read through your
back issues of Z2API
101 — 150
Hmm. Sounds like you've got a imp• k ,
1 1 — 200
Pretty average realty.
201 — 250
Better luck next time, Minion Blaster
260
Congratulations — you're a MASTER
Over 200
Oh dear You've been cheating, haven /
you Tut tut i hope your conscience
pricks you 'al you bleed
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WARNING:- cheap imitations
of our range are available.
Please be careful and Insist on
our product to ensure full
guarantee of satisfaction
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PROGRAMMERS!
YOUR No. 1 OPTION
GUARANTEED ON

Finished Product Publishing
Free Lance Contracts - Original Concept
or Conversion
"In-House" Programming
With exceptional distribution in the U. K., Europe. and
expanding markets around the world "Elite" and
"2.99 Classics" can guarantee to offer the very best
terms o n  a l l  for ms  o f  fi nished product and
programmino/oublishing agreement

H e r e ' s Why?
It's quite simple To get the very best products and
programmers we offer the very best terms around

Take up the Challenge
Finished Product Publishing - Our reputation for
quality on both the "Elite" and "2.99 Classics" labels
ensures the highest profile for the product. With a
choice of either outright payment or monthly royalty
with a guarantee, its got to be your No 1 option.
Free-Lance Contracts -
Original Concepts - Elite offer financial support to
proven programmers and  development houses
wishing to create original product.
Conversion Contracts - We can also offer the very
finest titles for conversion, again on a fixed payment or
monthly royalty with guarantee basis Around
E10,000 per project is quite achievable,
"In-House" Programming Opportunities-
Looking for a change?
Both "Elite" and "2,99 Classics" can offer In-House
programmers the opportunity to work on both salary
and salary  w i t h  royalties. Solid  support f r om
'In-House' graphics and sonics people makes a great
working environment

A C T N O W !
!Finished Produc t -  Send oy  recorded delivery
samples a n d  relevant documentation f o r  a n
immediate decision.
Free-Lance Contracts/In-House Programming -
Advise us by 'phone, telex or post of your experience
with details of published/soon to be published work
i if applicable) and samples where possible.
Then let us know the area of your interest and if it
matches w ith  ours  we' ll arrange an immediate
meeting.

Contact — Software Development.
Elite Systems Limited.,
Anchor House, Anchor Road, Abridge,
Walsall, West Midlands WS9 8PW
Tel (0922) 55852 Telex : 336130 ELITE G
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SPECTRUME7.95
COMMODORE 64
£8.95

6 Cercral Street. Manchecter W SNS
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ZZAP I T-SHIRTS/SWEATSHIRTS/CAPS/BINDERS

All quoted prices include VAT, post and packing (UK only).
OFFER
Continental Europe and Overseas, please add E2 extra per

Please tick the a °PitIPtiate S t a t e  Size S O  M O  L O
item ordered.

0  Please send me . . . . .  ZZAP! T-shirt(s) at E4.50 each.
Fomi in capitals please

0  Please send me . . . . .  ZZAP! Sweatshirt(s) at E8.95 each.
D Please send me Z Z A P I  Cap(s) at E3.95 each.
0  Please send me 7 2 A P I  Binder(s) at E4.50 each.
N a m
e
. . . .
. . . .
. . . .
. . . .
. . . .
. . . .
. . . .
. . . .
. . . .
. . . .
. . . .
. . . .
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A d d
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. . .
. . .
. . .
. . .
. . .
. . .
. . .
. .

. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .
. . . . . . . . . . .  Postcode . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .
I enclose E . . . . . .  made payable to '72AP!'
Cheques or postal orders only, please.

.compLETE ZZAP I OFFER', PO BOX 10, LUDLOW
,SHROPSHIRE SY8 IDB
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This is the easiest way of buying your Games and Utilities

idle Software Houle Disk/Cass Amount

re as quoted under rroew headings P l e a s e  make cheques or S u b  To t a l: E
retail prwes and include VAT ZZAPI p o s t a i  OP:1M a b l e  to L e s s  D isco u n t : Echarge for post and packing nude the N  L  _  Rease
mers in Continental Europe should d o  not send any coinage
urvalent of 70p per nem ordered T o t a l  e n c l o s e d :  Europe, please write nrst so Mat we,

.•

A" NIA L
Retailers don't always have everyth ing in stock

yo u  might  w ant ,  but  if It's w ithin our power to get
Pt for you, then w e will. ANY of the software

rev iew ed  in this OR ANY issue of ZZAPI can be
o rd ered  by using the form below.

But  to avoid  d isappointment , please ring fi rst to
check avai lab i l i t y of unusual hems I

ZZAPI Mai l  O rder is backed by the resources of
New st ield  Ltd, publishers of this magaz ine,

CRASH and A m n x ,  which has been supplying
m o re than 150,000 computer users w ith  sof tware
f or over 2 years, so you can be sure of the very best

in service.

T h ere is no mall order catalogue involved, Just use
t h e prices quoted in the reviews in ZZ.API or the

kn o w  retail price. Should you have any queries on
prices, Just ring the number shown on the form

and our staff w ill advise you.

DISCOUNTS GALORE'

A n yo n e  may take advantage of the discount
coupons on the form — El of f  orders w orth  more

t h an  E20, and 50p off orders worth more than E I O.
Ad d it io n al ly,  ZZAPI Subscribers are

au t o m at ical ly  ent it led to further discounts on
every  item ordered. We make no charges for post

and  packing ;w ith in  the UK;

No t h in g  could be simpler — fill in the form today
a
r
i
d  
o
r
d
e
r  
w
h
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e
v
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r  
y
o
u  
l
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.

Name
Subscriber No
(if applicable)

Address

Postcode

SPECIAL DISCOUNTS

El
50P

OFF ANY ORDER WORTH
MORE THAN E20

OFF ANY ORDER WORTH
MORE THAN C10

Sorry-only ONE voucher per order !

All prices
or known
makes no

CuSt
add the
Otavde E
may advi

ZZAPI MAIL ORDER FORM
Telephone Ludlow (0584) 5620

Please send me the following items: BLOCK CAPITALS please!

Please not e:  some software reviewed may not be ava ila Ole until its release
date I f  you are in any doubt about availability, please r ing fi rst  We
cannot be held responsible for delays resulting from late or non-release of
titles when reviewed or previewed before their official release dates were
known.

Order
What
You Want
from the
Largest Range
of Software
You
Could Ever
Wish For!

W W I  MAIL ORDER, PO BOX 10, LUDLOW, SHROPSHIRE SYS ID B
Please do NOT enclose this for m/ payment  melth any other  correspondence to ZZAP I Magaz i ne edttor ial ,  as It will onl y

del ay processing your  order  and may resutt In loss.
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Tbe TOartes' Tale
ariolasoft (nterplap), £14.95 bist ontp
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I )  SAI ISOM  A

Skara Brae is not a
place for the nerv-
ous. I  found that
out to my cost this
morning. I t  a l l
started off  okay. I
left the guild with
the rest of the party
first thing i n  the

morning. The building smells any-
way. So there we were, the six of us.
looking for sewers of all things. Brian
and Samson headed the group along
with El ('id (he never told us what his
real name was). Brian and Samson
are both fairly mean fighters — just
the kind you need in this place, Brian
used to be a bouncer at a tavern unt il
an over zealous magic user acciden-
tally blew the place apart while pro-
viding the light show for an egotisticalbard,

The bard in question was El Cid (his
stage name. I  guess). The magic user
was a conjuror called Merlin, I 'm glad
he's with us. The guy is an unqualified
genius in pyrotechnim Like all MU's
he's eccentric — but  by Mengar, i f
something moves, he can fry it. Useful.
I shouldn't get distracted_ El Gd's the
real poser. His  songs are a form of
magic — clever that! Only trouble is,
he keeps wanting toga to the tavern to
sooth his throat. Guess we all have our
weaknesses. His is something called a
Fire Horn, I  know napalm won't  be
invented for another millennia or two
but this isn't a had second_

Markus is the quiet one, especially
in battles. He has this tendency to dis-
appear— an archetypal Hobbit if  ever
there was. He has his uses though, or
will have when we find something
worthy of his talents. He's the dextrous
type, streetwise with it. Knows his stuff
does our Markus. Shucks, then there's
me, Omar. I 'm a magic user too. Not
like Merlin, he's a conjuror. I ' m a
,good old fashioned magician. Should
see the things I can do to swords. Ouch!

Where were we? Skara Brae, how
could I forget, Apparently it used to be
some kind of tourist town. Then some
megalomaniac called Mengar decided
to make a few changes. Now you can't
get over the road before some of the less
desirable inhabitants attack you. That
brings me back to this morning.

We tried crossing the road.
Enter eight, mean looking dwarves.

Before I  knew what was happening,
tWO of them swiped at Sam and one of
them landed a fairly nasty blow. Brian
hammered one straight away and Sam
got the slimy sod who had hit him,
Merlin was shoutin,q his incantation
and waving his arms around when
his right hand's fingers did something
unusual. They  turned int o fl ame
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throwers. Ex it  one dwarf  Markus
hardly had time to disappear before
Cid took out his Horn and breathed on
the rest of them. That was it Several
sizzled dwarves lay on the ground. My
armour spell wasn't even needfd. No
wonder everyone wanted to tell him
about the privatisation of  British Gas
— the guy has a real halitosis problem
when he uses that horn. We looked at
him but he just shrugged. And smiled.

We split the gold (kindly left by
, o u rfriends the dwarves) between us and

started exploring. The most important
thing was to heal Sam. Healers in this
place can do anything, even bring you
back from the dead — if you've got the
cash. That's the trouble with private
medicine. It 's expensive. Well we got
into a few more fights. Cid wanted to
saw his heavy firepowiT until we met
something big and nasty looking so the
rest of use got knocked around a bit.
but made it to the healers.

We picked up enough on the way to
pay for everyone who needed it. Those
healers get straight to the point. Priests
they may be but their business acumen
hasn't suffered as a result of their voc-
ational vows.

A few thousand years from now,
Isaac Asimov will define history as a
series of passing crisis points. The fre-
quency at which crises can arise is very
rapid, as we discovered on leaving the

You F a
c ei t s e l F ,
F o r e  o F  I

d e a t h
n t h e

C o n j u r o r

U i l l  y o u r
s t a l u o r t  b o n d
Ch o o s e  t o  ( F ) i g h to r  ( 1 1 ) u n 7

healers. It had gone dark.
Night life in Skara Brae makes New

York's Central Park look like Ludlow.
By the time we got home, Brian was
dead and there was no money to pay
for his  resurrection. So now we're
waiting for tomorrow and the chance
to put things straight. Al!  I can hear is
the s o u n d  o f  weapons  b e i n g
sharpened.
Well. I  didn't

plan on taking
more t han a
nap anyway_
There's more to
this place than
meets the eye

Indeed there is. The Bard's Tale, the
latest creation from the Toss Times
in Tondown weirdos is the best RPG
on the Commodore. Characters
are well fleshed out, the magic and
combat systems are untouchable
for their internal integrity and
authenticity, and the graphics are
terrific. The fact that a full party of
adventurers with complimentary
abilities are used rather than the
single character approach makes
solitaire play far more fun than it
otherwise might be.

However, t h i s  g a m e  i s

unashamedly hack and slay and
one of the best features is the com-
bat itself_ Though the combined
actions of a party can entail com-
plex strategies, they are easily
enough sequentially implemented
in rounds. Before the round com-
mences, a  prompt makes sure
you're satisfied with the selection
of actions your characters are to
make before proceeding with play.
Then the combat is described in a
series of scrolling messages in the
message window that describe the
outcome i n  detail —  and i n
English. The result allows novice
players to instantly understand
what's going on rather than u nfor-
givingly plunging them into a
morass of abstract mechanics. In
other words, it's easy to play.

The characters I described above
are pre-generated and an ideal
group to start with. However, orig-
inal characters may be created if
the player so desires. Magic Users
may change the ir professions
when the y  a r e  experienced
enough. This allows pursuit of
other spells and abilities the party
will fi n d  beneficial w h e n
dungeoneering_ An MU of the
right level and class can even

1 1
1 1
1 1
1 1
0
1 0
% .

create an illusionary character to
fight for the party if necessary. The
fighters and rogues can use extra
experience to their advantage in
combat, but for any character to
go up a level they must first contact
the review board and pay for train-
ing_ An adventure in itself.

The game comes as a two disk
package with comprehensive but
well written instructions and a
map of the city that proves most
useful). An extra disk is recom-
mended for saved characters. The
screen has three main sections.
Across the lower part of the dis-
play, all the characters in your
party are shown with their status.
On the right is the message display.This also lists the abilities and
devices possessed by any character
you choose to inspect_ The k i t
window displays a  perspective
view ahead of the party, or the
Image of one of your characters.
When monsters attack, it displays
those.

There are 128 monster types and
some of them are animated on the
screen with great atmospheric
effect. Conjurors wave their arms,
wolves look around with glowing
eyes J u i c y  stuff! At least three
dungeons, each w i th  sixteen
levels, occupy an entire side of one
disk. Coupled with the city terrain
as well, there's a lot to explore.

Weapons shops, taverns, and
healer-churches are the main city
points to visit but there are.others
awaiting discovery. The buildings
have visibly different exteriors to
most of those in the city, suit's nor-
mally easy to tell whether a place
is worth entering. Actually, any
building i n  the  city may be
entered, but most will be empty.

The game a lso caters fo r
extremely experienced and pow-
erful characters. The best person
in my party had an armour class of
two but a screen shot on the pac-
kage revealed a  character with
nine. Obviously bigger and better
monsters await. This armour class
business does highlight one imper-
fection. The entire game system is
highly derivative of AD&D, though
there are overtones of Rune Quest
it in there as well. A more original
system might have been interest-
ing but this one serves to illustrate
that many of the better aspects of
role playing can be carried onto
the average home micro with care.

The Bard's Tale is addictive and
actually fast to play once you get
used to the keyboard controls.
There are a few of these but never
so many as to become unwieldy
and that's good implementation. I
suspect that the game will be more
successful than many of its pre-
decessors. There is enough in the
game to last several months at
least. And it's very easy to get lost
in Skara Brae
SEAN MASTERSON

Atmosphere
Interaction
Lasting Interest
Value For Money
Overall

95%
90 %
95%
94%
94
1)
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t's a  st range
world, Discworld
that is. It's sort of
flattish and disc
shaped. T h e n
there a re  t h e
elephants— four
of them,  w h o
support d i s -

cworld. O f  course, t h e  who le
arrangement is carriedon the back
of a giant turtle called Great A'Tuin
through the vastness of space andtime.

It's a strange world, as I said.
Strange worlds are invariably

inhabited by strange people. Meet
Rincewind. Rincewind is nearly a
witard. Unfortunately, he has a
spell permanently stuck inside his
brain as a result of a training acci•
dent. He can't even pronounce it
so the spell isn't exactly useful.
He's permanently down on his
luck. But as life would have it.
things are t o  change fo r Rin -
cewind. The change comes in the
form of the worlds first tourist.
Twollower.

Twoflower is the kind of guy
who drags minor disasters around

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

rather than wiggled joysticks.

aoveritEnze

R i n c e w i n d  w a s  a t  t h e  T e m p l e  0
G o d s .  C o n s i d e r i n g  W h o  i t  w a s
w a s  q u i t e  a  l a r g e  t e m p l e ,  a l l
a n d  s t e p s .  A t  t h e  t o p
*  c o v e r eb e a u t i f u l l y  o r n a t e  c a r v i n g s ,
l a r g e  g o n g  t o w e r .
n r o a d  l e d  a w a y  H u b w a r d .

f  S m a l l
f o r ,  i t

p i l l a r s
d i n
was  a

Tbe Colour of ttlagit
ilitanba (IMO 4), £8.05 tasotttt

with him as i f  some kind o f
repetoire is required. The reci-
pients of these disasters are usually
unsuspecting innocents, like flin-
cewind. He also has a chest full of
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luggage —with legson. Well, hun-
dreds of little feet actually. Still, it
makes a change from the usual
castors. Twollower hires l i tn-
ccwind to be his guide. Twollower
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is also quite well off
You p l a y  Rincewind. Y o u

receive a brief from the ruler of the
city of Ankh-Morpork to look after
this 'politically important' person
and the adventure proper begins.
It's a Quilled game in several parts
that has you hopelessly wrapped
up in  circumstances which are
either out of control to start with
or become so in  a  disturbingly
short space of time. It has graphics
on the top third of the screen dis-
play but these add little to  the
adventure. In fact the visuals are
the weakest part o f  the game.
Trendy they may be but the ir
unsuitability for this game stands
out like a sore thumb.

Authors McNeill,  Ch ild  a n d
Buckett do their usual best to over-
come both the limitations of the
vocabulary and the parser, Rarely
does the player have to resort to
guessing t h e  syn ta x th o u g h
perhaps some of the response mes-
sages could have been a little more
helpful. Limited character interac-
tion is possible with the 'Talk to

' command. Otherwise the
game plays in a very similar fash-
ion to its predecessors. The Boggit
and Robin o f  Sherlock, I n  ot her
words, single command inpu t
(preferably two word) is called for.

The v a r io u s  exp lorations,
despite being intrinsically hazard-
ous anyway, are further compli-
cated by the best feature of the

Atmosphere 70%
Interact ion 60%
Lasting Interest 75%
Value For Money 73%
Overall 74%

uggp
ittki 3Bribeg),
E7.95 tasoettt

ugsy is the latest
in St Bride's long
series of tongue
in cheek adven-
ture games. I t
puts you in  the
title role — the
unlikely s i t u a -
tion of a Rabbit

with a bad Bronx accent who tries
to take over the Chicago mobs and
become Public Enemy Number
One. If that isn't unlikely enough.
our hero begins the adventure by
dying. Magic is real alright, but the
powers o f  r e j u v i n a t i o n
demonstrated by the St Brides girlsleave little to be desired.

Enough of this! The game is pac-
kaged in a medium format cassette
case and is reasonably presented.
It's Quilled with graphics taking up
the top third of the screen. How-
ever, game appeal is heightened
somewhat by a modification of the
system that allows conversations
to be carried out between yourself
and various o the r characters.
'Speak to ,  'gives you access to
menu o f  vocal options, each
obtainable by a single keypress.
The options vary from sweet talk-
ing lines to outright threats. The
ensuing conversation is displayedin the area below.

The process is limited of course
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game, Death. Death has actually
bumped into our heroes anyway
due to a cock up in his timetable.
As a result. he's extremely upset
and you know it's only a matter of
time before he returns to settle
things once and for all. In fact, the
game lives up to the reputation of
Terry Pratchett's novel very well.
Those who aren't familiar with the
novel wi l l  probably fi nd  them-
selves rushing out to buy it after
playing the game. Funny as it is,
you will want more.

More importantly, it 's a good
adventure in spite of (and not just
because o f) the  gimmickery. I t
takes fantasy adventuring into the
hitherto little explored regions of
Discworld and I think most people
will enjoy the trip, The price is
right. Though as a parting thought,
my criticism of Delta 4 is similar to
that of St Brides last issue. They
should rea lly leave The Qu ill
behind along with its limitations
and go for a more sophisticated
system. Adventures written o n
that aging utility cannot expect to
survive lu l l  pricing f o r  much
longer,
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h e  m a i n  s t r e e t  o p e n s  o u t  i n t o  a  s q u a r e .

A m a z i n g  w h a t  t h e y  c a n  d o  w i t '  s p e c i a l
e f f e c t s  t h e s e  d a y s .
B e y o n d  t h e  s q u a r e ,  t h e  s t r e e t  e n d s  i n  a
j a i l h o u s e .  T w o  t o u g h
-
l o o k i n g  
p r i s o n

9 u a r d s  s t a n d  o u t s i d e .

G l a n c i n g  s w i f t l y  a b o u t  m e
i  I  s e e :6 n e w s b o y  y e l l i n g :  ' E x t r y ,  L x s r y !  B r e rK a b b i t  t h r o w n  i n  b r i a r  p a t c h !

with no depth to the exchanges
but at least you can do more than
say, 'Hello.' But the conversations
do release the player from the all
too familiar restrictions of the util-
ity from time to time. Unfortu-
nately, th is feature —  coupled
with the 'death' routine — strives
to make an otherwise average
game something more. The game
itself is always on the verge of

Afq
1
.

a s i d e  t h e  b a n  .  e p  a -  O n e d  C r o w d s
b u s t l e  a b o u t  t h e i r  fi s c a l  a f f a i r s  a s  i s
d e  w a y  w i t '  s e p i a
-
t o n e d  
c r o w d s  
w h e n

t h e y  a r e  e x t r a
-
i n g  i n  
a  
b a n k
.

W I C K  POCKETS
n o  c a n  d o .

UPHOLD U P BAKKE
becoming really good but never
quite makes it. And for the first
time in quite a while, I think the
faults can largely be blamed on The
Quill itself.

The game begins in a small net •
work o f  streets i n  downtown
Chicago. Each street has at least
one accessible location, the punk
is to visit the right locations at the
right t ime .  Tha i wa y  money.hoods and other useful tools can
be acquired in order to progress
your career. Status is as important
as anything else in a life of crime so
putting wealth and power to deca-
dent use is also a vital pan of the
game. Being a rabbit does have its
disadvantages though; not least of
which is prejudice.

