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By the way, the next ZZAP!'s on sale on
September 10th -  be there or be  a triangle.
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This has been a remarkable month
here in ZZAP! towers. After a
slightly slow start, the flow of soft-
ware eventually picked up at such
a rate that by the end of the month
we were inundated with vast quan-
tities of quality software. When
was the last time we had a Gold

Medal and three Sizzlers in
a single i s s ue?
What makes this

activity all the more
spectacular is that

it has come so close
to this year's PCW

show — an event which
usually causes a severe

software drought.
Speaking of the PCW show, this

year's tenth anniversary bash
promises to be the best yet, with a
number of special promotions and
new releases promised.

From our point of view, one of
the show's major events will be the
launch of Newsfield's new
magazine The Games Machine.
This exciting mult i-user periodical
is being produced by two of the
company's most experienced and
talented journalists, Graeme Kidd
and Gary Penn. and promises to
take a fresh and innovative look at
the field of electronics entertain-
ment — a must for any computer
owner. Tune in next month for
more details, or see us at stands
3046 and 3047 (National Hall, Gal-
lery Level) at the Olympia.

This month has also been
interesting from my own personal
point of view. Apart from the minor
inconvenience of my house burn-
ing down, I've also become an
uncle for the first time (congrats to
my sister Deirdre, her husband
Vincent and Adrian the sprogl). I'll
talk to you again next issue — but
after a much quieter month I hope.

WHEREVER I LAY
MY HAT .  .

Ciartin Brennan

ADVERTISERS INDEX
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ZYNAPS
ewson, E8.95 cass, £12.95 disk, joystick only -

••  audio-v isual experience in deepest  space
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reaches of space, a group of
three mut l i - ro le  Sc orp ion

fighters set oft on a mission to seek
out and and destroy a secret alien
stronghold. You are their leader.

The action is set over 12 differ-
ent horizontally  scrolling levels,
starting ins ide t he  narrow and
twisting confines of a space sta-
tion. As soon as the Scorpion sets
off, alien craft zoom in to attack.
Contact with them or their missiles
has fatal consequences, but  an
on-board double shot laser is used
to defend the craft.

When a format ion o f  aliens is
shot, a glowing fuel pod is drop-
ped. Th e s e  a r e  automat ically
picked up when touched, the fuel
enters direc t ly  i n t o  t h e  s h i p s
weapons system, and an icon is
displayed a t  t he bot t om of  t he
screen. A t  fi rs t  t his  represents
extra Speed,  t hen advances t o
extra Las ers ,  P las ma Bombs ,

antel i s  beg inningl
this a a p s  is addle-

, Oars s  good. h a n d l e s  beauti-
Hy, with j a m o u n t  t h e  alien attack

erns are w i t h  odd awl b o u n c i n g  attacks.
progre s y s t e m  is total o b tr u s i v e  and allows

tures to w i t h o u t  interrupting the gameplay at all.
fact, the a t  lets down the game design is the fact

level r n e v e r  the craft is destroyed. It's pretty
tough going, l e v e l s  seem almost impossibly hard- but
practice pays off. A brilliant atmosphere is generated by the
unusual and pretty graphics, and the smart sound effects are
suitably fitting. It you're a shoot' u p  fan, don't deny yourselfa slice of this action.

8 ZZAP! 64 September -
1 9 8 7

Homing Mis s i l es  a r i d  fi na l l y
Seekef Missiles, When the desired
addition appears, it is added to the
Scorpion by keeping the fire but-
ton depressed (the fighter glows
to s how readiness to accept an
extra feature) when the next fuel
pod is  collected.  The  Scorpion
holds a  max imum of  f our extra
speed and laser units, and two of
any other feature.

When the Space Stat ion's exit
port i s  reached,  a  large al ien
mothership appears  and blocks
the way. Destroying this is the only
way to progress to the next level.

After the confines of the Space
Station c omes  a  dense asteroid
field filled with attacking craft, and
after t ha t  c o me s  a  series  o f
stranger and stranger alien envi-
ronments until,  on  level 12,  t he
alien base is reached -  where a
final deadly confrontation with the
Mother alien is staged.