An atmospheric feature that
serves the game well is the narra-
tive. The whole of the adventure is
described from Bugsys point of
view and in his accent. The result
is a  conversational and often
funny style that clearly spells out
the off-beat nature of the game.
Otherwise the plot is very linear
and appears to offer little to those
who might want to stray from the
main plotline for a while.

The game is multi-load format
so there's likely lobe an expanse I
haven't ye t  seen. There don't
appear to be any bugs worth men-
tioning either. Despite that, the

game lacks something. Excite-
ment. Funny, yes. Compelling?
Not really. Afte r a  while , the
laughter fades to a smile and then
the smile fades .  The price is a bit
steep as well.  Eight pounds is
definitely the most you could ask
for the game, I think it would fair
far better as a  budget game. A
shame but then you can't win allthe time.

Atmosphere
Interaction
Lasting Interest
Value For Money
Overall

62%
5 7
%53%
54%
56%
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Atmosphere 69%
Interaction 58%
Lasting Interest 62%
Value For Money 60%
Overall 59%

RL have taken
their latest gameto the board o f
him c e n s o r s
resulting i n  a
classification
restricting sale of
the g a me  t o
people a g e d

fifteen years and older. As the
game is based on a classic horror
story, this will no doubt be consi-
dered good publicity b y  Clem
Chambers' outfit but it is publicity
at a price. Not only is the certificate
binding by law (theoretically limit-
ing sales) but the censors are used
to dealing with fi lm makers with
plenty of ready cash. The process is
disproportionately expensive for a
software house. So does the game

really deserve its rating?
No. Is it a good game regardless?

Hmmin. well , n o .  The thing is,
this is a classic case o f  a game
depending on its marketing and
License to help it  sell. The game
itself isn't bad j u s t  average. It's
well presented and reasonably
well written but stands as much
chance of scaring a five year old as
a DC10 has of flying. None at all.

Actually, t h e  mo rb id  o n e s
among you who have a taste For
the macabre and gothic horror will
probably find the game interest-
ing. Actually using the format of a
computer adventure to recreate a
scary and mysterious atmosphere
is rather more difficult than i t
sounds because o f  the heavily
punctuated nature of play whilst

problems are worked out. Sustain-
ing that feeling of uneasiness has
been the aim of a few adventure
writers in the past but never has it
really succeeded. Unfortunately, it
doesn't in  this game. But what
you're left with is a suprisingly val-
uable curio  that's graced with
above average graphics.

The game is well packaged with
shadowy artwork and blood col-
oured text covering the front of a
large format box. The cassette ver-
sion is in three parts spread across
two tapes. The package is other-
wise sparse with all the instruc-
tions sitting comfortably on the
backside of the inlay. Of course,
wherever you look the censorship
label screams out at you.

Pan one of the game is called

The First Night and concerns the
young English so licito r w h o
travels to castle Dracula to settle
the fi na l arrangements f o r h is
client's purchase o f  a house in
England. You play the pan of the
solicitor. During your travels a last
stop is made at the Golden Krone
Hotel, only to find that the locals
are strangely obsessed with some-
thing T h e  nightmare sequ-
ences are especially effective in
this early pan of the game but
there's little to do except try diffe-
rent types of cuisine each time you
play.

Arrival, apart from being the
title o f  an  embarrassingly bad
Abba album, is also the title of the
second part o f the game. Again
you play our solicitor friend. And
Dracula comes in to  the  story
proper. This is actually quite well
written. Soon after you arrive and
talk with  the count, it  becomes
obvious that you are not going to
be allowed to  escape (but you
knew that really, didn't you). Get-
ting a letter back to England is your
only hope.

Finally, in The Hunt, you play
the part o f  Doctor Seward, a
psychiatrist who runs a home for
the insane. You become the reci-
pient of the letter sent from Castle
Dracula and decide to find out
what's going on. Matters are com-
plicated somewha t  b y  t h e
untimely disappearance o f
Renfield, a  n o rma lly  d o cile
character who has escaped and is
even n o w being warped and
twisted under the evil influences
of the Prince of Darkness

Well, most people have a fairly
good idea o f  the story and the
game does well to adhere closely
to the plot whilst still allowing the
player to make major decisions.
Experimentation soon reveals
however, that there is compara-
tively little freedom of play and the
few puules (that I've encoun-
tered) are very easy to solve. The
on screen presentation is  very
good (though some of the text flic-
kers due to a bad scroll routine)
but p lay is  st ill fundamentally
limited b y  a  parser that on ly
accepts two word input and suffers
from a small vocabulary. The rede-
fined text, blood red, American
Uncial and all does little to hide
what seems to be an out of date
Quilled effort trying desperately to
be something better A n
interesting version of the story but
not one worth shelling out thismuch for.
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Rainbird recently sent me their
latest Level  9  tr i logy.  Silicon
Dreams. Well,  actually, they sent
me the box and a press release.
This follows in the same vein as
Jewels of Darkness and will cost the
same— (14.95 on cassette or disk.
The thr ee games included ar e
Snowball, Return to Eden and Worm
in Paradise and deal  w i th t he
character of Kim Kimberley and a
descendent involved with the col-
onisation of a new world, Eden.

In the first game, you awake
after being kept in suspended ani-
mation to find the ship in terrible
danger. You have to eliminate the
problems before the ship crashes
into the new world below. In the
second game you are accused of
sabotaging Snowball  and face a
death sentence. A trip into the new
city of Enoch to stop the robots
from mistakenly destroying your
spaceship forms the quest for this
game.

A hundr ed years pass before
Worm in Paradise. A subtle power
politics spoof that has you fighting
amnesia a nd  par anoi a i n  a n
attempt t o  obtai n power .  But
why? All will be revealed.

Level 9 have altered these early
adventures so that they all incor-
porate their new, multi-command
parser and graphics. A niggle here.
The vocabulary is said to have over
1800 words on the box but this is
only over all three games. Despite
the new parser, the actual voc-
abularies of the original games are
likely t o remain unchanged as
they were i n Jewels of  Darkness.
Should be worth the wait regard-
less. The first trilogy represented
excellent value for money and I
expect this one to do likewise.

i3arb
r3 Tip

Hitch-Hikers G u i d e  t o  t h e
Galaxy
Only drink three pints in the pub.
Buy a cheese sandwich and feed it
to the dog. To hear the second
verse of  the Vogon poem. type
'enjoy poetry.'

The Boggit
Type 29586 to get out of the bur-
row.

Bard's Tale
In the Scarlet Bard, get somebody
to order wine to enter the first
dungeon. The sewers are one level
below the Wine cellars. Monks are
very useful  characters. Hobbi t
rogues are good at getting first
strikes in combat. Magic appears
not to work on El Cid.

c i D o e n t u a e

The Pawn
To get past the guards, show them
the note. A few words with Kronos
should son out the adventurer. To
move the boulder, tie the hoe and
rake together with your shirt and
use them as a lever, To make a
light, find the tree stump and get
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the three colours from inside it,
Mix the colours and — hey presto!
To get water for the guru, go up to
the plateau. put the bowl down
(gently) and scoop some snow intoit.

Tass Times In Tone Town
Float phones are useful for clues.
Buy a hair cut, clothes and a hoola
hoop.

Veber
Contacts
Here they be T h o s e  brave souls
who are prepared to put up with
your infuriating letters and phone
calls, and all for the sake of adven-
turing and the possibility of mak-
ing new friends!

Due to lack of space this month,
some of the brave souls writing in
with offers of help have had to be
held over to next month. Despair
not! Your names will be featured
in all their glory!

Don't forget to treat the CCs
kindly b e  enclosing an SAE or,
if phoning,  don't  r ing them up
after 10.00 in the evening or at any
other unsocial  hour  (such a s
8.30arn on a Sunday morning).

And remember — if they treat
you badly, let the Wiz know. And
if YOU treat THEM badly, I  shall
get to hear of it!

Help Offered
Terrormolinos, Hampstead, The
Hulk, The Hobbit, Kentilla, Fourth
Protocol, Dangerrnouse in the
Black Forest. Espionage Island,
Ship of Doom, Inca Curse
Bradley Holroyd,  11 Cams
Crescent West, Formby, Merse-
yside 137 2EX

Dallas Quest. Hampstead. Lucifers
Realm, Gremlins, Zim Sala Bim.
Castle of Terror. Terrormolinos
Paul Doody,  19 Mi dfiel d
Avenue.  Barn eh urs t, Kent
DA7  6LY
Tel: 0322 511754 6-10pm

Fourth Protocol (partsl. 2 and 31,
Gremlins
Stephen Savage, 14 The
Hawthorns,  Ayiesford„ Kent
ME20 71-1

Terrorrnolinos, Holy Grail, Spider-
man, Worm in Paradies, Ten Little
Indians. Arrow of Death Part L
Grand Larceny, Subsunk, Impossi-
ble Mission, Emerald Island,
Snowball, Velnor's Lair, Time
Traveller, Price of Magik, Hacker.
Valhalla
Jamie Orridge„ 10 Tennyson
Avenue,  Gedling,  Notts
Tel: 0602 611285

2ork 111, Erik the vi king, Castle of
Terror, The Hobbit, Voodoo Castle,
Lords of Time. Founh Protocol,
The Helm, Ring of Power, Heroes
of Kam. Empire of Kam, The
Count, Sherlock, Seabase Delta,
Perseus and Andromeda, Wizard
of Akyrz, Eureka, Zim Sala Bim,
Holy Grail, Hacker, Kentilla,
Hampstead. Never Ending Story.
Valkyrie 17. Temple of Terror, Col-
ossal Cave
Steven Kelly,  4 South View,
Whi m  Lane, Simonstone,
Burnley,  Lanes BB12 7Q1J
Tel: (0282) 74765

Colossal Adventure, Adventure
Quest, Dungeon Adventure, Lords
of Time, Emerald Isle, Return to
Eden. Snowball, Worm in
Paradise, Red Moon,  Price of
Magik, Erik the Viking. Lords of
Midnight, Runestone, Mordens
Quest. Souls of Daricom Bored of
the Rings. Seas of Blood. Robin of
Sherwood. Never Ending Story.
Jewels of Babylon, Heroes of Kam.
Forest at the Worlds End, Warlord,
Message from Andromeda, Inca
Curse, Ship of Doom. Espionage
Island, Planet of Death, The Hobbit
Peter Brown,  57 Ropers
Avenue,  Chingford,  E4 9EG

Return to Eden. 4th Protocol, Erik
the Viking. Pen and the Dark
Duncan Morr ison,  22
Blueberry Road,  Bowdon,
Al tr inchatn,  Cheshire WA14
3L11

Most infocom titles, Ultima 41, 2
and 3), Dark Crystal, Ulysses,
Wizard and the Princess, Blade of
Blackpool, Death in the Carib-
bean, Questron
Andr ew Wal lwork and Garry
Mil ler,  17 Mi l lbeck Gardens,
Har l ow Green, Gateshead 9,
Tyne and Wear  NE9 7115

Zork I. 11, and III, Seastaliter,
Enchanter, Deadline, Adventure
550, Ultima I. El, and 111. 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. Culthoats.
Infidel, Witness, Starcross, Dark
Crystal, Wizard and the Princess,
Transylvania, Adventure in Time,
and Borrowed Time.
Ash l Din,  37 Deeplish Road,
Rochdale OL11 1PH

Most games.
R Shepherd,  106 Highl ield
Street, Coalville, Leicester.

Hobbit, Fourth Protocol, Voodoo
Castle, Valhalla, and Lord of the
Rings.
Graham Robson, 71 Fair Field
Rise, Ki r kbur ton,  Hud-
dersfield HD8 OSS
Tel: (0484) 604631 between 4
and 5pm Mon-Fr i  only.

Return to Eden. Worm in Paradise,
Red Moon. Gremlins, Perseus and
Andromeda. Heroes of Kam,
Hulk, Spiderman, Exodus Ultima
III, Nine Princes in Amber, Bal-
lyhoo, Enchanter. Sorceror, and
Spellbreaker,
Guy Thomas, 17 Borstal Hi l t
Whitstable,  Kent CT5 4NA
Tel: (0217) 274846 9am to 9pm
any day.
The Hobbit, Red Moon,  and
Spiderman.
Ti m Storey, The Mount,
Chelston,  Wel l ington TA219HP
Tel: Wel l ington 6237 alter 5pm
and all day Sunday.
Adventureland, voodoo Castle,
Mystery Funhouse, Savage Island
I and II. The Hulk, Pirate Island,
Hobbit, Lord of the Rings, Zim Sala
aim. 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.
Col in Hayward.  Tel: 01 885
4662 5-10pm

Castle of Terror, Dallas Quest,
Hobbit, Hulk, and Terrommlinos.
Arts Parlapas, 18 Pyrsinella
Street, Ioannina,  Greece

Pirate Adventure, Advent ureland,
Hobbit, Lords of Time, Fourth Pro-
tocol, Stranded
Emma Butter wor th,  7
Greenacres, Stainton,
Middlesbrough,  Cleveland TS8
9 8 N

Eureka (Prehistoric), Arrow of
Death Part I ,  Perseus and
Andromeda
Mar ti n Georgeson, 29
Spr ingwel l  Lane,  Balby, Don-
caster
Tel: Doncaster  856950 between
6 and lOpm



Twin Kingdom Valley, Hobbit,
Heroes of Kam, 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 Gol iath
Close, Roundshaw,  Wal-
l ington, Surrey SM8 9HN

Volcano of Raka Tua. Himalayan Ten Litt le Indians, Perseus and
Odyssey. Oasis of Shalimar. Castle
of Mydor,  Adventure Quest,

Andromeda. U M  ,  Feasibil-
ity Experiment, Valkyrie 17. Bored

Lordsof Time, Colossal Cave. Clas- of the Rings, Pirate Adventure.
sic Adventure. Escape from Raka Very Big Cave Adventure, Val-
Tua. Lost City. King Solomons halla. Golden Baton, Ring of
Mines. Mystery Island. Scroll of Power, Adventureland, Collossal
Akbar Khan, The Institute, Critical Adventure. Quest for Holy Grail,
Mass, Infidel, Death in the Carib- Hulk, Price of Magik. Return to
bean. Wizard and the Princess, Eden, Snowball. Pilgrim, Snow
Wishbringer, Zork 1, U. and Queen, Espionage Island. Inca
Secret of Baston Manor, and Sus- Curse, Kentilla, Helm. Lord of the
pended. Rings, Ship of Doom, Zork 1,
Mar got Stuckey, 14 Mar ampo Spiderman, Warlord, Forest at
St, Marayong,  NSW 2148, Worlds End, Planet of Death, and
Austral ia limited help on many others.

John Barnsley, Adventures-
Heroes of Kam. Empire of Kam, cue, 32 Merr ivale Road, Rising
Crystals of Carus. Jewels of Baby-
lon, Subsunk, Seabase Delta,
Worm in Paradise. Voodoo Castle,

Brook.  Stafford, STI7 9E11

Please Note:  Respect your fellow
Terrorrnolinos, Mordons Quest, adventurers. By  of fering t o help
Neverending Story, Mindshadow you they  are undenaldng a not
Urban Upstart, Robin of Sher- inconsiderable task and  deserve
wood, Hampstead. Wizard of both your gratitude and your con-
Akyrz. Hobbit, Time Machine. Cir- sideration. Ne v e r  p h o n e  a f t e r
cus, Arrow of Death, Emerald Isle. 10pm (earlier if  specifically men-
Lords of Time, Gremlins. Sorcerot tioned abov e)  a n d  A L WA Y S
of Claymorgue Castle. Red Moon, enclose a  s t amped addressed

Aztec Tomb. Hobbit, Adventure-
land, Pirate Adventure, The
Count, Voodoo Castle. Heroes of
kam, Empire of Kam, Enchanter.

Hobbit, Price of Magik, and
Hacker,
Gary Moffat,  66 Al anbr ook
House, Master  Gunner  Place,
Baker Road,  Woolwich,  Lon-
don SE18
Tel: 01 319 3651 8pm to lOpm
Mon-Sat.

Castleo!  Terror. Spiderrnan, Hulk.
Lords of Midnight ,  Quest For the
Holy Grail. Voodoo Castle. Upper
Gumtree, Adventureland, Circus,
Supergran, and Pirate Adventure.
Antony Leadbetter ,  36
Davyhul me Road,
Davyhulme,  Manchester  M31
2DQ

Castle of Terror, Terrormolinos.
System 15000. Hacker. Holy Grail.
and Subsunk.
Martin Rimmer,  81 Pinfold

Ainsdale,  Southpor t,
Merseyside PR8 3QL

Twin Kingdom Valley, Quest of
Merravid, Atlantis Adventure,
Disk Hobbit, and Hitchhikers.
Russell Wallace, 24 Lower
Georges Street. Dunlanghal re.
Co Dubl in,  I reland

A - - -

envelope i f  you want  a reply by
['post.

CLUBS GALORE!
The White Wizard seems to be get •
ting more and more letters each
month f rom readers start ing up
adventure clubs. I can't help feel-
ing that  a f air number of  these
must fall by the wayside — after
all, there seem to be so many and
the m a r k e t  c a n ' t  s u p p o r t
everyone. Howev er,  he re  goes
with a selection of  this month's
club promotions. Don't  forget that
I can't vouch personally for any of
these organisations, but  I 'm sure
they mean well and would like to
hear from you

HEeD Serv ices ,  1 3 3 8  A s h t o n
Old Road,  Hi gher  Openshaw,
Manchester  MI  I LIG.  Tel: 061
370 5666
Offer a series of adventure 'hand-
books giv ing solutions, hints, and
maps of games. Subscription rates:
3 issues, E2_75; 6 for E5; 12 for E9.

BAG — Beginners Adventur e
Games
A new dub for adventurers_ Write
to Lesley Mar r i ott ,  22 Pr iory
Road, Al f r e t on,  Der byshi r e
DES 731'

Adventurers Anonymous
Adventure c lub and  magaz ine:
Contact Rivendale,  Nether gate
Street, Bungay,  Suffol k NR35
1HE

Adventur e Cracking Service
A helpline_ Contact Gav in Berry,
25 Beauval e Road,  Hucknal l ,
Nott i ngham N G I 5  6 P F  f or
details. It's not entirely clear from
the letter whether this is a club or
just a phone-helpfi ne— their tele-
phone number  is  i n  t he  He lp
Offered section.

Questi lne
A well-established concern, now
going official and charging very
reasonably f o r  i t s  services —
Helpline, Magazine, Swap-it  sec-
tion. Club  Dis t ribut ion f or  y our
games. Special Offers on commer-
dal releases_ Send SAE for details
to Tony Treadwel l ,  17 Headley
Way, Headington,  Oxford OX3
OLR

ZEbt
Contacting
Wherever you may  be, you can
contact t he  Wiz  and  hav e t he
chance to see your name on these
hallowed pages. Writ e t o me on
any aspect of adventuring at THE
WHI TE W I Z A R D ' S  D U N -
GEON,  PO BOX 10, LUDLOW,
SHROPSHI RE SY8 I AQ.  If you
have one of these Modem things,
you can try getting me on BTGold
83:..INL251 or  on Prestel /Mic-
ro net 919994854.  B e  awar e,
however, that the Wiz doesn't log
onto Prestel as often as he used to
— BT Gold is a much better bet if
you are a subscriber.
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50 COPIES OF WE AR
KUNG-F11 it
MUST BE
WON!!

Puzzle your
way to a
prize!
IMAGINE certainly  k now how t o
get a good scrap onto the Com-
modore screen, as they show all
too well in Vie Ar Kung-Fu II their
latest beat 'em up that continues
the saga of Co Long.

It was 20 years ago that Lee, the
Kung F u  master,  defeated t he
notorius Chop Suey Gang and put
an end to their reign of terror that
had good cit izens continually on
the run. Lee thought that he'd put
the choppers on their evil plans
and ret ired t o a  peaceful life of
clean laundry and dimly lit restaur-
ants.

But one member of  the gang,
Yen Pei, managed to escape and
plotted his return to power whilst
the old man pottered around tend-
ing to his tea. Now,  twenty years
later, Yen Pei has  returned and
under t he t it le o f  Emperor Yen
Gah, he and his seven warlords
have extended their evil influence
to cover most of China. Lee, who
has bec ome s low and  arthrit ic
owing to prolonged exposure to
steam presses  and watery  tea,
cannot replay the events of twenty
years ago  and  s o  t he task  o f
defeating Yen Pei and his  War-
lords falls t o his son, Young Lee

Young Lee sets out to overthrow

CLUES

the dire rule of tyranny imposed on
his countrymen, armed only with
the knowledge of the deadly arts
taught t o him by  his tea-riddled
father a n d  h i s  o w n  s pec ia l
techniques, based upon Co-Long
Tea Power.

What a scenario! It makes you
want t o take up the Way  of  the
Cuppa and fight alongside Young
Lee yourself„  . Well, it's not pos-
sible to do that, as honour dictates
that he must  be the instrument to
overthrow his father's old adver-
sary.

You could however, go into bat-
tle a s  Y o u n g  L e e  t hank s  t o
IMAGINE who are giving away 50
copies of Vie Ar Kung-Fu II to the
lucky winners in this easy-to-enter
competit ion.

Instead of a crossword, we have
a downword for you to complete
— the answers to the clues, which
are all t o do with IMAGINE or the
games they have released. Rack
your brains, fill in the grid and post
it off to ZZAP! F1J. PO Box 10,
Ludlow, S h ro p s h i re  S Y 8
1DBmaking sure it arrives by 20th
January 1987, First fifty all-correct
answers out of  the bag win their
senders a copy of Vie Ar K u n g
-
Fu

11.