11. Moving just nototimed the eeterold belt. the Scorpion is footed by
the Sweat of ellen Mike craft - if K ain't one thing Ws EnOtherl

The first mothership proves en siusive adversary

to The cartoon-like settings of the Arizona desert set the scene for
the madcap activities of the two Warner Bros characters
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U o until recently, It wasimpression that shoot'
ups were always a product of
the Status Quo school of com-
puter programming -  y ou
know what I mean, all exactly
the same except for a different
guitar solo. But this is very
wrong, as Gary Liddon took
great pains to point out to me.
Most games of this type differ
in one respect - feel - and this
is where Zynaps is a real win-
ner i t  feels so good. The
ship is incredibly controllable
-  with a beautifully weighted
Inertial control method -  and
the alien attack patterns pro-
vide exactly the right amount
of challenge to give maximum

yment w i t h o u t  e v e r
ming too easy. Another

nt point is the method
select extra weapons
dies -  it's remarkably
yet the fact that your

never needs to leave the
•tick adds greatly to the

enjoyment and playability. Buy
this - even if you've already got
2,000,000 shoot 'em ups in

rca.. o n .

PRESENTATION 92%
Pause mode, high score tab
one or two player option and
impressive in-game use of icons.
GRAPHICS 93%
Pretty and distinctive, with
increasingly impressive back-
drops.
SOUND 87%
Pleasant title music and wonder-
fully atmospheric spot effec
Hookmarry 84%
Initialty difficult but remaining
addictive despite the frustration.
LASTABILITY 89%
Twelve tricky levels of death
dealing mayhem should provide
more than a fair challenge.

OVERALL 90
4
)/0
An immensely addl
and infuriatingly di
'em up.
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ROAD RUNNER
US Gold, E9.99 cass, E14.99 disk, joystick only
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the W o r l d ' s  f a s t e s t
feathered f reak ,  t h a t

supersonic Road Runner i n  his
very own arcade game. And, true
to the cartoon series, in paw-blis-
tering pursuit  is  the sharp-nosed
Wile E Coyote.  intent on having
roast Road Runner for dinner.

The player takes control of Road
Runner, wh o  has t o escape the
slavering attentions of the horrible
hound. H e  c a n  out s print  t h e
coyote wit h ease, but  the prairie
wolf is a persistent carnivore, and
is quite willing to pursue his adver-
sary o n  p a w ,  p o g o  s t i c k ,
skateboard o r  even jet -powered
skateboard.

The act ion is set over 12 hori-
zontally scrolling levels, with Road
Runner speeding along from right
to left and complet ing a level by
reaching a set marker. Wile E hot-
foots behind, try ing every trick in

I love the arcade
game a n d  this is
about as close as
you're goi ng t o
get on the 64. The

graphics and sound are spot-
on, a n d  t h e  gamepl ay  i s
remarkably similar. The  only
bugbear is the incredibly frus-
trating casset te  mul ti -l oad.
Long, l ong wai ts have to be
endured between levels, and
even m or e  wai t i ng occur s
after a game has finished and
the shor t cut option is used.
The di s k  ver si on i s  gr e a t
though,  with only a couple of
seconds' break in the hectic
action. If you're a 1541 owning
Road Runner fan, buy the Com-
modore version pos t  haste.
Even the most patient of C2N
owners should think about the
long-winded nature of the cas-
sette format first.

Anyone want i ng
an exact  repl ica
of the arcade ver-
sion of Road Run-
ner need look no

further than this latest US Gold
offering. Unfortunately, for me
this r epr esents i ts  gr eatest
flaw, since I wasn't that keen
on the stand-up version. The
gameplay is very simple and
chase games,  however  wel l
done, aren't really state of the
art in gaming. Having said that,
this is an extremely competent
conversion -  especial ly t he
sprites, whi ch a r e  super bl y
animated and have heaps of
character. The music is great
too, and serves to induce a ris-
ing feel ing of panic. Cassette
owners wil l  be  over joyed t o
hear that the multi -load sys-
tem i s one of  the worst I 've
seen, practically crippling an
otherwise fun game. An awful
point i s  t he  f a c t  tha t  pl ay
begins immediately the level
has l oaded.  I f  caught  of f -
guard, Wile E. sl ides straight
on and grabs you before you
have a chance to react -  truly
annoying!

he book to reach his prey. Road
Runner starts with five lives, losing
one each t ime that Wile E gets his
paws on him.