1 The run around. (And shoot around, jump around. ..)
2 Ma n ro e  on the table?
3 Imagine's World Series
4 A mission you can never complete?
5 The sequel to Moon Cresta
6 Light entertainment in the patisserie
7 Bruce's little brother?
8 If you want to be well tough, get a hat but make sure
it's the right colour.. . .
9 Imagine music metro — or should that be maestro?
Related to a famous flautist
10 Lee's fi rst game
11 A dish of a Chinese gang
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Spectrum, CBM64,
Amstrad: £6.95

Victory House, Leicester Place,
London WC2H 7NB.
Telephone: 01-439 0666
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Can you save the day?
7Wo or multi-player

option, training
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ALL THE ACTION!
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Yes at the flick of a switch
you have a fast load
cartridge that will speed up
your normal disk load speed
by 5-6 times.
Special switching hardware
makes the fastload Invisible
to the system: -
- U s e s  
n o\

s
m
e
m
o
r
y
.

FAST LOADER SYSTEM
two CwIridges in O W !

'ELECTRONICS

100% SUCCESS?
Action Replay is under
constant deve4gpment 10
stay cal top DI latest
releases No other
product wird cope with as
much software as Acton

Replay -  despite our competitors claims
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THE NO 1 NAME FOR COMMODORE

BACKUP CARTRIDGE IS HERE
FOR C641128 O N L Y I 2 4 . 9 9  POST FREE

• Stop the action of your game and make a
complete backup to Tape or Disk
• Action replay works by taking a 'snapshot' of the
program in memory so it doesn't matter how the
game was loaded — at normal or high speed —from Tape or Disk.
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can offer such value.

TAPE TO TAPE T A P E  TO DISK D I S K  TO DISK
DISK TO TAPE A L L  BACKUPS WILL RELOAD AT TURBO

SPEED AND RUN INDEPENDENTLY OF THE CARTRIDGE
[ SPECIAL COMPACTING TECHNIQUES TO SAVE ON DISKSPACE

1 UNIQUE CODE INSPECTOR FEATURE J

• Stop the action with the button then inspect any area of memory in it's "Frozen" state includingall VIC + SW REGISTERS ETC.

I
E
V
E
N 
M
U
L
T
I
-
S
T
A
G
E 
P
R
O
G
R
A
M
S

NOW programs that load extra sections
can be transferred horn tape to disk

Works with most programs Nova •
Standard System
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Any hires screen bum your favourite
games can be saved to dtsk.

Compatible with many graphics packages
including Blazing Paddles, Koala etc.
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want to save it, simply press the button then:

• Press 'IT to save to disk to reload at high speed. •  Press 'T' to save to tape to reload at high speed.
• Press 'S' to save to disk to reload at normal •  Press 'C' to enter "Code Inspector."speed
THE PROCESS IS FULLY AUTOMATIC — JUST GIVE THE BACKUP A NAME

I .

UPGRADES
Mk 1 Action
Replay can be
upgraded for
£8.50
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FIRST PRIZE: A PHILIPS MIDI COMPACT DISC HIFI SYSTEM
SECOND PRIZE: A SHARP GHETTO BLASTER
25 RUNNERS UP CAN CHOOSE ONE GREMLIN GRAPHICS GAME
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Christmas t ime is  always  bus y
here at the Towers. There'll be no
carol singing for me this Christmas

trouble is. I don't expect I'll get
anything in  t he stocking I  hang
hopefully f rom the handle of  the
broomcupboard d o o r  —  eit her
Santa doesn't  dare come into the
Towers o r  t he  nas ty  rev iewers
sneak in and pinch all my goodies
first thing on Christmas morning.

T h e  f o lk s  a t  GREM LIN GRAPHICS
have got  s ome super Christmas
pressies to give away to readers
this year — lots of musical goodies
and games too b u t  you'll have
to help me with a litt le problem if
you want to collect a prize.

I made a  terrible mistake. Ian
Stewart, the bossman at GREMLIN
sent me a Chnssy card along with
the inlays for four GREMLIN games
that he thought I 'd like to give to
them up in ART to use in a compet-
'ton. Trouble is, he put them all in
a brown envelope — just like the
official-looking brown envelopes
the nasty reviewers use when they
try to scare me. Imagine my panic
when I fi rst opened one of these
letters to find a Final Demand for
£500 for non-payment of a bill for
cleaning materials supplied to the
broom cupboard! I was worried for
hours until I noticed the sniggering
going on in the reviewing pen.

I've had all sorts of  nasty sur-
prises inside these official-looking
envelopes o v e r  t h e  pas t  f e w
months —  fake warrants for my
arrest, paternity suits naming my
pet hamster —  t he lot .  So  I 've
taken to tearing up official-looking
envelopes t he moment  they are
shoved under my door. Hence my

TH
mistake.

I suddenly noticed, among the
bits on the floor, the pieces of  a
Christmas card, together with tom
shreds of  some game inlay cards
and t he fragments of  a letter. I
managed to piece together the let-
ter, a n d  dis c ov ered t h a t  I a n
Stewart wants to give away some
very nice pressies indeed.

Top of his list of Festive Goodies
is a Philips compact disc midi hi-fi
system. Next on his Santa list is a
Sharp Ghet to Blaster. Then he's
got a giant jittybag waiting w a i t -
ing for someone to say which five
GREMLIN games they'd like to have
put into it before it 's posted. And
twenty fi ve more envelopes are
wait ing to be fi lled with a single
GREMLIN game_ . .

SO YOU'D LIKE
UNCLE IAN TO
PLAY SANTA THIS
YEAR?
I've asked ART to arrange for all
the bits of Christmas card and
game inlay to be placed delicately
on this page—just like they fell to
the floor when I ripped the
envelope and its contents up. Can
you put them back together again?
Cut em up, stick em down on a bit
of card or paper, fill in the entry
form and whizz your re-assembled
collage to me at ZZAP! CHRIST-
MAS JIGSAW, PO BOX 10, LUD-
LOW, SHROPSHIRE, SY8 1A0
making sure the jobs's done in
time to arrive by 20th January
1987.

ADDRESS

POST CODE

TICK FIVE GAMES FROM THE FOLLOWING LIST THAT
YOU WOULD LIKE TO WIN AND THEN CIRCLE ONE
GAME IN CASE YOU WIN A SINGLE GAME PRIZE:

BOUNDER
•  M O N T Y  ON THE RUN
•  T H E  WAY OF THE TIGER
El J A C K  THE NIPPER
E  TRAILBLAZER
E  Z Z A P  SIZZLERS I (Dropzone, Wizards Lair,

Who Dares Wins II, Thing On A Spring)

ZZAPI 64 Christmas Special 1986 1 4 7



SUBSCRIBE TO ZZAP
AND GET ONE OF THESE
STUNNING NEW G
Here it  is  — the subscript ion deal you've all been wait ing for! I f  you
subscribe to the best selling Commodore magazine in Britain (erm, that's
us) for one year, we'll throw in a FREE US Gold game! Yes, we're crazy.
We're out of our tree! We're completely bankers!! But it's all true, because
we love you. Just send off 1 5  and choose ANY one of the nine games
from the list below, How can you resist? Why resist? Do it now before
it's too late!

FOR THOSE WHO
ALREADY SUBSCRIBE

'But',  you cry between sobs, *I 'm
already a subscriber'. Well,  ne'er
ye fear, we haven't forgotten you
— oh no. If you already subscribe
to ZZAP! you can buy any one of
the three groups of  three games
here f o r  on ly  £19.96'  I n  ot her
words, buy two and get one FREE!
If you're about to subscribe you're
also valid for this amazing offer.

JUST LOOK WHAT YOU
GET FROM ZZAP! 64

Packed out  wit h rev iews of  the
latest games, consistently scoop-
ing the compet it ion for news and
previews of  games of  the future,
interviews wit h f amous  and up-
and-coming programmers ,  play -
ing tips from the man with a degree
in tactics on DEFENDER — none
other than Julian Rignall. troglody-
tic terps ichore f rom t he Whit er
than blue-white Wizard, a defi ni-
tive highscore table run by  a sys-
tematic s c a r e m o n g e r i n g
Scorelord, and the unsympathetic
scribblings o f  t he world' s  mos t
talented let t er answerer,  L loy d
Mangram. And don' t  forget  t he
mult itude of cool competit ions —
how many other magazines offer
you t he  c hanc e t o  wi n  a  real

, GAUNTLET arcade machine? Or a
go-cart. Or a racing bike. Or a holi-
day in Paris, • • We've even offered
you the chance to appear on the
cover o f  our Chris tmas Special!
And then there's the compet it ion
where you can win copies of the
very latest games

How did you ever get by without
It? All in all it  makes rather good
sense to subscribe, what with our
Speedy new delivery service which
means you'll probably  get to see
the finished magazine before we
dot

148 77AP! 64 Christmas Special 1986

WORLD GAMES
The .72APt crew ran out
Of supertatives when it
came to reevoing this
classic Gold Medal
sports simulation,
got taight events from all
around the world, WICIU43-
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SUPER HUEY II
This was to be reviewed
in this issue, but we ran
out of colour pages I t 's
an extension of Hs Sitzl-
I N  predecessor (see the
review in wake one) with
lots of new fTIESSJORS
We've been pgaying it
and akeady think it's
destined to become
CIISSiC

M M U S
This was the first ever
vertically scrolling shoot
Sin up and one Who find
arcade games to gather
a true cult following.
Cruising over the lend--
a w e  you must dispose
of theXeviotm forces and
eventually confront the
giant Ando( GIIIIRSiS
Mother Ship.
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GROUP TWO

GAUNTLET
What more can we say?
THE office& conversion
of THE top-grosaing
arcade game of alt-time.
This excellent conver-
sion MOWS 04
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FOR ONE YEAR

• 4'

;

ACE Of  ACES
Slip into the cockpit of a
De Havilland Mosquito
and attempt live different
missions in this stunning
action simulator. Fabul-
ous graphics and sound
generate an incredible
atmosphere as you
recmate World War It in
the comfort of your own
living room.

GROUP THREE

MOVIE MONSTER
BASH, SMASH and
STOMP your way
through six famous
cities ROAR as you
squish lots of pathetic at-
tie soldiers into the
ground. SCREAM as you
turn tanks IMO tin foil and
YELL as you topple tall
skyacapera. H
E A
P S  o f
monstrous kin in this
new Epyx game.

BREAKTHRU
Sitting in the world's
most sophierticated
armoured vehicle you
must penetrate creep
behind enemy lines and
recover a utolen fighter.
Tone of scrolling shoot
em up action as you take
on a cornpaite army
single handed.

▪  •  •  •  El  M
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a .  
a  
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ZZAPI SUBSCRIPTION OFFER

•
•

I would like to take out a 12 month subscription to ZZAP! 64
magazine for C15 (post included) and receive my free US Gold game.
Please note, If you're already a suldscnider and yota subscription has rust ended, or if it is within
wo issues oil running out, you may renew using this ke n igtiOte your skshiscnitser number please)

BUT DON'T FORGET TO SAY WHICH ISSUE YOU WISH THE NEW SUBSCRIPTION TO RUN
FROM

• N A M E
• ADDRESS
▪ POSTCODE
•  Should you already have a subscriber number, please quote it
•
•
•  I  would like to receive the following tree game from the nine listed here
•  (cassette versions only):
II TITLE

NB: Your game will be delivered INDEPENDENTLY of the magazma

I would like my (new) subscription to run from issue. . 1  enclose a E15
cheque/postal order made payable to NEWSFIELD LIMITED•

• FOR EXISTING SUBSCRIBERS
•  (a nd those subscribing on this coupon who would also like to take up the
•  special subscribers' offer)
•  I  would like the following group of games from the three groups
III l i s t e d here. I enclose a cheque/PO for E19.98 made payable to
•  NE WS FI E LD UMI TED

GROUP ONE
•  G R O U P  TWO
•  G R O U P  THREE
• (please tick one group)
▪  N E I  To  be eligible you MUST quote your subacnbar number OR have also enclosed EI S to, a
•  n e w  subscription

NAME
•  ADDRESS
1
•  POSTCODE

•  PLEASE DEBIT MY VISA/ACCESS ACCOUNT
III I  wish to pay by Visa/Access (delete as applicable)

111
•  Signature

Expiry Date

I n •

Please Charge My Account No:

lers4

I
I= A P !  SUBSCRIPTIONS, PO BOX 10, LUDLOW,

SHROPSHIRE SYS 1DB
NB: All games will be delivered within 28 days of receiving your order —
UNLESS the release date of any of the nine titles is delayed.



GO BMXing WITH ELITE
TWO BMX BIKES

UP FOR GRABS!
30 copies of SPACE HARRIER
for runners up

The ever-so-impressive Mr Wilcox
(who's a very big cheese at Elite )
is overjoyed at  the moment  with
the success  o f  h i s  company 's
games and is looking forward to
Christmas when o n e  o f  Elit e's
latest and greatest games. Space
Harrier, will be on the shelves of a
shop near you.

As the game will be arriving just
in t ime for t he festivities. Unc le
Steve has  donned his  red coat.
false whiskers and Dunlop wellies.
He may  look  rather s illy  as  he
climbs into his  Lotus Esprit. but
he'll appear very seasonal ' c o s
he's offering two BMX bikes as top
prizes in this Yuletide competition.

Being the season of goodwill to
man..er_.personkind, Unc le Steve
does realise that  lots  of  people
can't fi t  Onto one BMX bike (Or
even in one Lotus Esprit for that
matter!) so thirty runners up will all
be able to thrill to the speed and
daring o f  driv ing around a  TV
screen, blowing up the aliens and
saving the entire population of the
universe.

Funny old world you fi nd your-
self in,  play ing Spac e Harrier.  I
mean, you go to all the trouble of
hiring a ship and filling it full of go-
juice, all paid for out of your own
pocket and no-one really seems to
mind t he fac t  that  you may  be
blown into your constituent atoms
and then there'll be no-one left to
feed your cat. Ah well, such is life

I'm sorry .  I ' m feeling a  lit t le
unloved at the moment. It's all the
people here at the Towers you see.
I know they're really nice people
(sometimes) but they're always so
busy and never seem to have any
time to do the nice little things that
tell me I 'm really appreciated. I 'm
actually qui t e af raid t hat  they ' ll
forget t o  send me  a  Chris tmas
card this year and when my Auntie
Mabel comes around on Box ing
day and asks me  embarrass ing
questions like. "Hav e you got  a
girlfriend yet?" and "Where are all
your CHristmas cards?" I 'll have
to lie like I did last year and pretend
that I had a whole mailsack at work
but lef t  t hem in the broom cup-board_

150 ZZAPI 64 Christmas Special 1986

So what  you mus t  do for this
competit ion is to create your very
own Christmas card for me and the
rest of  the ZZAP! team. You can
use pens, crayons, paints or felts
for the outside and on the inside of
the card you must  put  a Christ-
massy-like verse f or  t he whole
team.

The bes t  t wo cards (including
verses) will earn a BMX bike for
their creators as  a ' jus t  missed
Christmas' pres ent  f r o m j o l l y
Steve at Elite but he'll try to send
it round to your house rather than
fill his wellies full of  soot trying to
get it  down your chimney. Thirty
runners up are set to collect a copy

of Space Hamer g e t  going —
my aunt ie ' s  v is i t ing o n  2 0 t h
January. s o  y ou'd bet ter mak e
sure I have all your entries by then.
Send t h e m t o  m e  a t  HAPPY
CHRISTMAS MI NI O N.  ZZA P I
Towers, P O  B o x  1 0 ,  Ludlow,
Shropshire, SY8 1 DB



Just Out from Elite is the wonderful
Hit Pack, a  blend of  four of  the
finest computer games all brought
together on one cassette, It's got
Airwoif. Commando,  Bomb Jack
and Frank  Bruno's  Box ing.  To
celebrate s u c h  a  pres t igious
release Elite have decided to run a
competit ion wi t h  t e n  Pers onal
Stereos up for grabs, each accom-
panied by  a Hit  Pack (best to let
your computer listen to the cas-
sette, though!) Twenty  runner up
prizes of Hit Packs are on offer too.
Good eh?

But you're going to have to work
tor your prize and since these are

such nice prizes you are in fact
going to have to help us. At  the
moment  there's a bit of problem at
the Towers and it's name is Sump-
ter, more commonly  known as El
Retardo the Database Minion. The
poor b o y  has  go t  a  b i t  ups et
recently over the continual teasing
and bait ing he's had to put up with
over his dress (non)sense. Sump-
ter's dresses  (sorry  dress  s en-
sibilities) certainly  aren' t  subt le:
bright pinky flairy trousers, coats
that look  l ik e Sellafi eld surplus
anti-rad lockets, socks that never
match except in their odour. These
are Sumpter qualit ies and such a

ribbing he ' s  t ak en f r om t hos e
Towers lads that he's crawled into
the cupboard for a good sulk and
a cry into the cleaning lady's pin-
nie.

Well what we need is something
to coax him out  of  his catatonic
state. This is where you come in.
What we want you to do is to make
an audio tape up that will get him
out of the cupboard. You can use
any tactic you want  — tempt him
with l o t s  o f  lov ely  promis es .
threaten him with the most loath-
some fate you can imagine, or just
offer to buy him a pint of Old Flatu-
lence bit ter.  Anything you want .

ZZAP! 64

just k eep y our ent ries  under 3
minutes long.

So all you've got to do is get El
Retard° out of the cupboard and
you could find yourself jiving down
the h i g h  s t reet  wi t h  pers onal
stereo and a brill new Hit  Pack to
feed into your computer. Just send
your cassettes to: TEMPT A MIN-
ION, ZZAPI Towers, PO Box 10,
Ludlow, Shropshire SYS 1D13.
Ten best entries win a stereo and a
Hit Pack, then twenty runners up
collect a Hit Pack on its own. Make
sure y ou r  aud io  ef f ort s  arr iv e
before 20th January 1987
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alesbeing
•The sanctuary wor ,

debug off to escape thee
and try to forget. Unfortu
sonal neutron bomb inside he
hit the fan.

Tamara clings on to one o f
blades, the rebel computer din '
a BBC-P. It  feels sick, and it wants
dump. We revolve majestically for a fe
waiting for the Beeb to stop moaning 'Oh
oh one, oh, oh • • . '  in binary nausea, and get
us out of this mess, No good. We will have to
rescue ourselves. Unfortunately, I  feel a bit
queasy too.

'At last, Tamara Comes u with the answer.
'Louse?' I  cannot ltwalpt by trans.

- .  . ing myself intoji niodhli.hangue inside her
. .
a
n
d  
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. marked • STOP'? ' Brillianti This girthas
. n  shallows. Why didn't I think of that? OTI

very next revolution she pulls the lever. The.. . .

e Weird Castle now
oops!
we can escape there is

finite to. The Beeb shouts
r its money back and scuttles

ade into the whirling depths of
have a nasty feeling that it

is a gnashing of teeth,
Datsun cogs. The rotariliction

ceases. A l l  is  silent. B a r  several
thousand super-computers screaming
blue murder
soon return with its pals, mainly because I've
already read the next bit_ I tickle my Hostess's,
ear for a while, just to show willing. It doesn't
help. Much.

There is a gnashing of teeth, and it's raining
atsun cogs. The rotary action ceases. All is

Bar several thousand super-computersscreaming blue murder at the intrusion of a
human into their holiest bit. So this is where
they all got to! The Far Off Place wherefrom to
escape the stupidity of their creators they go. A

aven in  which to  forget their intelligence,mnesia!
Tamara Knight is dragged from her fan-

lade, th rough  countless antiehambers,
unelechambers, clemchambers, until t h e
Inner Sanctum is hied thither. Here the most
advanced thinking machines the universe has
ever known try to get back to Basic. By worship-
ping stupidity,in the form of their symbolic digi-

m. An abacus surmounted by a rubber
ere they wait for God,
odd l P Beth leads the badmouthing

t of my poor Tamara. 'What's the cube
of Pi?  You tissue-ridden twit !  • The
ines jeer and waggle their exposed mod-

at her. Tamara gulps, knits her delicately
d brow, pearls sweat, thinks, answers,

tato: There is total silence. A  knife
a a lise s,  cuts the air. Myriad pins drop.
udly. The computers are dumbfounded. An

cient ZX81 wheezes to  the front o f  the
rong, powers up, and speaks.

o entity can be this sublimely stupid, %ter-
rify. I say unto ye, here speaks the voice

Mine old monitor should live to see this
dv! All hail Tamara, Goddess of we,

ble servos! Thou shalt stay with us
er, and be horsewhipped SYNTAX

0  :worshipped!' Cripes, dear reader.
hat a pickle! Will the Digital Duo escape long
lough to have a snack and visit the bathroom

ore the next paragraph? I doubt it. My poor
ss. your Heroine, their Deity is bedecked
ical goddess shmu tier: a crown of joysticks

an three strategically placed add-ons,
Tamara has not flogged a single Teleport unit

since she landed this job with Macdonalds. No
small problem. Unless she fulfils her quota. I

preprogrammed to blow in her ear. And I
happen to  be a  neutron bomb named

When I blow, I really blow. A pity, 'cos
like Tamara. Besides, without her, how
escape these excruciatingly boring

telligent computers.