The disadvantage o f  a l l  t h is
speed is that energy is expended
at a vast rate, and the the only way
to keep going is to collect the piles
of seeds which are scattered along
the route. Road Runner faints with
hunger s hou ld  fi v e  s eeds  b e
missed, and Wile E then retrieves
him at  leisure. Certain seeds are
not all they seem, and are rich in
iron filings. Once these are lodged
in Road Runner's gizzard, Wile E
Coyote uses his powerful magnet
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to slow him down.
Trucks, avalanches, crevasses

and mines appear on later levels,
representing d e a d l y  haz ards .
These also kill Wile E. and if Road
Runner goads him into a hazard.
extra points are scored.

Other features include invisible
paint spilled upon the road, which
makes ei t her  c reature inv is ible
when t ouc hed,  a n d  lemonade
which is drunk for bonus score. An
additional score is also awarded

The lack  o f  c on-
sistency i n  t h e
gameplay always
put m e  of f  t he
Road R u n n e r

arcade machine, and I feel that
this c onv e r s i on h a s  n o t
Improved the situation at al l
It's quite disorientating to play
a game where the levels vary
In difficulty as much as they do
In this one -  a pleasant romp
Can tur n i nto a n impossible
trap in a  matter  of seconds.
This may be desirable to some
players, but i t only served to
put me off completely. This is a
pity really, because Road Run-
ner doe s  have some str ong
points. The graphics are excel-
lent, and a great degree of the
original car toon's sense o f
humour has been retained. I f
you're a disk-drive Owner who
liked the arcade machine then

can r ecommend thi s -  i f
not

when Road Runner plays chicken
and lets his ravenous pursuer get
close and then runs off, poking Out
his t ongue as  h e  goes!  Meep!
Me wl

CASSETTE
PRESENTATION 67%
The lack of options and painfully
slow cassette loader mar an
otherwise polished product.
GRAPHICS 80%
Colourful, smoothly scrolling
backdrops and well animated
sprites, fully capturing the
flavour of both the cartoon and
arcade game.
SOUND 79%
Four whacky tunes and greatspot effects.
HOOKABILITY 71%
Quite playable, but the long
pauses between levels detract
from the enjoyment.
LASTABILITY 57%
Plenty of action across 12 levels,
but the multi-load would try the
patience of a saint.

OVERALL 69*/0
A very competent and playable
conversion which is sadly mar-
red by an awkward cassette
multi-load.

DISK
PRESENTATION 77%
No options, but slick and
polished nonetheless.
GRAPHICS 80%
See Cassette.

SOUND 79%
See Cassette..H mummy so%
Instantly playable and enjoyable
road running action
LASTABIUTY 74%
Twelve levels of increasingly
tough action should keep the
toughest of road hogs engros-
sed

OVERALL 74%
A competent and playable con-
version which is very true to the
original.
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the greatest
master criminal

the world has ever,-
seen, fact ottictforL.

This classic coned of good
versus et& ic portrayed with a

realism astortexckemerd that can only
take t h e  the workrs most famous

of superheroes and supervillains-
There 'recreations of adventure, there are

creations of combat but there is not a creation
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Continues!!!
Join with the forces of
MASK , skiffully commanded
by the brilliant strategist Mao
Trakker and combat the evil of the
vildnous VENOM In their quest for
deodnadon of the world. No longer need
yam stand by and passively observe the evil
deeds of Mayhem and Ms co-conspirators.
Here Is your chance to dig deep Into your cunning
and put your skills to the test against



RE-BOUNDER
Gremlin Graphics, E9.99 cass, E14.99 disk, joystick or keys

Gremlin's effervescent tennis ball returns to save the world

ounder's back! That lovable,
felt-covered v u l c a n i s e d
bundle o f  bounc es  h a s

returned t o  prov ide more high-
flying ant ics on a series of  plat-
forms fl oat ing h igh  abov e t he
world. These aerial pathways are
under the control of the evil Over-
lord, and  it ' s  our  heroic  tennis
ball's task to free the suspended
pathways once again.

The ac t ion i s  displayed f rom
above, with the continually bounc-
ing bounder bounc ing anywhere
that the landscape allows. Failure
to hit  a solid floating plat form or
piece o f  machinery on a  down-
ward bounce results in Bounder
hurtling Eart hward,  a n d  c o n -
sequently a loss of one of his five
lives.