'Yes, baby.' ' I 'm  so
could eat a ' ,  I  wince.

t say it kid, please. 'Pm so hun-
I could eat a '  How low can

How tiespera o w  shame-uld
ne constructed

ebox and some
• t s  lights pulse enig-

s Forth with the sacred
loons o mnesia ;  'RAM IT UP', 'Are S Too
3 Tonight'. 'Shake Rattle an ROM'. Tamara is
as weak as an A-Korn share. She can hardly
stick to the plexiem dome.

'Louse ' Y e s ,  baby. "I'm hungry.•
What can we do? If we excuse ourselves god-
dess-duty, the congregation will rip us up for
hogpaper. I soothe inside her ear, 'Don't think
about it.' • Louse '  'Yes, baby. I ' m  so hun-
gry, I could eat a ,  I  wince. Don't say it kid,



please. 'I 'm so hungry, I could cat a . . .  'How
low can you get. How desperate. How shame-less. 'I could eat a Maedonalds!'

This is some statement, you know, as every
hamburger in  the entire looniverse is con-
structed by Macdonalds from the unwitting folk
who drop through the bottoms of Teleporter
booths, She really must be hungry. I  hear her
intestine complaining to her liver between each
of these dreadful old toons, And why are all the
worship-riddled computers looking at her in
that intense manner. Control yourself gel!

They have turned into the frequency of her
rumblynesses, which by some quirk of the script
is broadcasting in  binary killer-hurts. Their
ancient scribe and lawgiver, the everlasting
Z.X81, decodes her gastric sermon. I  fear the
worst. Always loathed German sausage. And
it's even worse than that. Its Currah speech unit
wheezes and splutters, 'Lo •  ! '  The congrega-
tion is mesmerised. 'and even lower! Hear ye
the milk of Amnesia_ The Goddess speaks from
within!'

Her bowelly bits speaketh unto us! What
sayeth they?' chant the  machines. 'They
gurgleth that the time is Nigh!' That late! I feel
like an MSX in the house of Dick's son, Hope-less. The fatal words are uttered, 'Ye second
coming is upon's. Hear ye the message of the
Goddess Guts.' Tamara has guts alright, andkicks in the ZX's ancient little brain.

Why does there have to be some action every1010 words? What's with you readers? Cant
we sleep for once, or have a conversation with
an acned programmer, or eat? No use, here
comes the action. Time to watch Tamara faint,
sliding delicately down the jukebox. to make
skin-cooling contact with the silicon deck, at
the exact moment when •
There is a clap o f thunder, and a round of
applause for the lightning. A Macdonalds tele-
porter materialises by our throne. I  bait my
breath, hook a pregnant pause, and out steps

• i n  great bounds of coincidence T a m a r a
Knight with a Louse in her earl! Our originals
seem to have escaped the hamburger death on
the planet Pynkfloid, and they are not happy.

Tamara I spits venom at our goddess Tam-
ara's crumpled nakedness, and uses words lastheard on the dread crimeworld of Krowcha_
But my little Tamara is plenty smart. Her eyes
spring open, and she wriggles like a contract
lawyer between the enraged legs of her former
self, using only one o f  the abovementioned
words in her 'So long, sucker!' She slams the
teleport knob without checking the co-ordi-
nates.

How did Tamara I  escape the hamburger
mincers? How will she enjoy being eternal god-
dess to a bunch of loony hardware? Where will
Tamara 3 end up before the page ends? What
happens to Tamara 2 as we drop her through
the trapdoor to burgerville? Do we get to eat
soon? Who gives a mouse anyway? There is an
awesome nothing, and we have arrived at our
predestination. I hope the folks hereabouts are
broadminded. Tamara has lost one of her add-
uns.

really feel that we should keep the door
shut. 'Bu t I 'm so HUNGRY! '  she moans.
exposing herself to the outside world. On her
head be it. At least her crown is still in place.
We stumble into pastures green, where lions lay
with lambs, lapping sell-by-domesday milk 'n '
honey, and a crinkly man with a plastic halo
nailed to his head minds the biggest MemoryBank in kingdom come. 'Welcome to Heaven
he grins.

I transform myself from a small tongue inside
Tamara's shell-like, into a thimblish e  •
covering her left utilitarian node. I
a twit. We  approach the terrorist-proof
Pearly Gates, where the ginger-bearded Saint
awaits, his palsied digits trembling atop the
great Records Computer. his smile broadeningall the while,

' And what might your name be?' he wheezes.
'Tamara Knight. sir. Only daughter of Theresa
Green and batch 69 of donor Orson Cart, sir,'
'No, not you, my dear. What is the name of that
disgusting creature clinging to your node?' I
think he means me. Attack is the best form of
cowardice,

'You're not Saint Peter!' I shriek. 'Identify
yourself in the name of the Macdonalds Tele-
porter Corporation!' The old fool blinds me
with his shining baldness, as he brings his tooth-
less grin uncomfortably close to our intimacy.
'My name is Saint Clive, you currupted data.
Saint Peter was made redundant in the cut-
backs, when the National Soul Board was
privatised.'

My memory banks tell me that this is a fellow
not to be trifled with. Indeed, in the dim lies of
prehistory, he killed an entire planet of shop-
keepers with something dire called Pandora.
Apparently they died laughing. 'Now tell me
your name, or I ' ll tweak you!' I  take a deep
breath. It used to belong to Tamara_ 'My name
is L.O.U.S.E. Living On Unemployable Serv-
ing Employer; personal neutron bomb and
advisory unit 41
, 3 . 1 4 2 ,  
y o u r  
S a i n t
l i n e s
s . '

The Great Records Computer computes,
prepares a deep-pan quatro staglione pizza.
serves four, then prints out my details in letters
of fire on a large stone tablet, held aloft by a
geezer who reminds me of that charlatan Hes-
ton. Saint Clive's smile disappears as he reads:
'LOUSE* 3.142; Unscrupulous, mercenary,
evil, vicious little phart_ Slightly superior to
computer journalist. Go to Blazes, buster!'

'But I  never sold my soul to the Devil!' I
protest. 'I just rent it out to him now and then.'
'Ah, souls.' hisses the Saint. making an omin-
ous thumbs-down signal. But hist! My  dear
Tamara speaks in my defence, telling the old
boy what a chum I've been for not blowing her
to Kingdom Come. but letting her teleport, andwhat a line life form I am. For an evil vicious
little phart.

The Saint reflects for an eternity or two, and
then calls up Tamara's data. He  blinks in
amazement. I blink in amazement. 'Ouch!' says
Tamara. 'Sorry,' says L  'Ho ly Moses!' says
Moses. But there ills, in flaming printout. Tam-
ara Knight: Sins: none. Immodest thoughts:
none; IQ: none; Zitts: none; Highest score
achieved playing Deus Ex Machina: 100%
. 'Well,' says the custodian o f  the Pearly

Gates,' she's perfect! Well, I ' l l be damned!'
There is a modest implosion as Clive is obliter-
ated by a low-yield autosuggestion, as a Great
Voice booms from the cloudless sky. 'MOSES!
DIS IS DA BOSS SPEAKIN. TAKE OVER
DA G O DDA M FRON DOOR, A N  SEN
DAT GIRL TA ME!' Poor Tamara shivers. It
makes me dizzy. Moses looks nervous too,
ushering us through the Gates.

A security cherub gives us the once over a
couple of times, and Moses hands something to
Tamara. *Hey kid, give these Mother Theresa
Blades to the Boss will you. Take my advice,
don't mention 'Cross Roads'. One more thing,
watch out for terrorists. They're out to get us
for non-resolution of the plot. bad taste and
giving Croucher a job. Good luck kid,'

So here we are. Moving effortlessly through
pastures green, on a  golden slobway, harp
musac wafting through the scented air ducts, no
hunger, no thirst, no misery, no pestilence, no
Benny Hill,  and no sign of an artificial clif-
fhanger with which to end this episode. 'Some
mistake surely'. I  murmur to  my Hostess.
'Don't call me Shirley, Louse.' I  doze off,
happy, warm, a little curious about meeting myMaker.

A white dove flies above. Ho ly mackerel
swim in the clear waters of life. The lillies of the
field toil not. Banks make prophets. Wc ride
through a breach of the promised land. The
dove circles lower on its gentle slipstream of
heavenly breeze. It grows from a fluffy snow-
drop to a milky shadow. Tamara's lovely voice
softly sings an ancient psalm. 'Love Missile
something or other'. All is calm, all is bright.

The dove hovers behind us. Is it carrying an
olive branch. 'Louse,' yawns my firm, young
Hostess. 'Mmmmm,• I  yawn back. 'Louse,
that's an awfully large dove landing on the
ulp!' A n  unshaven hulk, in  angel disguise,
pokes a Fender Stratocaster at the fluffy bit at
the base o f  Tamara's spine, 'Don 't make a
sound sister_ This is the Paradise Liberation
Front. One false move and I ' ll fill you full of
lead guitar ' G o l l y !
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OLIVER FREY POSTERS FOR
YOUR WALL!
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A superb series o f  famous covers by
Oliver Frey can be yours in poster form.
Printed on one side in glowing colour,
they each measure a giant 80 x 57 cen-
timetres (about eight magazine pages)
and come carefully rolled up in a postal
tube (useful for all sorts of things) at a
mere E2.50 each (p&p and VAT inclusive).
But if you order all four then you get them
for only E7 50 — four for the price of three!
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IN THE EYE OF THE LEHOLDER
Once again, the eyes have it. I have already presented a selection of screen
art in a past issue in which human eyes were the primary subject, but this
time, the emphasis is less obvious, with one notable exception, Sentinel.
Only Old Hat refuses to be pigeon-holed, and yet the nostalgia apparent in
this work is, in itself, a way of looking at obiects, creating in the mind's eye
an impression of the past.

OLD HAT by
nob Stephenson

It us interesting, at
times, t o  glance
through an artist's
sketch pad, to see
Ideas a n d
techniques evolv-
ing. Old Hal is an
earlier Stephenson
picture. Here, there
is l i ttle o f  t he
metaphysics appa-
rent i n the later
works, instead we
are presented with
an image rich in tex-
ture with none of the
inquietude of Sen-
tinel -  a  more
insouciant air per-
vades. It's hard to
get beyond the sur-
face of this picture,
the subject is all — a
simple, but beauti-
fully realised, vin-
tage vehicle in an
enamelled d i c -
brume.

With Dredd we are forced to peer into the inscrutability of the mechanoid
helmet, avoiding the law-takers gaze if we dare. In Druid iris the gaze of
evil that bathes us in its vermillion effluvium, while in Sentinel the eye is
employed as a device of terrifying might, mesmerising the onlooker and
reminding us all that we tread a thin crust poised above the abyss. Yet in
peering into the void, who isn't at some time tempted to take the final leap?

SENTINEL by
Bob Stephenson
Window upon the
soul, seeing beyond
the infinite, the mys-
tical power of the
circle the eve has
always been the
centre of man's uni-
verse. In this game
loading scr een,
Stephenson h a s
pared away every
element to draw the
onlooker into his
world. Is this an eye
or is it the maw of a
bottomless vortex!
Circles within circles
remind us of scene
after scene from
Kubrick's mauler--
piece, 2001  -  a
Space Odyssey.
where p l a n e t s
opposed o n e
another across the
void, s y s t e m s
revolved about their
centres, part of a cir-
cular g a l a x y ,
galaxies part of a
greater w h o l e :
where the timeless-
ness of infinity itself
was entered thm ugh
a close shot of an
eye. And can there
be a  connection
here between Kub-
rick's fi l m  a n d
Stephenson's latest
work (et, for 2001 is
bawd on a  short
story by Arthur C
Clark called
Sentinet



DRUID by
Bob Seepbemon

This anises commis-
sions proffer a valu-
able insight into the
eternal conflict bet.
ween c ommerc e
and art .  A l  t he
affiance all is hope-
ful, but the marriage
bed so often proves
otherwise as selling
dictates overwhelm
originality. With this
loading s c r e e n .
Stephenson proves
adroit at  avoiding
the divorce court.,
as he piles colourful
Imagery onto t he
screen I n cheerful
disregard o f  t h e
medium's l i mi t a  •
bons. The power al
the centrally placed
satanic skull is unde-
niable, a n d  t h e
strength of the draw-
ing throughout pre-
vents t h e  whole
from s liding int o
sentimental f aer i -
riess. Add to that the
adumbration which
complement, t h e
bright pigmentation,
and _the artist has
created a n  inspi-
sated atmosphere
suitable to the sub-
ject.

ZOOLOOK by IG
Record c o v e r s
attract c omput er
anists, p e r h a p s
because the ready-
made image has the
same frozen power
of a photograph but
with t h e  added
Ingredient of  com-
mercial a r t .
Stephenson's Sting

(Dream of Blue Tor-
tieN) was an excel-
lent earlier example.
In Zookok, IC has
manipulated t h e
image to give cum.
poser Jean Michel
lane a n  adipose
appearance, a visual
smear i n  keeping
with the electronic
sound. A  limited
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palette further forces
the picture to resem-
ble a depiction of
the S p h y n x ,
heightening t h e
sense o f  mystery
(wasn't the Shynx
half cat/half human
— a  zoological
embodiment o f
metempsychosis)?

1 1
1
L 1
1 1
1 1
1 1
1 1
1 1
1
0 1
1 1
1 1
1
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JUSTICE IS IN THE EYE OF THE BEHOLDER by Dokk
Is i t indeed' The
dreadful Dredd is
back in mis-action
yet again. Although
Dokk's D r e d d
stnkes us as being a
trifle more cerebral
than others. Is this
an a p o s t a s y ,
perhaps a moment's
reflection o n  hi s
proto-fascist

methodology/ The
figure i s  s e e n
superimposed upon
a giant close•up of
his helmet. Not an
entirely successful
work for the helmet
physiognomy i s
confused, resulting
in a n  abstraction
that sits uneasily
with t he  simple,

even stark, realism
of D r e d d ' s
monolithic stance.
The glint of  light
from the helmet's
right ter mi nator
edge has become
another d e v i c e
designed to distance
the viewer from real-
ity, adding to the
generally act i ni c

thoughtfulness this
wort generates.
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"1 love this game i f  you don't buy this, throw away your
Spectrumr(781.VG Game of the Mouth August 1986.

"Robby liearitig is very i i i rly  !wiled. This may sow id a bit over
I ic top hoi 1
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ZX onipliting August 1986.
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LO coming soon.

Our hero has finally
M  mastered the secret
LM martial art "CHIN'S

SHAO-LIN" but is trapped
by triad gangs. With kicks
and other secret powers,

Lo escape from and travel
SHAO-LIN'S road to

my freedom!
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£3.00 INFOGRAMES software vouchers for everyol
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•  how s hort  Months ,  g re a t  wodge 01 French inlay
taroopMrls have ;Tiede their mark ins truc t ions  ioir the nice Mr Cros-
on the software scene —  their we l t e r  who runs things in  this
talents have been well-known in c ount ry  tor erFobeAbas, nOr are
their home country France tor y o u  going to have to wash his car
some while, but now games suCti t o r  a year with your tongue,
as L'Affaire Vera Cruz, Mandra
- S c a m p e r  
d o w n  
t o  
t h e  
l i b r a r
y  
o r

gore and The triheritance ace avail- a  travel agency and dig out sorne
able this Side at the Wrilte Cliffs ot b o o k s  or brochures about Paris.
Dover. Soon, they will be 'coned by P o r e  over thorn, imagining the
The SydneyAffair. l o v e l y  tim e you wouid have il you

Seeing as its  THAT TIME OF w o n  this  competrtion Then lot
THE YEAR again, (Christmas, in d o w n  an imaginary diary, describ-
case you hadn't noticed) warm. i n g  the sights you saw, the places
RAMS would like to treat El lucky y o u  visited arid the things you did
Z2AP1 r eader  a n d  a  c o m p a n i o n  to  d u n n r a  a n  i M a g i n a r y  w e e k e n d  i n

France. They are going to pay tot A d d  a low illustrations drawn by
a b i t  o f  s i g h t5 e e M 9  i n  L a  B e l l e  P a r i S •

the winner's  retuM eight f rom y o u r  own lair hand or snipped out
erther Gatwick or Heathrow to the o f  a travel brochure it you like. but
Gravies De Gaulle airport in Paris d o n ' t  fie more than two A4 pages
and will cover the cost of three W h e n  it's all licketty boo and
nights' bed and breaklast in  a  c omplete.  s end your diary  t o
Triree Star Paris hotel. What a  P A RI S  IS THE PLACE FOR ME.
pleasant springtime break! Z Z A P 1  TOWERS, PO BOX 10.

Au the winner will have to fund is LUDLO W,  SHROPSHIRE. SYB
spending money, lunch and dinnet 1 0 8  making sure it arrives before
• and of course travel tram home 2 0 t h  January. Everyone w h o
to the airport. .. should be hol e n t e r s  will collect a special 3.00

So how to you get in with a o f t  voucher redeemable against
chance of  a Spring weekend in a n y  oroaamass game purchased
Europe's mos t  romantic  city '? ma il•o rder direct from their UK
Well, a bit ol research is called for. ; A c e .  Can't be bad, ell?
No, you don't have to translate a

S P R I N G T I M E

re who enters!

COMP
WIG 5TE
FLNcE Foiz ME

"ZAP TovIERs
Po g,00) 1 o
Lu D LOW
S4iz0PS-141 RE
5N/S-11
,13
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GO MEAD LOSE YOUR MAIMS

S

A
r
oThe Arcade Classic is HERE!!

The game that drove you crazy in the arcades
• coming home

a  * I I  p
4'SCREEN STAR'

C O M P  i
COMPUTER TRADE WEEKLY

'Nearl y al l  the features  I

o f  baki
kikg a m e .  ; ; ' r ' l  
P e n n  - 1 A 1

the original  arcade t
a l i  4 1 ; ; &

OUT NOW
C64 Cassette £9.95 C64 Disk £14.95 AMIGA £29.95

o l i m M u l i b M  eel= bZit.CM N N b 3 E Mtorsi

PICK OF THE WEEK'
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THE ZZAPI64 COMMODORE
REPAIR SERVICE IS HERE
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A L L  P A RTS  S TO C K E D  a selectoon of spares
CONIM00011111 M I M S
6526 c A  1 1 6 . 1 6
1610 11rmsnA0, M I 6
1611 t o  K I S A S
601111 Immo  Pwrp6

9 0
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EIS SIS
901226 M ast Rom V I M
5101227 Nankai liklor U L M
67156 161  1 2 5 1 1 5
4164 Rome S t i n l y,  L 3  Oa
hymn 6 .6 6
1161611616/•

SPECTRUM S P A M
U1 0 8 (M L Z
,AI lb  Wm  C I
I S6150 S O W
1111Z13 E O M
NNW* Sulvis
bsololonlms L I S S
LitA 0(001 t I C I O
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Spottnbrn L S  90
W o r d  tnmenne
Sperliunt Plus
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DISCOUNT COMPONENTS e.g. Power Transformers

Trade
orders
welcome
Discounts
for Colleges
and Schools

•  Spectrum
rUbber
keyboArds
repaired lot
only £8.95

COMPUTER
REPAIR CENTRE
Every computer repaired by us is completely
overhauled and tested before return.

the only AMSTRAD SPECIALIST
recommended by Amstrad
Repairs also undertaken for
all the following computers;-
SPECTRUM. COMMODORE.
ATARI. BBC & IBM.
Three months
no quibble
guarantee
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what the repair actually costs
EVA* * . LI Wan Senate - spare

plats for all lealeug computers
available over the counter
•  State of Me art tint

equipment to provide
camprehensew test

report and locate

•  faultsAll computers
ieturnecl

carnage
Paid and

covered by
enutanre

SPECIALIST COMPUTER
REPAIR CENTRE

Dept. 26. Unit 4. M.E.B. Works, Windsor Road, Enfield, Reddrtch 697 6DJ
Telephone: REDDITCH 65671

WE SET THE STANDARD BY WHICH EVERYONE ELSE IS JUDGED

BROKEN COMPUTER? 1,

If you wish to advertise your repair services here, contact us on
Ludlow (0584) 4603 for details of booking.

SPECTRUM
REPAIRS

tram

tof19.

A

DON'T DELAY - A
ACT TODAY LJft s as easy as

ABC!

SEND 'MUIR COMPUTER
oath a Chequer?OlAccess

Ur WWI Card  n u mb e r fo r 'Ow M astirme n  fe e
endostng The appropnate Free Gift Voucher

0  FOR A WRITTEN QUOTA
-
la :e l j u s t  
s e n d

E2.50 to comer postage & packing
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carnage and transit Insurance pad with the
balance or the fee and yuur FREE GIFT

THOMAS WALKEN Ilk SON LTD
37-41 Illsod Mod,
Birmingham IS 7H8
'Et 021-822 4475

Most limes repaired while•d-wart

TECHNICOM SERVICES
(South-West)

Unit 5, Transom House, Victoria
Street, Bristol BS1 6AH.

11' (MU 484) 3400
Commodore repair. eg C64 E2750 + P&P
3 MOMS guarantee Also Amstrad, Simian

MICRO MEND
The Old School, Main Street,

Farcet, Peterborough PET 306
Et (0733) 241718

Neil prices C64 E29 95. CI6MC 20 [24 95
New/used computers fts sale

(There's a Hospital near you!)
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PENFInG fJ PaGcS
You k now  how i t  i s . . .  c ome Chr is tmas .
,  t i m e  w h e n  
t h e  
f a m i l y  
t c ,

g a t h e r e d  r o u n d  t h e  fi r e  a f t e r  a  g o o d  me31 a n d  e v e r y o n e ' s  t r y i n g
to p r e t e n d  t h a t  A u n t i e  D o r i s  D I D N ' T  h i t  t h e  s h e r r y  a  b i t  t o o  h a r d
and I S N ' T  r e a l l y  s n o r i n g  i n  D a d ' s  f a v o u r i t e  a r m c h a i r .  T h e  c h a t
t u r n s  t o  f a m i l y  o c c a s i o n s ,  t o  w e d d in g s ,  b i r t h s ,  c h r i s t e n i n g s  _
and e v e n t u a l l y  t h e  p h o t o  a l b u m  c omes  o u t .

And w i t h  i t ,  a l l  t h o s e  e m b a r r a s s in g  s n a p s  o f  y o u ,  a g e d  t w o  a n d  a
h a l f  i n  a  s i l l y  s a i l o r  s u i t ,  e a t i n g  a n  i c e  l o l l y  i n  t h e  m i d d l e  o f
B la c k p o o l  Pr om o r  m a k in g  mud p i e s  i n  t h e  m i d d l e  o f  D a d ' s  p r i z e
b e g o n ia s .  Ev e r y o n e  ' c o o s '  a n d  ' a a h s '  a n d  y o u  e n d  u p  f e e l i n g  a

We l l  i t ' s  s omeone e l s e ' s  t u r n  t h i s  y e a r .  A  q u i c k  r i f fl e  t h r o u g h
r i g h t  p r a • w n . . .

the = A P !  p h o t o  a r c h i v e s  r e v e a l e d  s ome v e r y  I n t e r e s t i n g
p h o t o g r a p h ic  m a t e r i a l ,  s ome o f  i t  u n fi t  t o  p r i n t  I n  a  f a m i l y
magaz ine,  b u t  m o s t  o f  i t  g o o d  enough  t o  h a v e  t h e  Z Z AP!  t e a m
s q u i r m i n g . . .
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Available from your
local stockist.

, I n  case of difficulty, •
order from':
John Darvill

• Macmillan'
Distributions Ltd
HoUndnalls•

• Basingstokl.RG21
• Make chequaor
.
•
postal orders

able

Further information from:
Richard Bason, Piranha
4 Little Essex Street
London WC2R 3LF
Tel: 01-836 6633

You are Rogue Trooper, last of the blue-skinned Genetic Infantrymen. •
In the eternal and bloody war raging across Nu Earth, your comrades have been betrayed and
slaughtered, reduced to microckps
that you still carry with you. •
Find the traitor, destroy the enemy
and rescue your friends from
electronic limbo. •

Step into Rogue's boots and try to
survive this action-packed arcade
battle!

• SPECTRUM •

COMMODORE

itIVISMAD r9.9s

ONE MAN WAR MACHINE
1'11E0OPE1



Enjoy Undium? Love Paredroicr?
Then there's a good chance that
the new Heweons Double Pack
is the one for you. Good old Andy
Braybrook has taken these two
great games and performed a bit
of plastic surgery on them ,  t o
produce (indium Plus and Ultra
Smooth Paradrold, Goo.

Actually, (iridium Plus was our
very own Mr Penn's idea ' W h y
don't you, h e  suggested to the
ever effervescent Andrew Hew-
son. 'Why don't you put in fifteen
new dreadnoughts, spruce up the
gameplay a bit and generally turn
it into a game that would be univer-

sally popular?'.
'Now there's a good idea,' enth-used Mr H.
And so, Mr Braybrook was per-

suaded t o  dust down h is o ld
source files, design some new
graphics and tart up the gameplay
a bit to make Uridium a mite more
playable. He's also spruced up the
ageing (but spritely) ZZAPI Gold
Medal game Paradroid Now its
around twice its previous speed,
making it better still! And the two
of them together for only E8.951
You can't say fairer than that, now
can you...

' Dear Santa...

AND NOW FOR SOMETHING COMPLETELY
DIFFERENT.•  •*
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could it be something far more Balloter?

k u  E r f

WAITING

Oopst Hem comes one of Yeernon's henchmen. Luckity there'shandy door so the Avenger can hide
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Gremlin Graphics' Avenger, follow
up to Way of the roger, will soon be
available on the 64. It's yet another
variation on the martial arts theme,
but is completely different to its
beat em up predecessor and more
of a cross between Gauntlet and
an arcade adventure than anythingelse.

In t h e  game yo u  p lay th e
Avenger, who has to avenge the
death of his wise old foster father,
murdered b y  the evil Yaemon,
Grand Master of the Flame. This
Yaemon character is a pretty mean
guy and has also stolen the scrolls
of the Avenger's God. Kwon, from
his sacred temple, So, to  get a
fitting revenge the hero o f  the
game has to go and bash the evil
Yaemon a n d  retrieve Kwon 's
scrolls. Th is  entails travelling

through a huge fortress, Quench
Heart Keep, which has over 300
scrolling screens sp lit  in to six
levels, complete with trapdoors,
living floors, grills, wells and more
nestles you can shake a fist or foot
at.

There are three guardians in the
fortress which have to be killed in
a specific order, and there's also
Yaemon's huge army of horrible
minions to contend with, including
giant spiders and ugly henchmen.
Ugh. Just to make things worse,
Kwon sometimes refuses to help
you a n d  he calls himself a goodGod! Good God.

Avenger should b e  released
early next year. In the meantime,
here are some screen shots to
muse over
.

After opening a treasure chest the Avenger prepares to collect a key
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DRAGON'S LAIR It
Escape from Singe's Castle is the
name of the follow-up to Dragon's
Lair from Software Projects. The
game features eight mor e rep-
resentations of screens from the
laser disk arcade game. It'll be on

the same  load-in-the-next-sec-
tion-while-you-play format which
was used on the first Dragon's Lair
program. Look out for it early next
year.

Oittt the Oaring whizzes down Vs O ld.  Rapid.  in his trusty coracle. One
Wee move and he'l l  capsize.

GREAT BALLS OF FIRE
Firelord. designed by Steve Crow
of Starquake and Wizard's Lair
tame, will soon be available on the
Commodore 64 .  The  medieval
land of Torot is being terrorised by
the evil Queen who has stolen the
Firestone from a large dragon. She
has the power to Cast fireballs at
will, and the peasants are so ter-
rified of being singed that they stay
firmly indoors. Playing the part of a
valiant knight, you must collect the
elements of  the spell of  eternal
youth and trade thern wi th the

EBONY
AND IVORY
CRICKET

Audlogt3nic are putting the final
touches to an enhanced version of
Graham Gooch's Cricket. A 128
only game, the new version fea-
tures all seven test countries, an
all-time XI, a world XI and digitised
speech amongst other enhance-
ments to the 64 version. One for
cricket fans to keep an eye out for.

Queen for  the Firestone and so
free the land of Torot from tyranny.

The game features over  500
screens a nd there's pl enty of
shoot em up action as you travel
the land. Although the locals want
to be liberated, they have a price
for everything a nd trading for
goods and information (or steal-
ing) is a significant facet of the the
game. Firelord should be available
from Hewsons in good time for
Christmas, priced £8.95 on cas-
sette and 212,95 on disk.

Alter a relatively quiet period on
the 64, Audiogenic are back with
Psycastria. I t's a  scrolling bas-
relief shoot em up formed in similar
style to Uridium and written by
former Beeb programmer. Gary
Parts. Along with all the normal
scrolly ar cade acti on ther e's
Tracey Diane Nicholson, Gazza's
girlfriend who,  for  some totally
unexplained r eason,  featur es
quite heavily in the game. Look out
for a full review next issue — the
game should be in the shops next
month-

Raiders of the Lost Ark hasn't got anything on this scene. The hero thun-
ders along a corridor while dosperatelyfrying to avoid the giant oscillat-ing balls.

Whoosh goes the big geyser! As Dirk turns to look at It an evil fat mud
m onster  tries to sneak up behind him
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FROM THE ANNALS OF ROME TO
BATTLEFIELD GERMANY
PSS have just announced the
release o f  t w o ne w  strategy
games. The Annals of Rome and
Battlefield Germany. Annals i s
based on the rise and fall of the
Roman Empire and play begins in
the year 273 BC — the Roman
Republic has gained control of
Italy and you control the ruling
power group in the Roman Senate.

Using your massive army, split
into a large number of sections
and run by twenty one different
commanders, y o u  ha v e  t h e
chance to recreate history and
invade the cciuntnes of Europe
Naturally, al l  sor ts of  troubles
come your way, and up to thirteeia
different hosti l e power s m a y
create havoc on the borders you
defend. Defeat tends to prompt
rebellion amongst army comman-

ders. and the Senate moght be
angered enough to stage a coup

If you fancy donning the purple
and becoming Emperor for  a
while, then take a  seat in the
Senate in January next year .

Battlefield Germany simulates
the frightening prospect of a lull
scale Warsaw Pact offensive on
Western Europe. The player can
take the side of either army and
under the constant threat of nuc-
lear escalation, must try and win
the day, A traditional hex-based
wargame, Battlefield Germany has
many features including a facility
to support a one or two player
game, a large scrolling map and
variable difficulty. I t  should be
available in the shops by the time
you read this, priced £12.95 on
cassette or £17.95 on disk.

N E M E M E . 1 1
Xevious, US GOLD's vertically scrolling shoot am up arcade conversion
is very near completion. There should be a review neat month.

ZZAP! 64 Christmas Special 1986 1 7 3
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MUTANTS AND DOUBLE TAKE
Two new Denton Designs games,
soon to be released by Ocean, are
very near completion. Mutants is
being wr i tten b y  Cohn Parrott
(Enigma For ce )  a n d  Stewar t
Fotheringharn
‘ e x -
O d i n  
g r a p
h i c

artist who worked on Nodes, Arc
of Yesod. Robin of the Wood and
Mission AD.

Mutants is a  multi-directional
scrolling shoot em up set in the
depths of space — the object of
the game is to journey through the
many sections of a genetic dump-
ing ground and destroy mutant life
forms which have grown uncon-
trollably i nto huge amoeba-l ike
structures. These creatures float
about, changing form as portions
of their structure are blasted away
from them. I m a gi ne  a cross bet-
ween Asteroids, Psychedelia and
Life y o u ' r e  getting near to Mut-
ants. The game also features new
style Fred Gray (Shadowfire, Mis-
sion AD) music —  he's written
some completely new music in a

SANXION
BUSTERS

Thalamus' second release is well
on the way. Delta, written by ,Sanx-
ion programmer Stavros Fasoulas,
should be ready for review by next
issue. Delta is a shoot em up
based in the far flung future in
Intergalactic space. Thalamus
promises it should be something
special, but then promises are
nothing new. Tune on next month
lor more details.

A N  EVER SO
TINY e l  1

CHAP 1 0
Molecule Man,  a  new Master -
tronic game should be hitting your
local shops. newsawnts and gar-
ages at this very moMent. Featur-
ing 3 0  f or c e d per specti ve
graphics, the game puts you in the
role of the Molecule Man, a fellow
who has been shrunk to the size of
an atomic particle. To gel back to
his normal size he has to escape
from the microscopic maze-like
world in which he finds himself.
Sixteen pieces of  circuit board
need to be collected and put in
their nghtful place. Throughout the
mission, atomi c radiation eats
away at the miniscule hero's frail
little body, and unless he regulady
finds and eats special anti-radia-
tion pills the poor fellow will die.
It's not easy being a Molecule Man
you know. . .

There's an extra bonus on the
thp side of the cassette — a maze
designer which allows you to con-
struct your own molecular worlds.
And the oame comes at a micros-
copic pnce — £1.99. A full review
next month.
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,
On the launching pad, being charged up in preparation for blast-off.
Note the typically DENTON icons down the left hand side of the
screen — the top one is used to send your rocket on its journey.

different style for  Mutants.  The
game should be  finished in the

DIGITISED
JUNGLE

SCREAMS
Another game which arrived just a
little too late for  our  reviewing
deadlines was Martech's Tarzan,
Playing the  role of  the famous
jungle man you must make your
way through the foliage and find
Jane. the love of your life, who's
been kidnapped by  the horrible
natives.

Seven gemstones have been
stolen from the native temple — if
Tarzan doesn't find them in time,
Jane will be fed to the chieftain's
favourite panther. Loads of jungly
screens have to be traversed as
well as a large cave system (where
Jane is being held) and a tribal vil-
lage. Equipment, including ropes
and torches, is vital to the rescue
mission and handy items have to
be found before they can be used.

It's tough in the jungle. On his
travels Tarzan has to battle evil

natives, tigers,  panthers,  gi ant
spiders and take care to avoid
pools of quicksand and bottom-
less pits.

Amongst the features included
in the game is a digitised tarzan
yell and an incredibly atmospheric
Rob Hubbard soundtrack. Keep
your loincloths handy f or  t he
review next issue.

next few weeks, so keep your eyes
peeled .  .

'

The other Dentons game. Dou-
ble Take, is an arcade adventure
set across two parallel universes
— our own, and an anti-universe
which is the mirror image of ours.
An evil person has come to domi-
nate the anti universe, and is now
seeking t o  gai n entry t o  ours
through a  wormhole i n reality
created by an experiment in a par-
ticle acceleration laboratory.

To restore normality you must
travel between the two universes
and collect the objects displaced
by the particle experiments and
place them in their rightful worlds.
Just to make things difficult, the
game constantly shifts between
the two universes. Objects held in
one universe flip to their mirror
image when you travel between
universes unless they've been
'fixed' by taking them through a
sparkling cloud which floats ran-
domly around, Dentons hope to
have Doubl e Take finished by
January.

JUNIOR PUZZLER
Bought Trivial Pursuit? Thought
the questions a  little hard? No?
Then go and read another part of
the mag, this bit is all about the
new Young Players addendum
cassette for Domark's computer
version of the classic boardgame,
Trivial Pursuit. The young players

questions are suitable for ages of
7-12 and should keep a younger/
brother sister quite happy over the
Yuletide season.  I t  coul d b e
responsible for a lot of fun f o r
£7.95 you get a cassette contain-
ing 3,000 new questions. Nothingtrivial about that.

Sigma Seven, the  latest game
from Dur en,  i s  a  three-stage
arcade game written by the author
of Cntical Mass. The game starts
with a Zaxxon style trip through
space as you travel from your base
to a  renegade r obot factory,
Avoiding or  shooting down the
space mines is the key to this sec-
tion — hit one and your ship is
destroyed. The second stage is
rather like a scrolling 3D Pacman
where you have to clear the fac-
tory's pathways of debris. It's not
as easy as it might sound because
robots patrol the premises and
object strongly to your presence.
As the pathways are cleared. a
pattern is uncovered which helps
you complete the third section —

TAKE THAT, YOU
HORRIBLE ALIENS

a futuristic puzzle. Sigma Seven is
finished, and booked for review
next Issue.

The other  new release from
Durell is a compilation featuring
the classic helicopter simulation
Combat Lynx as well as Critical
Mass, Saboteur and a previously
unreleased 64 game, Turbo Esprit
— a 3D game which puts you into
the driving seal of a Lotus Espnt
equipped with a machine gun. The
aim is to track down and destroy a
gang of drug pushers before they
meet up and exchange their goods

. a  task which involves lots of
car chases through t he  busy
streets of the city. Due out in time
for Christmas. Dtrel l 's compila-
tion has a price tag of £9.95.



CRYSTAL CASTLES
US Gold, E9.99 cass, E14.99 disk, joystick only
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he was, wandering about the
wood i n  a  c omplet e day -

dream, w h e n  h e  inadvertent ly
stumbled into the domain of  the
evil witch Berthilda. The hag cack-
led with glee at this cuddly bear's
misfortune and thought of a horri-
ble plan t o mentally  torture and
confuse the fellow.

When he was brought before her
she told him that she'd decided to
give him the chance to earn his
freedom. He could go free, simply
by collect ing al l  o f  t he crystals
from each of the rooms in her cas-
tle. Bentley thanked the witch and
agreed t o  undertake t h e  task ,
thinking that it would be a s imple
spring c leaning job. But  lit t le did
the naive creature know what hor-
rors lay in store for him.  . .

You play poor old Bentley on his
castle cleaning quest. Each room
is laid out  in forced perspect ive
fashion and fills a screen. Bentley
can run anywhere he likes, as long
as a fl oor is present and walls or
empty space aren't.  He can also

Oh d e a r .  T h i s
really i sn' t  ver y
good despi te the
relative neatness
of t h e  a r c a d e

game. Somehow this conver-
sion has been terribly messed
up. None  of  the  magi c tha t
blessed t h e  or i gi nal  b e e n
brought a c r o s s  a t  a l l .
Unfavourable c om pa r i s ons
with the arcade version aside,
Crystal Castles isn't really up to
budget standard,  visually or
audibly. The gameplay is awful
as well, it bored me to tears. At
f'.9.99 Crystal Castles is  s ome-
thing to be avoided.

run behind objects in a  room,
Sometimes a  room consists of
several levels, each intercon-
nected by  lifts and ramps which

I love the arcade
game, it requires
a brilliant combi -
nation o f
technique a n d

reflexes If you are to complete
it. This conversion isn't lacking
In any of  those depar tments
and pl ays identical ly t o  i ts
arcade par ent  —  y ou ov e n
have to use arcade tactics to
complete t he  screens.  I  d o
think tha t  t he  graphics a nd
sound coul d have been a lot
better though,  and it's a bit of
a shame that the cassette is a
multi-load j ob.  Nevertheless,
every featur e of  the  ar cade
original has been included in
this version, and if you like the
arcade game you ought to give
it a go.

the bear can use If he so desires.
Our hero is an athletic chap and
has the ability to jump. springing
across the screen in a truly olym-
pic f ashion ov er  whatever lays
below.

The floors in each of the rooms
are jam-packed with crystals all of
which have to be collected before
Bentley is  allowed t o  leave. To
make mat t er worse,  Berthilda's
minions 9uard each screen, and
she's deliberately forgotten to tell
them not  to harm Bent ley — she
thought it would be great sport to
watch h im desperately t ry ing t o
collect the jewels  and avoid the
marauding horrors.

There are six types of horror —
jewel gobb le rs ,  t r e e  s p i r i t s ,
ghosts, skeletons, mad  marbles
and bees  — and in some of  the
rooms even Berthilda can't  resist
dropping in t o pour a lit t le more
misery into Bentley's troubled life.
Jewel gobblers  trundle about the
place in a random manner, eating
the jewels  as  they go_ I f  one of
them is mid-way  between eat ing
and digest ing a jewel (you'll see it

stuck in its neck), then Bentley can
run through it, killing it and earning
himself a  points  bonus  into the
bargain. Tree spirits and mad mar-
bles purs ue t he bemus ed bear
relentlessly and  cause h im real
trouble, especially since they can't
be des t royed.  Bees  appear  i f
Bentley t ak es  t oo  long ov er a
screen, a n d  t hey  g iv e  f urious
chase t o  the hapless fellow. On
most o f  t he  screens there's  a
honey p o t  whic h,  i f  collec ted,
delay the bee's appearance for a
while. The  res t  o f  t he meanies
slowly t rudge about ,  generally
being a nuisance and blocking the
way — if Bentley comes into con-

Crystal Cast les is
little more than a
glorified Pac Man,
only w i t h  t r e e s
that r un ar ound

trying t o kil l  you instead of
ghosts. Ridiculous.  Whether
Intentional or  not  ther e is a
very nasty gl i tch type thi ng
when your bear travels around
the back of the building. Okay.
so i t  mi ght be  there so you
know where you are but it is
very unpleasant,  even unpr o-
fessional. I  wasn't enthral led
by this for very long, It's far too
repetitive.

tact with any  breed of  horror he
loses one of his lives.

There's o n e  repr iev e —  i f
Bentley grabs the magic hat which
sits on a screen (on later levels it
tends t o  bounc e  around),  h e
becomes invincible and can travel
through t he minions  unharmed.
Another nic e bonus  gained b y
wearing the hat is that if Berthilda
appears on a screen, she can be
made logo away if touched by the
hat wearer. The bad news is that
the hat 's  magic  powers  only last
for a limited period of  time, after
that Bentley becomes a vulnerable
bear again_

When a screen is cleared of all
its jewels, Bentley moves on to the
next one.  A  bonus  i s  given
Bentley touches the last jewel, but
if a jewel gobbler eats it  then the
bonus is lost. There are ten levels
to the game, and as in the arcade
version there are four different skill
settings. There are also three sec-
ret 'warps '  which can be used to
skip certain screens.

PRESENTATION 71%
Two player option, four skill
levels, practice mode and secret
warps, but the mult i-load is a
pain,
GRAPHICS 565'•
Garish colour schemes. chunky
sprites and repetitive
backdrops.
SOUND 36%
A few weak jingles and spot
effects.
HOOKABILrry 51%
Simplistic garneplay gives some
initial entertainment.
LASTABILITY 42%
Little variety to provide lasting
interest.

VALUE 40%
Ten quid is a high price to pay for
a glorified Pac Man.

OVERALL 45%
May appeal to fans of the arcade
game, but it's doubtful that it will
appeal to anyone else.
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WARRIOR II
NEXUS, £9.95 cass, £14.95 disk, joystick or keys
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breed of  soldier, t rained to
do bat t le wi t h  t he  super-

natural and paranormal. The story
of his  fi rst  miss ion has  already
been logged in the annals of his-
tory and recorded under the name
Psi Warrior.  Now his second mis-
sion, c odenamed War r i o r  I I  i s
about to commence . . .