The mis s ion begins  wi t h  t he
landscape scrolling f rom lef t  t o
right. Aliens immediately  fl y Into
attack, with their touch reducing
Bounder's pressure-represented
by a fatally shrinking bar. Bounder
has an unlimited supply of balls to
shoot at  t he attackers, although

J us t  a few minutes is all it takes for Re-Bounder to becomeIncredibly addictive, and once it's got a grip on you it's very
hard to put the joystick down. The graphics are incredible, with
superb bas-relief effects and smooth parallax scrolling, The
sound is the only slight disappointment - the tune seems good
at first, but it quickly becomes annoying. The spot effects are
weak too -  but the brilliant gameplay more than makes up for
these minor flaws. The original is a classic -  and Re-Bounder
looks like it 's going to follow in its footsteps.

T E
S T

the shot's effect depends on the
ball's pressure. Every so often a
pump station is encountered, and
when touched gives the player the
opportunity to increase Bounder's
pressure by waggling the joystick
furiously. Af ter fi ve seconds t he
quest continues.

Some plat f orms  a r e  mark ed
with exclamation marks or ques-
tion marks, giving a mystery bonus
when b o u n c e d  u p o n .  S o m e
squares c rumble or disappear -
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platforms

Bounder's life is full of ups and downs -
especially when he's trying to shake off an
elusive Guardian

I r  Evading the Overlord's minions is no easy task for Bounder-even though
he can now arm himself with spinning orbs of doom



9 r  he t ime of sequels  is upon
us yet again b u t  at least

this one's bet ter than the orig-
inal. Re-Bounder takes the first
Bounder t heme,  improv es  on
it a n d  then improves  on it
again. The gameplay 's  better,
the graphic s  a re  bet t er,  t he
effects are better,  the parallax
is inc redible a n d  t h e  mus ic
I s . . .  wel l ,  four out of five ain't
bad. Hav ing the screens scroll
in all four direc t ions is a great
idea, and really gives the game
a new dimens ion.  Re-Bounder
has ma n a g e d  t o  re t a in  t h e
playability of its predecessor —
but it 's  f ar more fl exible,  and
should hold t he at tent ion f or
longer than Bounder ever did.

others set  of f  a deadly  reaction.
Other deadly hazards include lava
pools, air vents and walls.

Extra weaponry and armour are
discovered along the way  in the
form o f  red  tokens.  Thes e are

An armour-clad Bouncier proves a worthwhile adversary
for the Overlord's minions

T a  k e a l l  o f  t he playabilit yand a d d i c t i v e n e s s  o f
Bounder, a d d  s o me  br i l l iant
graphics,  a  b i t  o f  s hoot ing,
extra fi repower  and armour ,
mult i-direc t ionally  s c r o l l i n g
levels, a whole host of puzzles
(not t o  ment ion s ome  t ric ky
mapping) a n d  what  have
you go t ?  Re-Bounder!  Al l  t he
fl avour of  the original is  here,
but the addit ional features and
vastly i mp r o v e d  g a me p l a y
have real ly  added spice.  S o
much so, that  after playing for
ages the game was  st ill man-
aging t o  t h row up surprises.
The only annoying thing is hav-
ing to end the mission because
you've reached a dead end —
but even that  compels  you to
go back  to the beginning and
start again. Look  this  up even
If you disliked the original Re -
Bounder is  an excellent  game
in its own right,

•

Picked up and added to Bounder
when touched. Extra weapons are
vital to success, as the aliens on
later levels become increasingly
vicious a n d  m o r e  dif fi cult  t o
destroy Sixteen smart bombs are
also available for use against the
Overlord.

Junctions a p p e a r  a t  regular
intervals. The scrolling then stops,
and a large Guard,an appears arid
attacks with fervour A  hail of fire
sees of f  this  menace,  and  t he
rotund hero continues his adven-
ture t h e  available pat hway s

V  Regular visits to the pump station
are all that's needed to keep the
pressure on

being I nd i c a t ed  b y  g l o wi n g
arrows. The journey may then con-
tinue scrolling upwards ,  down-
wards or  vertically d e p e n d i n g
the direction chosen.

There is  only one route to the
Overlord, and if  a  wrong turn is
taken and a dead end reached the
mission ends.  Therefore a good
map or memory is useful a l o n g
with w e l l  dev e loped  d e x t r a l
abilities!