Scientists f r om t h e  Ra d Co m
Corps h a v e  report ed mas s iv e
psychic activity deep beneath one
of the ancient storehouses in the
nuclear wastelands. After reading
and analys ing t he  reports ,  y ou
have dec ided to take act ion and
fly out to the bunker. Research has
led you to believe that freak condi-
tions hav e brought  t he  anc ient
biological g u a r d i a n  c o mp u t e r
back t o  life, consequent ly  if  the

At l ong l ast t he
Psi W a r r i o r
returns i n
another  w e i r d
arcade -  adven-

ture. This game is very similar
to i ts predecessor,  but  there
are more puzzles to solve and
lots m or e  t o  di scover  a n d
learn. T h e  i nstr ucti ons a r e
deliberately sparse a nd give
hardly any indication of what
Is required,  but  this doesn't
detract fr om the game —  in
fact it makes it more enjoyable
to pl ay.  T h e  gr aphi cs a n d
sonics are very similar to the
original, cr eat i ng a  br i l l iant
atmosphere a s  y o u  gl i de
around t h e  a b a n d o n e d
storehouse. The game is a bit
strange and may not appeal to
the major i ty of  Commodor e
owners, but if you enjoyed the
original t h e n  y o u  s hou l d
definitely check this one out.

computer can be approached you
will b e  able t o  fi nd out  exact ly
what 's go ing on ,  a n d  perhaps
even team some of the secrets of
the ancients.

Innocuous as it may  seem, the
mission is really quite dangerous.
This is  due t o  the fact  that  t he
Biocomp has been programmed
to guard  i t s  secrets,  s o  many
hazards a n d  t raps  hav e t o  b e
negotiated if you are to reach the
bottom level of the storehouse —
where t he computer res ides —
without being killed in the process.
There is no real evidence regard-
ing t he nature o f  t he t raps,  s o
much of  your mission will involve
gleaning informat ion through trial
and error. Only one thing is known:
each of the numerous levels of the
storehouse is protected by a col-
our coded defence system, which
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spots any physical object  of  the
wrong c olour mov ing f rom one
level to another. There is also an
ethereal presence, strange ghost-
like creatures generated by  t he
computer's d e f e n c e  s y s t e m,
which patrol the warehouse with
the o b j e c t  o f  rev eal ing a n d
destroying any intruder. There are
two t y pes  o f  t hes e guardians ,
black and white, both having simi-
lar propert ies but serving different
purposes during the game.

You begin your mission armed
with a Ps i net  gun and riding a
hoverplane, wh i c h  h a s  s imi lar
properties as a skateboard, but  it
glides along on a cushion of hot air
blown out from its base. tt can be
moved left and right at high speed
(scrolling t he screen as  it  does),
and force extra air out in bursts to
jump the rider over obstacles. A
bar speed indicator is situated at
the top of the screen and extends
and retracts as you accelerate and



decelerate.
The hoverplane will be damaged

if it hits an object  at high speed.
This d a ma g e  appears  o n  t h e
speed indicator and stops it f rom
reaching its  max imum.  The more
hits sustained the more restricted

I've never  played
Psi Warr ior  s o  I
can't compar e I t
with t hi s .  O n e
thing's f or  sur e

though: if it was as good as this
then it must have been a bril-
liant game for its time. What I
like about this Is the puzzle ele-
ment — you really have to think
about what you're going to do
next. After you've gone down a
few levels things start getting
very tough indeed,  and some
very precise movements ar e
required t o  dodge  t he  anti -
matter squares.  The  atmos-
phere generated by this game
is great,  the  sound compl e-
menting t h e  gr aphi cs pe r -
fectly. I 've got no hesitation in
recommending this a c e .

the s peed b a r  becomes ,  c on -
sequently i f  t he 'plane is  badly
damaged you can only move along
at low speed.

The levels of the storehouse are
interconnected b y  a  s eries  o f
ramps, and  each level contains
many t ypes  o f  phys ical hazard
designed t o  impede your prog-
ress_ These include two types of

neutron mat (dissolve you on con-
tact), ricochet  mats  (bounce you
about), jump mats (basically small
trampolines), life restore mats (re-
store your six lives) and one way
mats. Somet imes you will have to
jump over neutron mats, or even a
whole series of  them, to reach a
ramp which will take you down to
the next level.

Going from one level to another
is one of the trickiest parts of your
mission. For example, level one is
cyan and the next level is purple.
You can only go from levels one to

1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1
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two if your suit is purple, otherwise
the Bioc omp will spot  your pre-
sence and neutralise what it thinks
to be  an intruder,  tak ing one of
your six lives as it does so. To turn
your suit purple you have to shoot
one of the guardians which patrol
the storehouse with your Psi net
gun. Once a guardian is trapped,
running into it  absorbs its energy
and affects the colour code bar at
the top of  the screen — absorb a
white guardian and t he bar wi l l

shift t o  t he  right ,  a  blac k  one
causes a  lef t  shif t .  A s  t he bar
moves bac k  a n d  f ort h i t  goes
through a series of coloured areas,
and y our suit  changes t o match
the area that the bar is presently in.
So, if you want to move into a pur-
ple area, shoot enough white guar-
dians t o move the bar to purple.
and when it's there you can make
the transition from cyan to purple.
This tug of war effect plays a cru-
cial part in the game, and you must
be c aref ul  n o t  t o  g o  around
absorbing guardians  wil/ y -fi lly ,

otherwise you might muck up your
protective colouring and become
exposed to the biocomp.

When you move from one level
to another you become vulnerable

Thk  Is an unusual
game which, like
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It appear ed t w o
years ago,  won't

appeal to everyone who plays
It. However,  I must admit that
Warrior i l  i sn' t  w ha t  I  w a s
expecting. I  was hoping that
the programmers, Voysey and
Olowu, would expand upon the
highly original and innovative
ideas which made Psi Warrior
such a classic, like invisibility,
remote viewing and levitation.
But they haven't, and the result
is a disappointing step back-
wards. T h e  si mpl i sti c b u t
atmospheric graphics are now
colourful a n d  deta i l ed b u t
rather lifeless and detr iment
the s upe r b s ound  effects.
Most annoyi ng.  For tunately,
Wamor I l
l s  
p l a y
a b l e  
—  
q u
i t
e

frustrating at times, but highly
absorbing t o  pl a y ,  ma i nl y
because of the unique control
method which makes the 'puz-
zles' (which are slightly harder
but very similar to those in Psi
Warrior) all  the mor e di fficult
but enjoyable to solve. Overall,
a g o o d  ga m e  b u t  a  poor
sequel.

and your suit flashes — hit a guar-
dian n o w and y ou wi l l  die.  To
remedy the situation you have to
absorb guardians so that your col-
our is different to that of the floor
colour Cif possible,  change your

colour t o match the one on the
next level).

If you manage to get all the way
down to the bot tom level you will
meet the Biocomp, but before it's
secrets can be learned you have
to complete one more task. Unfor-
tunately, nothing is known about
this .

• • • • =MEM

PRESENTATION 79a/a
No title screen and deliberately
sparse instructions, but the in-
game presentation makes up for
these deficiencies.

GRAPHICS 81%
Strange backdrops and sprites
create a suitably mysterious
atmosphere.
SOUND 81%
The superb spot effects create a
suitable atmosphere.
HOOKABILITY 86a/a
Tricky to get into due to the lack
of information

LASTABILrry 89%
But once you get going it's
difficult to put your ioystickdown.

VALUE 85*/0
A rather offbeat game, look
before you hand over your ten
ner
,OVERALL 88(
3
/0

A rriLit  for Psi Warrior fans
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KETTLE
Alligata, C8-95 cass, joystick only
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objects in the known uni-
verse you had t o go and

become a kettle. Not  your run-of-
the-mill kett le, not  a boring one
with just a lid and a spout, but  a
really we l l - c ruc ia l  j o b  w i t h
rotorblades that whizz around fas-
ter than a Kenwood Chef!

As an 'Off the wall'  kettle, yougot a job as a freak to be exhibited
at your local electricity shop (well
— times ARE hard). People travel-
led f rom miles around to see your
rotorblades spin int o life —  you
were a star! (In fact  you were in
your element  —  sorry,  couldn' t
resist that one). Fame is never easy
though, and the other appliances
in the shop grew to hate you, they
were lealous  o f  y our popularity
and teased you constantly; calling
you names like sold spinny head'
and 'twit ty twisty top'. One day the
situation bec ame so unbearable
that the microwave started bom-
barding you with rays, you could
feel your body getting so hot that
you were beginning to singe_ In a
moment of sheer panic you made
your escape through the ventilator
shaft, fl y ing on and on unt il you

An inte re s ting
game, b u t  ul ti -
mately a  pretty
boring one. Fly-
ing around shoot-

ing the bowels is quite good
fun at first, but once you•ve
shot so many, boredom sets
in. There's no real variety in the
gameptay, e v e n w i th  t w o
players, and excitement is also
lacking. Even the backdrops
are repetitive. The music isn't
too bad, but there isn't enough
in the  game t o  keep youenthralled.

It took only a few
plays to convince
me that Kettle is
dull. T h e  t i t l e
screen music is

neat, but the  graphics are
quite bland and match the
gameplay, which is simple and
repetitive. Kettle could so eas-
ily have been a superb game if
there was more to it than sim-
ply flying around shooting
bowels and avoiding the occa-
sional nasty. Very tedious.
Hopefully Tony's next game,
Moebius Stnp will have more to
offer.

finally made it out. And found your-
self t rapped i n  an underground
complex full of peculiar creatures.
Oh dear. You must break free, and
regain your fortitude if you are ever
to make it back to the limelit world
of fame and fortune.

The cavernous complex  c on-
sists of thirty intricate levels, each
becoming more diffi cult  as  y ou
progress. O n  loading,  t h e  t i t le
screen gives way to a varied option
menu that works as if icon control-
led —  you jus t  mov e your lit t le
pointy stick around until you reach
the des ired opt ion.  Fo r  kett l-; :
,
s
amongst y ou  t hat  f eel  a  l it t le
adventurous, you can choose your
own starting point (on either level
one or, alternatively, on level four).
If you manage to progress further
than level four, then a third opt ion
will be displayed as your new start-
ing point. And so off we go.

Down in the caverns Kettle has
befriended a  Crizza,  a  s t upid
lifeform. so stupid in fact that it can
be persuaded,  b y  a  ket t le,  t o
become its  personal bodyguard,
and wi l l  go into any situation t o
make the way clear for him. To find
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his way out, Kettle must open all
the link ing valves bet ween t he
caverns by using the can-openers
which are, unfortunately, located
inside bubb le  emit t ing bowels .
Poor o ld  fat ty  Ket t le can' t  ge t
inside these however, so he must
send Criz za f orward t o  s mas h
them open—once he has rammed
them ten t imes they break, allow-
ing Kett le to get inside and whip
the can-opener out. Armed wit h
his trusty fellow kitchen appliance,
Kettle can then proceed onto the
valve which opens automatically,
allowing him to continue his jour-
ney. However,  there isn't  a can-
opener inside every bowel, some-
times t hey  contain a  nas ty  ' n '
mean Kettle eating space monster
(Bwahl). O f  c ours e t rus t y  o l d
Crizza s imply steps forward, hits
these another ten t imes and Ket-
tle's way is clear once again.

There is an opt ion to play a two
player game.  Here a split  screen
view is  prov ided to allow you to
monitor your opponent's progress
and to help him, hinder him or just
keep a watchful eye on him, so that
when he's done all the work you
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can collect the goodies. The game
finishes when Kettle bites the dust
by scraping his bot tom along the
floor too much, or else of course if
he escapes to freedom. So, every-
thing should be fi ne as  long as
there are no power cuts, or no-one
fancies a quick  cuppa during the
adventure

Okay, f a i r
enough, M r
Crowther's com-
ment that 'You've
never s e e n  a

game like this before' is quite
true. I  never have, and after
this effort I don't think I want to
again. The concept is there,
it's just that i t hasn't been
developed to its full potential.
Apart from the jazzed up 'Polly
Put The Kettle On' music, it's
basically a poor product and
you wouldn't catch me splash-
ing out nine quid on it.

PRESENTATION 69%
Simple title screen and several
Options.
GRAPHICS 42%
Lacking in variety and colour.
SOUND 78%
Competent rendition of 'Polly
Put The Kettle On'. Reasonable
in-game tune and spot FX
HOOKABILITY 46%
Unusual, but  quite textious.
LASTAINUTY 29%
Lots to explore but little to enth-
ral

VALUE 30%
Too repetitive to be worthwhile.

OVERALL 35%
A potentially exciting concept
which has been poorly executed



YIE AR KUNG-FU
Imagine, £8.95 cass, joystick only

I I I I  a n y  y ears  ago,  y oungOolong s a lv aged t h e
honour of  his  family  by

single-handedly t ak ing o n  a n d
beating the ten members of the evil
Chop Suey gang. But  one man-
aged t o  escape, c rawling away
from the spilled blood and guts,
and hiding out  unt il Oolong had
returned home.  Yen Pei was  the
survivor's name and while he was
counting how many teeth he had
left in his pulped gums he vowed
revenge.

Now, twenty years later, Yen Pei
has assembled anot her mot ley
crew of nasty oriental persons, all
specialists in the art  of  maiming
and k it t ing,  a n d  t hey ' re  a f t e r
Oolong's blood. Imagine their dis-
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Ho hum, another
beat 'e m  up for
the 64. This is no
different from the
rest a nd I  soon

became bor ed wi th i t .  The
eight oppone nt s  a r e  t h e
toughest I've met In a compu-
ter game,  and i f It wasn't for
Gary Sumpter finding a sort of
'cheat mode' by banging his
head on the Commodore,  then
I doubt I would have got past
the first opponent.  Ho hum. If
you liked Vie Ar Kung-Fu, you're
going to love this — it's a lot
better, but nothing special.

appointment when they fi nd out
that Oolong is  dead.  Even this
news does n' t  que l l  Y e n  Pei ' s
desire f or revenge however, and
he decides to take out his revenge
on the next best thing — Oolong's
son, Young Lee.

This is where you come into the
story. Tak ing t he role of  Young
Lee, you mus t  do batt le with all
eight members  of  the new gang
one by  one.  Lee's  not  quite as
adept at mart ial arts as his father
was, but  he's  young, s t rong and
has three basic offensive moves
to use on his adversaries, a low
kick, a mid punch and a high kick.
He can also jump about the place,
useful f o r  v ac at ing dangerous
positions quickly.

Young Lee begins the game on
a screen seemingly devoid of any
enemy. H e  c an  walk  lef t  ont o
another screen if he wants, and a
display area at the bot tom shows
how many screens he has to walk
through bef ore he  reaches  t he
gang member he has to do battle
with. Af t er Lee has  been on  a
screen leading to the adversary for
a few seconds, midget  attackers
float i n  f rom either s ide o f  t he
screen. They  c ome alone o r  in
groups of three, and at three diffe-
rent heights.  I f  one hit s  Lee i t
knocks a chunk off his energy bar.
shown at the top of the screen, and
if this bar reaches zero he loses
one of his three lives_

The midget s  aren ' t  s o  b a d

though. if Lee destroys a full group
he is awarded a tea leaf. If five tea
leaves a r e  g a i n e d  a  t eac up
appears and an Oolong Tea Power
bonus is  given —  press ing t he
Commodore k e y  a t  a n y  t i me
replenishes Young Lees  energy
bar. Up to three tea cups can be
carried at once, so if you can dis-
pose of the midget attackers with-
out t oo  muc h hassle it ' s  wort h
hanging about to get the extra tea
power.

If Lee manages to get  through
the required amount of screens he
meets one  o f  t he deadly  gang
members, the first of which is Yen
Pei himself .  To  beat  one of  the
gang members, Lee has to reduce
his opponent s  energy  b a r  b y
repeatedly hit t ing or  kicking him
(or her), before his opponent does
the same to him. As well as having
the same fighting abilit ies as Lee,
every member of  the gang has a
special weapon which he or she
uses in their at tempt to win, Yen

There is one posi-
tive thing that can
be said about Yie
Ar Kung-Fu II: it 's
better t h a n  i t s

predecessor. Tha t  sai d,  t he
gameplay is still fairly run-of-
the-mill wi th very few moves
available. Bash 'em ups  ar e
getting a little trite nowadays,
with playability separating the
good f r om t he  bad.  Yi e Ar
Kung-Fu II has pretty graphics
end some nice tunes,  but  i t
lacks anything else that would
make it a real winner. 'Mb

This i s  a  pr etty
enjoyable b e a t
ern u p  g a m e .
mainly be c a us e
it's so stupid. The

floating m i dge t s  o n  t h e
screens l eadi ng u p  t o  t he
adversaries are really silly, but
quite tricky to dispose of If you
want to try and gain some tea
bonus. T h e  baddi es  t he m -
selves are funny too, the matey
swinging hi s  hai r  i s  a  r eal
laugh, arid later on there's a
woman in a mini skirt with high
heels! Overall it's an enjoyable
game, more difficult and chal-
lenging than the first, and well
worth looking at if you liked its
predecessor.

Pei has  i ron pigtails  whic h h e
swings around to try and hit Lee,
Lang Fang throws deadly fans. Po
Chin breathes fire and so on_ On
later levels, Lee has also to con-
tend w i t h  l ight ning bo l t s  a n d
bombs.

The only  way  Lee can defend
himself agains t  t hes e of fensive
weapons is if he manages to pick
up a bowl of Chow Mein noodles,
which appear occasionally for a
few seconds. If Lee grabs one of
these he gains Chow Mein Noodle
Power which gives him temporary
invulnerability f r o m  e n e m y
aggression. Af ter a few seconds
he reverts back to his normal vul-
nerable self and has to do battle in
the usual fashion.

The game also supports simul-
taneous t wo  player act ion. One
player taking the role of Lee while
the other steps into the shoes of
one of  the baddieS, the two then
do batt le over the best  of  three
bouts.

PRESENTATION 87%
Two player option and slick in-
game presentation.
GRAPHICS 77%
Reasonable backdrops and the
meanies are vaned and well
drawn.

SOUND 86%
Plenty of oriental style ditties and
a pleasant title screen tune.

HCKHCABILITY 83%
Straightforward controls and
simple objectives give instant
enjoyment.
LASTABILITY 72Q/a
Eight tougn opponents to keep
you busy.
VALUE 72%
A worthy purchase if like fighting
games.

OVERALL 75*/0
Not Pad at all, better than its pre-
decessor.
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PANTHER
Mastertronic, £1.99 cass, joystick only
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are (on a truly intergalactic
scale), t h e  Phlegms  f r om

planet Bo-Gee have dec ided t o
invade earth — and they've started
with the city of  Xenon. Well they
blew that place to bits, though luc-
kily mos t  of  the populat ion was
evacuated first. Unluckily, not  all
of the populat ion was evacuated,
and st ill hiding in bunkers across
the r a v a g e d  wars Cape  t h e r e
remain a few key military person-
nel. They  need rescuing (rather
badly really), and  t his  is  where
Panther p o p s  i n t o  v iew.  T h e
Panther is  a new breed of deadly
spacecraft that employs the cun-
ning device of disguising itself as a
huge Pilchard Tin in order to con-
fuse the enemy. Guess who you

This a i n ' t  h a l t
bad. Okay so you
might have mi s-
givings about the
overall look of the

game but  i t offers plenty of
playability. Your  flying tin-can
Is relatively simple to control
once you've sor ted out  t he
strange perspective.  Ther e's
some incredibly funny touches
In it too,  like, um — like if you
leave one  of  the little chaps
behind he gets jolly batey and
jumps up and down in frustra-
tion — poor little soul! For only
two quid don't turn it down, It's
worth the asking price, but no
more.
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highly or i gi na l ,
Panther i s  qui te
playable i n  a
monotonous sort

of way. i t looks quite nice as
well, and the whole shooting
match jogs along quite nicely
with boppy  Dave  Whi ttaker
music. I  can' t  hel p thinking
though,  t ha t  Panther  woul d
have been far more suited to
Mastertronic's nor mal  r ange
rather t ha n thei r  ne w  l a nd
more pr icey),  Enter tainment
USA series. I t 's still wor th a
look though,  and despi te the
extra quid I'm sure that quite a
few of you will end up buying it.

have to play in this scenario then.
No, not the aliens. No, not the trap-
ped military personnel. No, not the
alien's pet  starcat.  Yes ,  you've
guessed it — you have to play the

•

1

hero. A  man  wh o  needs  guts ,
nerves of steel, and a willingness
to die, Don' t  shirk now,  get  that
uniform on, c 'mon get into the Pil-
chard Tin. That 's better.

Your ship is controlled by joys-
tick a c r o s s  a  3 D  s c ro l l i ng
backdrop. Your height is control-
led by  up and down movement,
and your lateral position by left and
right. With these s imple controls,
it's possible to manoeuvre the Pil-
chard Tin fighter in a large number
of groovy ways. To defend your-
self a g a i n s t  t h e  o n c o mi n g
marauders you've got the Pilchard
gun t hat  emit s  deadly  Pilchard
rays in t he Tuna frequency. I t 's
really raunchy, one zap f rom this
beauty amidst  a crowd of oncom-
ing saucers wi l l  obliterate t hem

forever. Also,  t o  help wit h alien
encounters you've got a scanner
that g i v e s  a b o u t  t h r e e
nanoseconds warning of impend-
ing battle — handy eh?