PRESENTATION 82%
Well presented throughout,
including a brilliant title screen
However, the self-indulgent
Scrolling message is a little
unnecessary.
GRAPHICS 93%
Superb parallax effects, great
sprites and some gorgeous col-
our.
SOUND 70%
An average Daglish soundtrack
complemented by some fairly
standard effects

HOOKABILITY 89%
Fiendishly addictive from the
start, even it death comes all too
quickly,
LASTABILITY Etria
The profusion of variety and new
features should keep you bounc-
ing and exploring for weeks

OVERALL 90%
A brilliant sequel, and a superb
name in itself

ZZAP! 64 September 1987 1 3



THE ASTONISHING ADVENTURES OF

MR WEEMS AND
THE SHE VAMPIRES
Piranha, £8.95 cass, £13.95 disk, joystick or keys
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only t he sport  o f  the Van
Helsing family  — Mr Weems

also thinks that it 's a pretty good
way of passing the time. His latest
escapade involves tracking down
and killing the Great She Vampire,
and this release from Piran ha gives
you full cont rol ov er his  blood-
filled adventure.

And s t i l l  t h e
Gauntlet c l o n e s
come! This one is
simply appal l ing,
combining all the

worst elements of  the genre
with di re graphics and abys-
mal sound.  The gameplay is
awful. You can destroy all the
pots on one  screen,  go off,
return a  s e c ond l ater  a nd
they're back — monsters and
all! T h e  contr ol  m e t hod i s
really fiddly, and when nearing
the border  it's all too easy to
accidently m ov e  of f  scr een
and end up in a middle of a load
of pots — resulting in a swift
demise. Thi s frustrating ele-
ment is made even worse by
the patheti c col l ision detec-
tion on the monsters.  The E9
price tag is rather hopeful  — I
certainly wouldn't part with it
for this.
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The act ion is  set in She Vam-
pire's six-level, fl ick screen man-
sion. The enormous house is filled
with a  maze of  rooms and cor-
ridors, barred by locked doors. Mr
Weems progresses by  collect ing
keys and opening the doors which
block his  route t o higher levels.
Hidden doors and magic transpor-
ter blocks also provide help along
the way ,  but  these have t o be
found by trial and error_

Spread throughout the spooky
hall are coffins and pot s  which
break open to reveal Giant Bats,
lumbering Frankenstein monsters
and vile She Vampires. As soon as
they seethe unfortunate hero, they

v  T h e  balding superhero continues his fun-t illed frolics  in the lair of the She-Vampires

When are we ever
going to see the
end of these poor
Gauntlet c lones ?
Admittedly t h e

scenario i s  novel ,  b u t  t he
gameplay is identical to that
which Druid started on the 64 a
year ago — only a  lot worse.
Worse still, the  whol e game
looks absolutely awful ,  wi th
incredibly cr ude spr i tes and
backdrops. In fact, the way the
monsters wobbl e around the
screen like cripples with bun-
ions is about the only enter-
taining aspect of this almost
terminally bor ing game. Steer
well clear of Mr Weems—it may
well drive you batty.

give chase and suck his  blood,
represented numerically below the
main display. If this number falls to
zero, Mr Weems dies. Luckily for
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BLOOD
COUriT L E U E L

11-g
Fle 0 0 0 2 0 0
CP 0 0 0 9 2 S

our mild-mannered hero, there are
bottles of blood lying about which
replenish his lost corpuscles. He
can also take a garlic pill to give
himself a  short-term immunity  to
others' blood-sucking attentions.

Not content  with merely smel-
ling like a French chef, Weems also
totes a garlic-firing gun with limit-
less cloves_ A couple of accurate
shots f rom this  sends a  blood-
sucking mo n s t e r  b a c k  f r o m
whence it came. The gun is also
used to smash pots and destroy
the creatures before they have a
chance to emerge.

On reaching level six, our vam-
pire enthusiast finds the Great She
Vampire's penthouse lair. There,
he kills her at his leisure, but only if
he has collected a stake, mallet.
mega-garlic p iec e,  mi r r o r  a n d
crucifix en route.

If he manages to despatch the
Great She Vampire, Weems must
make like Seb Coe and leave the
vampire-ridden Mans ion bef ore
her enraged minions seek him out.
What a strange hobby.

I s u p p o s e  M r
Weems c a n  b e
pigeonholed
along w i t h  t h e
other mul t i tude

of Gauntlet lookalikes e x c e pt
that i t's one of  the worst to
have shuffled onto this mortal
coil s o  far .  I t ' s  absol utel y
pathetic, l ooks  a  compl ete
mess a nd plays the same.  I
couldn't believe how easy it is
to die I  had about five goes in
as many minutes! One map(
annoyance i s  t he  fac t  t ha t
leaving a location and then re-
entering r esul ts i n  t he  r e -
appearance of all the baddies
that I'd just slaughtered; often
causing immediate death. This
Is a  surprising release fr om
Piranha, just when they looked
like they were getting their act
together.  M r  We e m s ? N o
fangs

PRESENTATION 52%
A useful redefine key option, but
otherwise messy and slipshod
GRAPHICS 23%
Dreadful characters with
amateurish and undetailed
backdrops.
SOUND 8%
What's there isharsh on the ears.
and very ineffective,
HOOKABILITY 30%
The messy screen layout and
tricky control method destroy
any initial enjoyment.
'AMOR-ITV 17%
Far too frustrating to provide any
enjoyment.

OVERALL 19''/0
A poorly designed and executed
Gauntlet derivative%
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REBEL
Virgin Games, E9.95 cass, joystick only
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THX2240 is not happy with
her lot  in life: work ing on

the state controlled Soya planta-
tion is a little too much like a con-
centration camp for her liking.

Already restless, the final straw
is a threat of uncondit ional termi-
nation f o r  failure t o  at tend her
crops_ In a fit of anger, she decides
to steal a Crowd Control Vehicle
(CCV), a n d  es c ape f r o m t h e
agricultural bloc. In short, she has
turned rebel

Throughout the complex, giant
solar conductors are used to pro-
vide art ifi cial sunlight  f or  c rops
during bad weather. Their intense
rays are directed around the plan-
tation by means of solar reflectors
—arid these are so powerful they
can be used for destructive pur-
poses. This is how THX decides to
escape the plant.

The different compounds within
the agricultural bloc are separated

After t he  excel -
lent Da n  Da re  I
expected a  l i t t le
more t h a n  a n
expansion of  a n

Idea fr om GOF's l ast game.
Taken as a game in itself, it's
fun and proves quite mind-tax-
ing as you attempt to line up
the lasers — but I never felt par-
ticularly excited by the action.
Rebel i s a n enjoyable diver-
sion, but doesn't really contain
enough to warrant its expen-
sive price tag.

by sealed exit tunnels, By driving
around the complex in the CCV,
THX can alter the posit ions of the
reflectors i n  order t o  direct  t he
intense beam of radiation toward
the exits. One blast from the beam
and access to the next section is
hers.

The plantat ion is  displayed on
•

b. The huge Solar Beam Generator lies to the left of the screen -
wait ing for your s ignal

One of the soya plantation's car parks appears, as you trundle
onwards in your bid for freedom

/  7 1 4 1 1 1 fi *

Anyone who has
played the earlier
Virgin classic Dan
Dare w i l l
immediately rec-

ognise this from the sub game
where D a n  ha s  t o  destr oy
computers by bouncing a laser
beam off mirrors, having first
arranged them correctly.  As
such, it's quite enjoyable, hair-
mg t o  wor k  out  wher e t he
reflectors shoul d be  placed,
and then watching with glee as
the beam whizzes around the
plantation to destroy the exit
portal. Unfortunately, the con-
trol method i s  cl umsy a nd
makes the game an awful lot
harder to play than necessary.
I would have preferred a more
complex  p u z z l e  a n d  t h e
removal o f  t he  pat ro l  c raf t ,
since they only  serve to over-
complicate things and appear
to have been inc luded as  an
afterthought to liven things up
a bit.

screen f rom an overhead v iew-
point_ The  armoured vehic le is
directed around the scrolling com-
plex. collecting and turning reflec-
tors as  desired.  Onc e correct ly
positioned, t he  s olar generator
can be fired to breach the exit, at
which point  the CCV appears in
the next, more complex section.

During T H X ' s  a t t e mp t  t o
escape, police surveillance veh-
icles are constantly patrolling the
grounds and flying overhead. Air-
craft fire upon the CCV whenever
it falls within range, and contact
with the armoured patrol vehicles
results in immediate termination_
The CCV also Carries weaponry
and can protect itself f rom aerial
attack, but  the heavily armoured
tanks must be avoided at all costs.
Escape f rom this new world is by
no means easy

PRESENTATION 53%
Decent dOCumeniation. but little
else apart from a perfunctory title
screen

GRAPHICS 59%
The bas-relief backgrounds are
spoiled by gaudy sprites.
SOUND 52%
Great title track, but little more
than harsh white noise effects
during the game.
HOOKABILITY 40%
The confusing control method
leaves a lot to be desired.