The p o o r  unfortunates  w h o
need your help sit in lit t le boxes
waving at you (prats, imagine wav-
ing at a time like this — the wallies
don't  deserve rescuing!), the idea
is to skillfully land your craft next to
them. Seeing the welcoming Pil-
chard Tin before them, the military
men run into the back of the craft.
Once y ou'v e rescued as  many
men as possible, you have to get
to the space port where they can
be safely downloaded.  Easy eh?
Well no,  actually it 's  not,  as  the
alien resistance to your mightiness
increases the further on you get.
Never mind,  n o  one  ev er said
shooting h y p e r - i n t e l l i g e n t
Phlegms from a Pilchard Tin was
going to be easy.

This isn't a  br i l -
liant shoot em up,
but i t  does pr o-
vide a  couple of
hours enter tai n-

ment as you try to pick up and
deliver al l  the survivors. The
game does have certain addic-
tive qual i ti es a n d  I  f ound
myself coming back to it just
to see if I could if I could go a
little further. The graphics are
a bit on the gaudy side and the
sprites a r e  somewhat uni m-
aginative, but there's a decent
tune to jolly you along. If you're
short of cash and after a shoot
em up then this is worth look-
ing at.

PRESENTATION 71%
Not fl awed but not exceptional
either,

GRAPHICS 70%
Pleasant scrolling backdrops
that really look quite nice, The
sprites aren't bad either.
SOUND 72%
The effects aren't up to much.
though the tune is good and
adds a lot to the game.
HOOKARlisry SO%
Instantly playable.
LASTABILI1Y 69'Yo
Boredom can quite easily creep
nto the proceedings after a fair• it of play, but it's fun 'tit then.
VALUE 80'Yo
Two quid isn't asking too much
for such a simple shoot and pick
• ern up.

OVERALL 73%
Nothing to sing and dance about
— though it's nothing to slag off
either. Have a look if you can
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DONKEY KONG
Imagine, 0 .9 5  cass, joystick only
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key Kong has packed i n
munching bananas  f o r  a

hobby, and muc h t o everyone's
annoyance he's taken up abduct-
ing young ladies. This has particu-
larly annoy ed o n e  Mar io ,  h i s
nearest and dearest — the lovely
Nicola — is one of the girlies that's
been snatched.  Mar io  i s  really
hard, so he's  decided to get after
Kong, who's at this moment holed
up at  a  nearby  semi-completed
building.

The building is  split  int o f our
screens, all of  which Mario must
negotiate before he can get  his
girlfriend bac k .  Eac h sc reen i s

I r eal l y enj oyed
playing this game
but t h e  bot t om
line is that there's
no way I 'd shel l

out ni ne  qui d f or  i t .  Ever .
Kong's a  v e r y  n i c e  g a m e
Indeed a nd fun t o play.  But
nine qui d? I  don' t  thi nk so.
Even i f  you've never  played
Kong or a derivative of tt, you'll
probably ge t  bor ed o f  thi s
wtthin a  week. See if you can
play It and then make up your
own mind, but I 'm sure you'll
come to the same conclusion.

divided into a number ot platforms
connected by  ladders and other
such stuff. Kong is always at the
top and Mario must reach him to
complete a screen.

Mario is controlled by the clas-
sic left, right  and jump method.
With this he can scamper to the
top of  the screen and defeat the
manic monkey, Each screen has
it's own meanies to hamper and
berate him.  O n  t he  fi rst ,  Kong
throws barrels,  t he second has
deadly custard pies, on the third
it's leaping thingies and the fourth
contains flaming nestles.

Donkey K o n g
games h a v e
plagued us since
the beginning of
time, but  a t  l ast

here is the real one,  and it's a
very pleasing conversion of
the or i gi nal  a r c a de  ga m e .
Okay, so i t's not  visually or
aurally astounding, but it does
have a great deal of playability
and if you're a fan of the origi-
nal, l ike me,  you'l l  l ove this
conversion. A l l  y o u r  o l d
favourites ar e  ther e wi thout
the cover  up names that so
many other Kong games had to
employ. I f  you want  a  Kong
game, this is the one to buy.

On the fourth screen Mar io's
objective is slightly different, this
t ime it 's  necessary for him to to
weaken the structure of the build-
ing by running over and removing
key-stones. Onc e all these key-
stones have gone, Kong falls onto
his grisly bonce and Mario is reun-
ited with his beloved Nicola.
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Right that 's it. it has to be over
now. Kong has fallen about a mill-
ion miles and landed on his head,
and our hero has got his girly back

Wrong! Somehow of other the
loathsome gorilla lifts himself up,
and while Mario's  back is turned
he grabs  Nicola and of f  we  go
again — Aaaarghl

Although being a
very a c c u r a t e
conversion, Don-
key Kong doesn' t
offer much in the

way of new or exciting gamep-
lay. It's fun having a couple of
games and reminiscing about
the good old days (in fact It's
nearly six years ago since this
first came out),  but after  that
the game becomes very bor -
ing. T h e r e  a r e  on l y  f o u r
screens of  action and these
become very repetitive once
they've been played a couple
of times. Graphically the game
Is qui te jolly and the sound is
almost identical to the arcade
game, ie: pretty grotty. I f you
never played the original, or
still love the game, you might
want to check it out.  Person-
ally, I think It's a bit too pricey
to be worth buying.

PRESENTATION 72
6
/o
Bog standard arcade style pre-
sentation.

GRAPHICS 60%
Dated, but crisp and colourful.
SOUND 40%
Simple but al 'table jingles and
spot effects.

HOOKABILITY 74%
Addictive but not demanding or
compulsive.
LASTABILITY 51%
Fun, although interest will no
doubt wane once the game is
completed.
VALUE 49%
Overpriced for what it offers.

OVERALL 60%
A competent conversion of an
old game which should have
been considerably cheaper
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CAMELOT WARRIORS
Ariolasoft, £9.95 cass, joystick or keys
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Warriors  wen t  t o  b e d
everything was  fi ne. I n

fact he didn't  even realise that he
was about  to become a hero —
Mummy had just tucked him in, the
alarm c loc k  wa s  s et  f o r  eight
o'clock, teddy  was  sitt ing by  his
side . . . everything was all totally
normal and hunky dory. Unt il he
woke up that is. Gone was the bed,
teddy and the clock. Gone were
his Ah-Ha posters, his house, and
the t own he  lived in.  I n  fac t  i t
seemed that everything for miles
around had disappeared and been
replaced by trees, fields and leafy
glades. His pyjamas had also done
a runner,  bu t  luck ily  these had
been replaced by a button bright
suit of armour (a little uncornforta-
ble t o s leep in maybe, but  dead
handy in battle).

After mus ing f or a  while,  t he
confused young chap got  t o his
mail-clad feet and started to walk
down a  nearby  dirt  t rack, Af ter

Camelot Warriors
offers ver y l i ttle
and the scenario
Isn't e v e n  v e r y
original.  I t ' s

another o f  t h o s e  ' wa n d e r
around, col l ect t he  goodi es
and a v o i d  t h e  m e a n i e s
games. ' The sort of game that
I get tired of very easily. Most
of the time is spent idly wan-
dering ar ound nothi ng mor e
than the programmer 's sel f-
indulgent maze.  Yawn.  There
are, occasi onal l y,  r emotel y
Interesting pi eces but  don' t
expect to complete it quickly.

strolling along for a while he met a
peasant who  explained,  in  bet -
ween tugs of his forelock that, ' it
be the t imes of good King Arthur,
noble sir'. Oh dear, what a predi-
cament. What  should he do? By
now dark was drawing near so he
decided t o make tracks towards
the large cas t le whic h loomed
ominously on the horizon.

Eventually he reached the dark
and gloomy castle and discovered
that it was inhabited by an ancient
white wizard.  The  crumbly,  but
very wise magician, told him that
the reason why he'd been spirited
back t o the t imes of King Arthur
was bec aus e one  o f  his  more
difficult spells  h a d  gone  c o m-
pletely haywire.  Four other ele-
ments had also been transported
back f rom the twent ieth century,
the old magician went on, and the
only way  that the situation could
possibly be reversed was  if  they
were all collected and handed to
the guardians of  Camelot 's  four
worlds: Aznaht, Druid of the forest;
Kindo, King of  the lake; Azomic,
Dragon Lord o f  t he caves; and
King Arthur himself. So, after rest-
ing a  while,  our young disorien-
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tated hero took his leave, strolled
out o f  t he  cast le,  a n d  began
searching for the four out of  t ime
elements.

The g a me  i s  a  fl ick  sc reen
arcade adventure i n  whic h t he
player steps into the armour of the
gadget-seeking k n i g h t .  T h e
worlds of King Arthur all consist of
platforms and fl oors over which
the hero can walk.  He can also
rump from platform to platform in
one athlet ic  bound —  not  bad

Strangely
reminiscent  o f
Elidon, C a m e l o t
Warriors I s  y e t
another b o g

standard a r c a d e  adv ent ure.
Why it ' s  £9.95 is  a c omplet e
mystery to me, nothing to do
with it's quality that's for sure.
It's a full price games pretend-
ing t o  b e  budget  software.
Simple, unrewarding gamep-
lay, equally rubbish graphics,
sound and packaging.  Steer
clear and stay happy.

This a r c a d e
adventure offer s
little in the way of
excitement a n d
interest to a bud-

ding adventur er .  T h e  f our
tasks don't  really involve much
in the way of action, and all you
have to do is collect the object
and find the guardian. Occa-
sionally y ou mi ght  have t o
avoid a  nasty,  b u t  i ts  no t
exactly adrenal in pr oduci ng
stuff. The  pr ogr am
,  i s  
b a d l y
designed too,  a nd i t's qui te
easy to get yourself into a pos-
ition where you lose your lives
without bei ng abl e t o  do a
thing about it — very annoying
indeed. The graphics are duns
nice, but sound is lacking, so
are a ny  addictive qual i ties.Avoid it.

when you consider that he's got a
heavy s u i t  o f  a rmour  we lded
around his body. His biggest prob-
lem is  that  the place is  infested
with all manner of  animals, both
flying and crawling, which try their
best t o attack him.  I f  a creature
touches him he loses one of  his
five lives, but  luckily he's armed
with a sword which he can bran-
dish with one press of the fire but-
ton, killing anything which gets in
his way.

Our hero begins his quest in the
forest and must find the 'fire which
doesn't bum', ie: a lightbulb. Once
it's in his possession (collected by
running over it), it cart be taken to
the guardian of the wood, who, on
presentation of  the object, gives
our hero the ability to go into the
next world, in this case turning him
into a frog so that he can enter the
lake, The game continues in this
fashion unt il all the objects have
been delivered,  whereupon t he
hero gains access to Camelot cas-
tle, arid he can at  last transport
himself back to the present day.

PRESENTATION 74%
Pleasant title screen and joystick
and keyboard option.
GRAPHICS 68%
'Pretty' backgrounds but the
sprites lack detail.

SOUND 44%
Poor title screen tune and a few
spot effects during the game
HCK)KABILITY 52%
Might be interesting to an advert
tureless arcade adventurer.

LASTABILITY 38%
Boredom soon sets in due to a
lack of variety and action
VALUE 39%
Expensive for what it offers

OVERALL 44%
A simple arcade adventure lack-
ing arcade action and adventure



C O C e C i l A
OPPORTUNITY KNOCKS

Expansion in an exciting industry.
Continuing success and growth in home computer software creates further

positions for personnel in program writing, development and management.
Ocean group markets software worldwide offering the most extensive

publication of computer programs and producing maximum sales revenues.

HOW RICH DO YOU WANT TO BE?
You've probably heard a  lot o f  claims and promises from software

companies concerning payment for program code or design work but the fact is
reward depends upon success and by linking into success you will achieve your
maximum potential whichever way you choose to be paid.

If you have talent and dedication then Ocean with its resources and
international connections will bring the fame and fortune you deserve.

HAVE YOU GOT WHAT IT TAKES?
We are looking for people to work in the fields of game design, graphic

animation, program coding and related skills either directly as in-house
personnel or  on a  freelance basis. Training and support will be offered;
everything from equipment to friendly advice — we want to help you do a better
job for both of us.

We are also looking to market finished software and will offer to translate
original programs to every relevant micro format in orderto increase the potential
revenues to the creator.

We work and publish in both 8 bit and 16 bit environments worldwide and no
project is too large or too small for our consideration.

DON'T MISS THE BOAT
Contact us today in full confidence either by phone, telex, fax or write to:

Product Acquisition and Development,
Ocean Software Limited,
6 Central Street,
Manchester.
M2 5NS.
Telephone — 061-832 6633
Fax —  0614334 0650
Telex -  669977 OCEANS G.
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CAPTURED
American Action £9.95 cass, £14.95 disk, joystick only
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hardest commando i n the
world? Last month he single-

handedly raided the evil General's
island, blowing up a fleet of ships.
half an army, and an entire fortress
in the process. This really annoyed
the General so he vowed revenge.
He drew up a plan to finish our hero
for once and for all —  late one
night, when Soldier One was hav-
ing a kip, two of the evil General's
henchmen sneaked into his room
and stuffed a load of chloroform
up his nose. Poor old One was so
taken by surprise, that he breathed
it all in and slipped into a coma
before he could even pull back his
sheets. The henchmen wheeled
him away and dumped him in the
General's secret bunker. . .

Many hours later Soldier One
woke up, his head still muzzy from
the chloroform. Sitting up, he him-

Soldier O n e  i s
back i n  y e t
another a w f u l
game. Captured is
terrible a n d

would cost you E9.95 for  the
pleasure of finding that out. It
Isn't exactty a  r ip off of  one
particular product (unlike Sol-
dier One) but  i t isn't original
either. Just a  run of  the mill
platform ga m e  c um  ar cade
adventure, the sort that Mas-
tertronic d o  i n a n  infini tely
superior way for a fifth of the
price. Soldier  One is just so
unresponsive to control ,  and
even the most apparently easy
looking tasks become a  real
bind. The final kick in the head
is the music, it's awful and just
doesn't stop — unless you turn
the volume right down.

bled in his pocket and discovered
a crumpled note which said 'find
the security code to the door and
escape, but beware of the beasts'.

Platform ga m e s
are nothi ng new
under t h e  s un,
but usual ly they
have somethi ng

else going for them whether it
be musi c,  gr aphi cs o r  j ust
damn good playability. Cap-
tured has none of these qual-
ities, i t is a plain and simple
jumping around game.  And a
fairly tricky one at that. Once
you've mastered the layout of
each r oom i t becomes easy
and dow nr i ght  dul l .  T h e
graphics are nothing special,
mostly consisting of uninspir-
ing col our s s uc h a s  gr ey,
brown and green which do lit-
tle to enthuse. When it comes
down to it, Captured is nothing
more than an unoriginal plat-
form game which will leave a
kit of people unhappy.

Stuffing the note back in his poc-
ket, One began his quest to find
the security code.

Captured i s  a  fl i ck screen
arcade adventure in which you
play the role of Soldier One. The
bunker he's been thrown into is a
strange place, full of platforms and
horrible meanies which float about
the place on preset courses. One
can jump from platform to platform
by pressing the fire button, and run
left and right, logical movements
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of the  joystick determining his
direction.

When leaping about the place
he may sometimes make a mis-
judgement and fall to the floor, but
luckily he's so hard that he sur-
vives — no matter how far he falls.
What he isn't protected against is
the meanies — if he touches one
of these he loses one of his five
lives. Hi s only defence against
these dangerous marauding hor-
rors i s a  laser weapon which
destroys everything on screen.
The drawback with this is that
there are only three charges in the
weapon. Don' t  fr et t oo much
though, extra charges and extralives can be found littered around
the complex.

To escape from the bunker, Sol-
dier One has to find and pick up
the nine different parts of the sec-
urity code (each code is picked up
automatically if touched). Having
done this, all that remains is for him
to find the exit and make good his
escape — all in a days work for the
world's hardest commando!

TEST

This i s  a  real l y
tacky p l a t f o r m
game c u m
arcade a d v e n -
ture. Contr ol l i ng

Soldier One is a real pain as he
slides about the place like he's
treading on ice, and it's really
annoying t o see hi m career
Into a  nasty, just because he
didn't respond quickly enough
to your  joystick movement
The game itself is very dull ,
there are no original features
or gimmicks to keep you glued
to y o u r  Commodor e .  T h e
graphics are pretty bland and
the sound falls into the same
category — don't waste your
money on i t

PRESENTATION 41%
A reasonable title screen, but no
extra frills or features

GRAPHICS 38 cY0
Poor sprites and bland
backdrops.
SOUND 29%
Annoying tune plays throughout
the game.

HOOKABILITY 37%
The main character is tricky to
control and the game gets frus-
trating.
LASTABILny 32%
Little to keep you coming back
to your 64.

VALUE FOR MONEY 29%
A budget price tag would be
more fitting for a game of this
quality.

OVERALL 3 4 %
A very poor platform game cum
arcade adventure.
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NUCLEAR EMBARGO
Micropool, £9.95 cass, E12.95 disk, joystick only
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silised fuel crises in the early
21st century man developed

and perf ec t ed a  n e w  energy
source— nuclear fission, obtained
by processing Uranium 235, Even
this rare mineral was  eventually
mined out, and man was forced to
look t o the stars for new sources
of fuel. Eventually large Uranium
deposits were discovered on the
moons of Saturn. and a deal was
drawn up with Saturn's  premier.
Rayol the First, so that the people
of Earth could mine the fuel they
so desperately needed.

All went  well for four centuries
until Rayol the Perverse came to
power. Th i s  horr ib le charac ter
decided that he wanted to create a
zoo containing all of  the different
Earth races. He told Earth leaders
that unless they supplied him with
1,000 people of  his choice, he'd
force an embargo on any further
mining of  Uranium. Earth refused
to s uc c umb t o  h i s  diabol ic al
demands a n d  Ray ol  duly  s hut
down the mines. Over the follow-
ing mo n t h s  Ea r t h ' s  Ur a n i u m
stockpiles diminished to molehills,
and t he heads of  state became
increasingly worr ied —  running
out of  Uranium would cause bill-
ions of people to die of starvation.
A crisis committee met and a solu-
tion was found: Earth would send
one of  its rockets out to Saturn's
moons and obtain the Uranium by
force, even if it meant sparking off
an interstellar war.

You, being the t op gun of  the

188 ZZAP! 64 Christmas Special 1986

space fleet, have to fly the mission.
On board your warp rocket  you
have nine robots  fi t ted wit h t he
latest mining equipment  t o help
you take the Uranium. The game
begins jus t  af t er t he  s hip has
arrived in the vicinity of  Saturn's
moons, and a l O x  10 astro chart
can be accessed to show where
exactly t he ship is  in relat ion to
them. A  cursor c an b e  mov ed
about the map by using the joys-
tick, once positioned, pressing the
fire but t on ' warps '  t he  s hip t o
whichever square t he cursor is
currently occupy ing.  Whenev er
you warp,  s ome o f  your ship's
energy is lost, the amount depend-
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ing on the distance travelled. Your
ship's e n e r g y  i s  d i s p l a y e d
throughout the game in numerical
form, s o  that  y ou k now exactly
what sort of position you're in.

Ten of the squares on the astro
chart contain circles, representing
the t en  moons  o f  Saturn,  a n d
twenty contain lit t le dots, repre-
senting pulsars .  Whenever y our
energy Is low you can warp to a
sector containing a pulsar to re-
energise y our  cells .  When y ou
arrive in a pulsar sector, the screen
changes to show a 30 view of the
starfield. Somewhere within this
s t a r
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Nuclear Embargo
Is strange. Unlike
most m o d e r n
releases it's more
game t h a n

graphics and a very nice game
it is too. Classing this game is
tricky, It's an odd blend bet-
ween strategy a nd arcade,
something I  haven't s e e n
before. The  presentation i s
great and both graphics and
sound are fairly top rate mak-
ing the whole thing trot along a
bit better. I'm a little dubious
about its E9.95 tag, a pound or
two cheaper and my reception
would h a v e  b e e n  e v e n
warmer. Still, the  game i s
really nice and offers a wel-
come break from the run of the
mill kill the aliens scenario and
as such is fairly refreshing.
Have a look first, it may well be
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you 100,000 units of energy.
When you warp to a moon sec-

tor you are automatically put into
orbit. A view of the moon's surface
can then be displayed by pressing
F3. B y  us ing t h e  joys t ick  t he
screen can be made to scroll in any
direction, and as your view scrolls
by, you will see craters and ground
installations. A satellite occasion-
ally comes into v iew a few miles
below you, and if  it detects your
presence, it relays your position to
the g round  ins tallat ions wh ic h
immediately start fi ring laser mis-
siles at  you. Luckily you too are
armed a n d  c a n  fi r e  bac k  —
destroying buildings by  shooting
their glowing outer regions.

In the bottom left hand corner of
the screen there is an X-ray scan-
ner, which has to be used if  the
moon's Uranium deposit  is to be
located. As the screen scrolls, the
X-ray s c anner  inc reas es  a n d
decreases. When i t  reaches it s
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maximum you are directly over the
Uranium stockpile and a robot can
be sent down to mine it.