LASTABILITY 58%
There*s a game in there if you
look for it

OVERALL 61%
An initially rewarding, but ulti-
mately unplayable development
of an original concept.
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LIF N I A
GAMES
US Gold/Epyx, E9.99 cass, E14.99 disk, joystick on

•  Another s t A t a 2 d i t i n i l i t h e  Epyx Games series11111
.• • • •

aving given you the opportu-
nity t o  part ic ipate in  sea-
sonal sports in the Summer

and Winter Games series, and to
travel t o  distant  lands  in  Wort d
Games. Epyx now offer you the
chance to go to California and take
part in some of the World's t ren-
diest sports.

California Games is the fifth in
the Games series, and boasts six
new ev en t s .  T h o s e  w h o ' v e
enjoyed the previous releases will
recognise t h e  n o w- s t a n d a r d
options screen. This allows up to
eight players to compete in all or
some the events, practice an event
or view the record table (the disk
version automat ically  saves t he
highest scores for posterity).

When a compet it ion starts, all
players i n p u t  t he i r  n a me  a n d
choose a sponsor (there are nine,
including Cas io  a n d  Kawasak i)
before undertaking the following:

Six events . w i t h  fun and
• ayed each y o u  switch on

the beast is s i x  games are
• the only I s  trying to
In first! Even r e l y  technical

ged to su t h e i r  own high
es a d s g e n e r  t h i s  program
ond T h e  multi-load cassette may
s, but ,  amount of enjoyment to be had

is inconvenience should only seem minor.
a real progression in the Epyx sports aim
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FLYING DISK
Set in a beautiful lakeside park, the frisbee event involves two people -  a thrower and catcher. The objective
is to hurl the disk to the catcher as accurately as possible. Points are awarded for the type of catch, either
running, diving or overhead a n d  the less steps the catcher takes to reach the disk, the more the catch is worth.
The player has three attempts to throw and catch the disk.

18 ZZAP! 64 September1987

SURFING
The sport of the self-proclaimed Kings of Hawaii. surfing now takes place
along the whole length of the California coastline. Now's your chance to
shoot the curl, shred the tube or hang ten without even getting your feet
wet. The screen displays the growing whitecap with your surfer tying on
his board, preparing to catch the wave_ Pressing the tire button sees the
surfer stand up and begin his ride. The aim of the contest is to ride the
wave for as long as possible, while attempting to enter the curl itself.
Moving the joystick controls the direction of the board, and holding the
fire button down allows sharper turns to be made and also slows the
board down -  effectively allowing the wave can catch up, and allowing
you to enter the tube itself. A 'Wipe Out' is the term used for the prema-
ture Separation of surfer and board. This occurs whenever you stray to
far to the bottom of the wave and also if you get caught in the tube itself.
The ride lasts for one and a half minutes, and at the end of your efforts,
a group of laid-back beach bums hold up score cards to tell you how you
fared_

gib
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just like double decker
buses -  you wait all year for
one, and then two come a t
once! Hot on the heels of Head
Over Heels comes the superb
new Epy x  release,  California
Games. Once again the Amer-
ican software house have
exceeded both  themselves
and the limitations of the CM
to bring us another incredible
-  and somewhat laid-back -
sports simulation. I f  y o u
gather up all the superlatives
from previous Erryx reviews
and add them together, you
just m i g h t  g o  ha l f-wa y
towards describing California
Games. Again the animation
and graphics are without peer,
and the six separate games
join together perfectly to form
a single, unbeatable package.
Just for the record, the Surfing
is my favourite -  fun to play,
relaxing to watch and flawless
in its implementation. I love it.

HALF PIPE
Become the most awesome dude on four wheels in this radical skateboarding event! A press of the fire button
signals the skateboarder to push of f  f rom the starting ramp at the top. Up  and down joystick movements
accelerate the skater as he oscillates across the half-pipe, and a combinat ion of the fire button and left and
right on the joystick starts either an aerial turn, hand plant or kick turn, depending on the skater's position on
the pipe when the joystick is toggled. Careful t iming is essential during a manoeuvre, otherwise the skater falls
and is 'wiped out'. The player is given one minute and 15 seconds or tour wipe outs to complete as many stunts
as possible. Go for it, and see if you can shake the pipe enough to cause an earthquake (that wasn't my fault

that was San Andreas' fault).