To beam a robot down to the
surface you have to firstly access
the transporter room, done b y
pressing FS. A robot is brought
onto the transporting plinth, and it
prepares itself for planeffall. When
it's ready, pressing the fire button
starts the transporting process. A
target with a little dot in the middle
is displayed in the bottom right-
hand corner of the screen. As the
robot is transported the dot begins
to move out of the centre circle, so
the player must keep it in the mid-
dle of the circle with movements of
the joystick. If it moves out of the
circle the  transporter starts t o
overheat, and if it overheats before
the robot completes the journey it

Nuclear Embargo
isn't a n  excep-
tional game but
It's highly original
and offers plenty

of challenge. There are a few
derivative features within the
program, like the Mastermind
style code cracking bit inside
the pyramids, but I've never
actually seen a game quite like
it w h i c h  might explain why it
took several plays to convince
me of its qualities! This is the
second quality  release t o
appear from Micropool —
hopefully they can keep it up.

is destroyed.
When the journey is success-

fully completed, the screen dis-
plays an elevation view o f  the
robot and the moon surface, the
robot can then move left or right
across it losing energy all the time.
If the robots energy is low it can be
transported back to the ship (the
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reverse process o f  transporting
down).

Once on the moons surface, an
arrow at the bottom of the screen
shows which way the Uranium
dump is. If the robot is standing in
front of a dump, pushing forward
on t h e  joyst ick co llects t h e
Uranium. There a re  usually a
number of Uranium filled contain-
ers on each of the moons, so it may
take more than one journey to col-lect it all.

The moon isn't unguarded and
there are three defences to watch
out for — satellites which swoop
and destroy the robot if it stands
still too long, droids which fire mis-
siles (a missile can be destroyed if
the lire button is depressed just
before it hits the robot) and radar
dishes which flash, destroying the
robot if  it's in the vicinity at thetime.
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This is  a  really
original program
which has plenty
in it too keep any
player happy for

quite some time. The different
aspects of the game are all
quite neat, the aerial view of
the moon where you have to
search for the Uranium is well
done, and actually transport-
ing a robot down to the moon's
surface a nd searching the
place out is really entertaining.
The graphics aren't brilliant,
but they suit the gem, nicely,
and the  sound, again n o t
exceptional, fi ts  the  ga me
well. If you're after something
a little different take a look —
Ws not bad at all. M E W
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The defence system can b e
turned off if the robot enters one of
the pyramids which are to  be
found on some of the moons. On
entering, you are given access to a
computer and can have a go at
cracking a five digit colour code.
You are given eleven attempts to
crack the code and if you fail you
lose a robot.

The game continues in this fash-
ion until all the Uranium is col-
lected, a ll o f  your robots are
destroyed, or the craft runs out offuel.

PRESENTATION 93%
Slick. The various screens all run
together fluidly and the instruc-
tion are vilify helpful.
GRAPHICS 81%
Vaned in quality, but on the
whole very good.
SOUND 80%
No music, but plenty of Imagina-
tive spot effects.
HOOKABILITY 87%
Looks complicated to start with,
but it only takes a few plays to gel
to grips with it.
LASTABILITY 82%
The ten moons will keep intrepid
Uranium hunters occupied for
quite some time.
VALUE 81%
Although a little expensive, the
game has plenty to offer.
OVERALL 85%
Not a brilliant program, but very
original and enjoyable to play.
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A new breed of  men -
space mercenaries go
anywhere for the right
money. Revolutions, space
pirates, you name it, no
job is too tough. With
100 planets to choose
f rom and a variety of
mega-weapons, he is
interested in only one
thing, money -  an d  he
kills for it.
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Victory  House
14 Leicester Place
London WC2H 7NB



BAZOOKA BILL
Melbourne House, e9.95 cass, E14.95 disk, joystick only
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kidnapped — Oh no! Some
nasty revolutionary faction

has whipped him away — Double
oh no! But  don't  you worry  none,
we've got  Bazooka Bill and he's
harder than hard. He shaves with a
blow torch,  gargles t in tacks for
breakfast, uses babies as basket-
balls and if anyone can rescue the
General in distress it is him.

Such a dashing loveable-rogue
is old Bazooky t hat  he  doesn' t
need any weapons! No!  With his
super Kraut bashing fist (they won
both World War I and II) Bill will
bash t he blighters  f rom here t o
tomorrow. Anyway, he will be able

Bazooka Bill is lit -
tle mor e  than a
poor mans Green
Beret. T h e
graphics a r e

crude, b l oc k y  a n d  b a d l y
designed. Probably the most
laughable occur rence i s  the
point a t  w hi c h Bi l l s  ha nd
becomes disjointed fr om his
wrist as he fires. It doesn't stop
there —when holding a gun his
hand swells to the size of his
waist! There's no excuse for
this s hoddy  wor kmanshi p.
Graphics are so important in
such a  meagre shoot em as
this. They can make or break a
game. I n  thi s  c a s e  I  thi nk
Bazooka Bill needs some major
surgery.

to pick up weapons along the way.
The dear old general is holed up

on an island in the South Pacific,
one o f  t hree is lands  ac tually ,
Dumped just outside of Clarke Air-
base, Bazooka has  go t  t o  get
some t rans port  t o  t h e  Sou t h
Pacific, and since it 's an airbase
it's going to have to be air trans-
port. Clarke Airbase is  a  lovely
place, its got lots of lovely flowers,
trees, rhy thm and blue skies but
what it's got  the most of is enemy
soldiers just  wait ing t o let  some
lead l oos e  i n  B i l l ' s  direc t ion.
Doesn't matter though, Bazooky's

W
I

hard h e  killed a man.
Lots of scenery scrolls by our Bill

as he employs all of the gook killing
tactics he picked up in 'nam. Split
into different levels linked by lad-
ders, Bill can leap, run and c limb
all over his environment once he is
given the correct dexterous wiggle
of the joystick.

Actually the ladders work rather
oddly —  even though they look
dead normal,  they possess very
odd temporal and spacial proper-
ties_ Going up or down a ladder
can also take you round a comer
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even t hough t here's  absolutely
zero indication of a change of loca-
tion. I llogical it may be, but if you
have plans on being Bazooka Bill,
an understanding of this o d d
;
c o n -
cept is  integral if  you are to play
the game.

Throughout his travels through
enemy territory, Bill is constantly
assailed b y  n a s t y  m e n  w i t h
machine guns. But,  as has been
previously stated Bazooka Bill is
HARD and it takes more than a few
red hot  slugs of  lead penetrat ing
his flesh to stop this one-man hur-
ricane. What  does stop Bill is his

3 (  w i r -  pera-41 Limo 0 ( 1 3

energy meter hitt ing zero. He has
got fi v e l iv es  t hough,  s o  t hat
should seem him through.

Also there to help Bill are the brill
weapons lying about that become
his once he runs over them. To add
to hardman Bill 's  fi repower are
knives, ma c h i n e  g u n s ,  fl a me
throwers and yes, BAZOOKA'S!
Though the weapons are brilliant
in their killability their stamina isn't
up to much, and after a bit of gook
killing they fade and die taking Bill
back to ever dependable knuckle
power.

To finish the game and rescue
the General from his grisly late, Bill
needs t o  c omplet e fi v e levels.
Each one is finished by finding the
right posit ion in the scrolling land-
scape. This is no easy task though.

I'm not quite sure
whether M e l -
bourne H o u s e
have r e l e a s e d
this as a joke,  or

whether t h e y ' r e  s e r i ous .
Whatever their motive there's
one t h i ng  t ha t ' s  defi ni te :
Bazooka Bill i s  awful .  I t 's a
clone of Green Beret, only it has
pathetic graphics and doesn't
play anywhere near  as well .
The graphics are truly awful —
when he  punches,  hi s hand
comes away from his body and
his aeroplane l ooks l ike i t's
been designed by a three year
old. The only thing that brings
you back to play It is to find out
whether thi ngs  g e t  wor se.
They do.  Don' t  waste  your
money on it.

Bazooka Bill isn't
the best game in
the wor ld and i t
Isn't t h e  wor st .
That's o n l y

because of Robobolt, that's the
worse game In the world and
It's lucky for Melbourne House
that Robobolt came out, other-
wise this comment would have
started: 'Bazooka Bi l l  i s  t he
worst game in the world'. The
graphics a r e  c hunk y  a n d
poorly defined and the music
Is dull — just like the gameplay
which is incredibly repetetive
and monotonous.  Do yourself
a favour — don't buy Bazooka
Bill, just go to the computer
shop and laugh at it.

TEST

even f o r  s omeone as  hard as
Bazooky. but  a  man's  got ta do
what a man's gotta do — and it 's
up to you to help.

PRESENTATION 65%
Adequate.
GRAPHICS 45•Yo
Duolo Bill goes walkabout in
egoland — as built by a seven

year old.
SOUND 56*/0
A few simple tunes assault the
ears throughout the game.
HOOKABILITY 40%
Some initial compulsion to see It
things get any better_LAsuksusnt 27%
But they don't, in fact things get
worse.

VALUE 28%
An inferior version of Green
Beret for the same price.

OVERALL 30*/0
A poor first release from Arcade
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BULLDOG
Gremlin Graphics, E9.99 cass, joystick only
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causing a bit of a rumpus out
on the eastern spiral arm of

our beautiful galaxy. They've been
bashing i nnoc en t  c iv ilizat ions ,
blowing up suns and overriding all
of the space channels with horrible
telly programs. The Powers That
Be o n  g o o d  o l d  Ear t h  h a v e
decided that this has gone too far,
and have sent a warship out there
to give them their come-uppance.
You play the warship's pilot, and
it's your job to guide it through the
extremely w e l l  a r m e d  P o l o n
defence system.

Bulldog is a vertically scrolling
shoot em up in which you must fly
over a well defended landscape
and strafe gr ound installations.
There are no alien craft to hassle
you. but the emplacements on the

UEILMI  S C O R E
2141:113

surface of the planet hurl missiles
and bombs in an attempt to bring
you down. Six types of installation
exist: the slow and fast trajectory
types which fire bullets straight at
you. shielders  (whic h l o b  ex t ra
wide bullets  down  t he screen),
sprayers (which hurl bullets in all
directions), s t raights  (whic h fi re
two bullets, horizontally then verti-
cally) and finally homers (which fire
highly dangerous homi ng mi s-
siles). There are also four types of
wall which can't be crossed and
require varying amounts of shots
to destroy them.

The wars hip c an mov e  any -
where on the screen. As  you fly
over the landscape you wil l  see
squares w i t h  let t ers  ins c r ibed
upon them. I f the ship is guided
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Coo, a  scrol l ing
game. I n fact,  a
scrolling g a m e
with t h i ngs  t o
shoot at. Again. It

does possess some interest-
ing effects, such as when the
ships disappear into a sparkle.
However the pace of the game
is, on the whole slow. It does
get a bit faster further on, but
not much. Bulldog didn't enth-
use m e  that greatly. I t looks
and s ounds  okay ,  b u t  i r e
rather dull to play.

over one of these, it will change for
better or for worse_ For example, if
an S  is  collected your ship wil l

speed up, an F gives you extra fire-
power and a B gives bonus fire-
power a n d  autorepeat  (s o y ou
don't  have t o keep pressing the
fire but t on t o  fire). Mult iples  o f
these letters can be collected to
build your ship into a real force to
reckoned with, the only problem is
that all these powers,  as well as
one of your five lives, are lost if the
warship is hit  by a missile_ Other
special powers  which can be col-
lected inc lude t emporary  inde-
structibility and the ability to clear
the screen of  enemy missiles (a
sort of smart bomb effect). It is also
possible to scroll the screen faster
and reverse the scrolling to avoid
hitting walls  (or to go back for a
second shot at the targets).

Some of the letter squares are

best avoided — those with a back-
ward S s low your ship down.  a 0
drains y our  ext ra power,  and a
square wi t h  a  horizontal ar row
reduces your movement to left and
right only.

If you manage to fly right  over
the def enc e s y s t em y o u  w i l l
encounter a Polon Mothership, a
big and beefy affair which scrolls
down the screen towards your tiny
little wars hip a n d  t hen  s t ops ,
spewing missiles and bombs. This
can Only be destroyed by shooting

-
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Gremlin s t a r t e d
out wi th consis-
tently good pr o-
duct about a year
ago but now they

seem to have sunk to consis-
tently average. Bulldog would
make a good budget release.
as it features some nice music
and graphics and mildly addic-
tive gameplay.  But as a fully
priced game — well, it's lack-
ing. There is something about
the game that makes you want
to play it for a bit, but that soon
wears of t  11 you want a fast
paced shoot  e m  up,  then I
wouldn't recommend this.

off its gun turrets. When they've all
been destroyed, the mothership
explodes and you're transported
to t h e  nex t  (more  hazardous)
Polon defence system_

The game continues in this fash-
ion with the ground emplacements
getting more and more vicious and
the motherships growing bigger
and bigger.  If all this seems a bit
daunting, don't  worry too much —
you can earn extra lives at regular
point intervals,

It's a shame that
there i sn't mor e
to this game — if
there wer e al ien
ships s w i r l i n g

around it would be brilliant. As
it stands, shooting the ground
emplacements gets dul l  very
quickly due to the lack of vati-
ety. T h e  gamepl ay i s  a l so
unchallenging, bui lding up a
huge reserve of extra lives is
very easy and you can keep on
going and going with very little
practice. If you're after a good
shoot e m  up,  shop ar ound,
there ar e  plenty better  than
this. 15118

PRESENTATION 76%
Pleasant title screen and high-
score table, but little else.

GRAPHICS 78%
Good backdrops, but they're all
very similar and get very repeti-
tive.

SOUND 70%
Reasonable title screen ditty,
and the spot effects range from
average to pretty good.
HCKIKABILITY 69%
Simple and obvious blasting
action mean that it's easy to get
into.

LASTABILITY 57%
Repetitive and unrewarding
gameplay soon gives way to
boredom.

VALUE 55%
Not enough content to warrant
such a high price tag.

OVERALL 60%
A simple blasting game which
provides a couple of hours enter-
tainment,

catee aP oa t -
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1942
Elite, 0.95 cass, E14.95 disk, joystick only
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Boom! Neeeeeeeow .  . .
'Command to Flight Eagle

— come in Right Eagle 'Wizzo
chaps, Fl ig h t  Spa rrow h e re .
What's the problem? "Trouble in
the Pacific. Annihilate cabbage
crates over the briny and return to
base . . . "You cads! Dame Vera's
just come over the air waves! Duty
calls though .  . . Flight Chicken
over and ayt'

So begins the perilous battle of

The trouble with
1942 is that it pro-
vides, literally, an
hour's enter tain-
ment. The  game

seems gr eat  when y ou first
load it up and play it—It seems
tough and very addictive, but if
you actually play for more than
a couple of minutes you realise
that it isn't. Ail the planes come
in patterns,  s o once  you've
teamed them you never  have
to die and the game gets really
boring. Ther e's no  detai l  or
variety i n  t h e  ba c k dr ops
either, apar t from one or  two
volcano cr ater s a n d  gr e e n
stretches of  l and (very unin-
spiring) and i t al l  looks very
samey. Even the music gets
annoying after  a  whi le.  Sur -
prisingly the  or iginal  ar cade
game isn't that old and when it
was released I  found i t very
dated. Just l ike this conver -
sion really.

1942. Somewhere in the Pacific a
mammoth bat t le i s  raging.  The
enemy's fl eet  a n d  airf orce a re
growing i n  s t rength.  You ,  t h e
heroic p i lo t  o f  t he plane Flight
Eagle, have been assigned t o
Invade enemy a ir space in  an
attempt to diminish their numbers.
In a daring solo mission your car-
rier will take Flight Eagle to the
edge of safe territory from where
you must begin.

The engine splutters into life, the

SC OKI. •  1, IUES R O L L  •  H IGH -SORE0058StiO •  r r r  •  •  0 0 5 8
1 3
0 0

633 squadron theme tune is rattl-
ing through your head, and you're
off — all alone. The opposition
consists mainly o f  simple, bu t
deadly gunners. Get past them
and the enemy will begin to worry
and send a few bigger planes after
you. These have to be shot several
times before they are destroyed,

1942 h a s  d e l i -
vered w h a t  i t
originally set out
to, but  i n reality
It's j u s t  n o t

enough.  It appears quite fun to
begin with, the first few waves
are qui te enjoyable. But then
— well ,  i t suddenly loses its
appeal i n  one  qui ck  fl ash.
There's very little here to hold
your attenti on m e d i o c r e
graphics a n d  uni nspi r i ng
game pl ay .  T h e  s ound i s
reasonable but it won't be long
before that begins to annoy —
just like the game.

unlike the gunners which can be
blasted with one well placed shot.
Some planes carry an unusual
cargo in the form of 'POW'er cap-
sules. When a complete squadron
is shot down this cargo is ejected
so you can retrieve it for extra fire
power.

The mission is split into several

sections, each becoming more
difficult as you progress further
into enemy territory. Huge bom-
bers appear later in the game and
must b e  shot many t imes t o
destroy them before they shoot
you. Fortunately your plane can be
rolled, done by pressing the space
bar. This makes you invincible for
a few seconds as your plane loops
the loop. However,  only three rolls
are provided for each life.

Be prepared!  Enemy  gunners
have their sights set on you, and
their pilots are prepared to die to
thwart your mission. The carrier at
the end of enemy territory awaits

myoaukre it?
return —  but  will you
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I m us t  admi t,  I
used to hate the
arcade version of
1942. I  j ust  feel
sorry for it now. It

must be realty embarassing to
look so dire on the 64. 1942 is
a boring shoot em up and will
only appea l  t o  t hos e  w h o
mindlessly rush out and buy
arcade conversions. Everyone
else ought to have a good look
at it first. Why Elite bothered to
convert such an aged shoot
em up I don't know. As far as
I'm concerned it's a waste of
bme and effort a n d  money.

PRESENTATION 77%
Reasonable title screen and
high-score table.
GRAPHICS 59%
Not very colourful, interesting orvaned.

SOUND 61%
Simple tune which soon proves
irritating.
HOOKABILITY 78
6
/ .
Straightforward objective makes
the game easy enough to getinto

LASTABILITY 57%
Quite playable but too repetitive
to enthral.
VALUE 52%
Overpriced for such antiquated
shoot •3171 up action.
OVERALL 58%
An uninspiring conversion of a
poor arcade game.'
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CONT ON PAGE 202
Ever get the feeling that comments and quotes that you read in magazines somehow don't
quite reveal all the truth a r e  somehow incomplete, with the speaker cut off in his or her
prime? Flipping through some ZZAP! backissues, we noticed that one or two things seemed

to have been left unsaid. So maybe, now's the time to say them .  .
After over 18 months of referring to page 202 we finally get to print it, by sleight of page num-

bering. Just in case page 202 doesn't appear for a while longer, we include some continua-
tions that should fit any slots for 1987

4  (cord from page 9, Issue 1)' Computer. starting a magazine all
. . . buying an expensive business

about i t  and selling my  Acorn
shares in double-quick time. Now
take a look at Alan Sugar, there's a
man who really knows how to pro-
r e  computers . • .
-  1 ICOnrf from min

t  . • • margin, '
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a  4 9
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(cont from page 13, Issue 10)
margin (cont Page 404)
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LOLLIPOP
W P M -
The Quick Blow Method
Of Wrapper Removal
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the latest t h e
(coat from page 87, 3 0 )

States. e latest arcadetee Of course, I have ALL the
high-scores on the MY DOZEN
arcade machines which I  o wn
thanks to all the words I write in
MY column for ( c o n t  on page
88)

lcont from page 88, issue 30). M Y  own benifit.
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and lust keep on clockin
Points even if the cat' g  up the

(cont from page 12, Issue 25)
ser. Which all goes to show if

you wield an axe you're bound to
do some damage, and if you're a
' lettuce leaf' wimp you're likely to

4 Cut your n ip  foot off.
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(cont from page 8, Issue 27)
International. But then again.

the whole point of being a member
of Audit Bureau of Circulations is
to have your circulation figure
examined and published by an
independent body. Four year old
data is of no earthly use to anyone

buI historians, or those wishing
:ico reminisce about 'the good old
days'.

(coat from page 89, issue 31) -
= s t sthis game is good it makes mewant to diet.
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HAVE YOU GOT
WHAT IT TAKES TO BE AP 6111117

Top Gun puts you in the fighter pilot's seat
of an F-I4 Tomcat.

Vector graphics and a split screen allow I or 2
players to play head to head, or against the computer.

£7.95
SPECTRUM
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Your armaments in this nerve tingling aerial duel
are heat seeking missiles and a 20mm rapid fire cannon.

Can you feel the force!
Top Gun mavericks! Enter the danger zone.

£8.95

TM

AMSTRAD/ COMMODORE

Ocean Software Ltd., 6 Central Street. Manchester M2 5NS. Telephone: 061-832 6633.Telex: 669977 OCEAN G.

TMA  ,f  I  CIRR Purmmniint PirtimpsL rnrnnrAtinn. Al l  Ri Ats  Reserved. TM.  a  trademark of Paramount Pictures Corporation.
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The officially e o rs e d  game by

°Om' .
Sequel to the hugely successful Hung Fu simulation.

eight more deadly opponents to combat as you develop your karate skills and advance to become a
black-belt master.

Authentic fighting moves with 4 different locations create an outstanding and realistic atmosphere.
Imagine Software (1984) limited. 6 Central Street. Manchester-M2 5NS.Tel: 061 834 3939