ROLLER SKATING
The beach boardwalk is a dangerous place for a non-skater, and Californian skaters are the coolest around.
Getting from one end of  the 'walk to the other while staying cool and doing stunts is the task that awaits you
in this section. Your female on-screen counterpart begins at the far left of the boardwalk and has to traverse
the length of the course, avoiding cracks in the pavement, grass, old pairs of sneakers and even flying beach
balls, Repetit ive movements of the joystick cause your skater's legs to move, while pressing the lire button
causes her to leap in the air. Spins award you with extra points, and jumping spins over obstacles are awarded
with correspondingly higher scores.

ZZAP! 64 September 1987 1 9



ornetimes I hate Epyx. They produce something seemingly
unsumassable like World Games, and you use every superla-

tive In the book to sum up its brilliance. Then, a year later, they
release California Games, to boldly go where no-one has gone
before a n d  produce something even better! The gameplay
is by far the best in the Games series, incorporating (and you'd
better believe this) better graphics and animation and even
more depth and variety than ever before! There's no getting
near the limits of the score within a few plays either. All events,
especially BMX Riding, Foot Bag and the two Skate events.
require an awful lot of practice before you even start scoring -
developing your skills is another matter entirely! California
Games is quite simply the apex of computer sports gaming at
the present time. Recommending it is a formality.

FOOT BAG
Every Californian has a foot bag, or hackysack as they're otherwise known. These are small, leather-covered
bean bags which are carried around and used in moments of boredom - such as when you're waiting in a queue
to hire a windsurfer. In this event the objective is to keep juggling the bag for one and a quarter minutes using
Only your head, knees or feet. The screen displays a front view of the player, who moves left and right, jumps
and turns around. As soon as fire is pressed the player kicks the ball in the air. When the ball drops the fire
button is pressed to make the player kick at it again. Timing and positioning is crucial - the player tries his best
to keep the ball up, but if he's too far away, or kicks Out late or early, he misses. Points are awarded for keeping
the ball in the air as long as possible and extra scores are awarded for performing stunts (such as spinning
between kicks).

20 ZZAP! 64 September 1987
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CAriERON A U M E

BMX BIKE RACING
The Californian desert is the scene for the toughest of  the Californian
games - BMX Bike Racing. Seated on your dirt bike at the top of the first
ramp, the course extends to the right of the screen and must be com-
pleted in t wo minutes Of under. You are judged on the number arid
duration of stunts accomplished, and bonus points are awarded for the
time remaining on completion of the course. There are a variety of jumps.
burns and low bumps to be negotiated safely as well as rocks, tyres and
logs which can unseat the careless biker. Each player is allowed three
'easy' falls fie running into objects and tumbling from your bike) or one
'serious' fall (where a stunt goes wrong and you fall on your head). Any
further falls result in the end of the attempt, and the total score is then
displayed.

t4
l
b

PRESENTATION 96%
A superb array of options lackin
only a restart. The mult i-load
cassette is long winded, but
works well nevertheless.

GRAPHICS 97%
Outstanding animation and
backdrops.
SOUND 84%
An individual tune for each event,
and plenty of atmospheric spot
effects.

HOOKABILM 98%
Instantly playable and constantly
rewarding
LASTABILITY 96%
Six brilliant events, combining
depth of play and variety-you'll
be record breaking for months,

OVERALL 97%
Epyx surpass them v e s  yet
again with another •  itak3
S .  a ,  -

,



Mini Office I

Outstanding value
for money I f
you want to use
your 64 as a highly
efficient office
machine, Mini
Office certainly
gives you the
power you need.

—
C
C
I

a l  powerful home
and business

programs in just
ONE package — at
a price that  simply
can't be matched!

'This package is
incredible value'
— Daily Mail Home
Computing Guide

Voted Business
Program of the Year
— 1985 AND 1986
Pop. Computing Weekly

WORD PROCESSOR
Compose a letter, set the print-
out options using embedded
commands or menus, use the
mail merge facility to produce
personalised circulars — and
more!

SPREADSHEET
Prepare budgets or tables, total
columns or rows with ease,
copy formulae absolutely or
relatively, move directly to a
specific location, recalculate
automatically — and more!

GRAPHICS
Enter data directly or load data
from the spreadsheet, produce
pie charts, display bar charts
side by side or stacked, overlay
line graphs — and more!

DATABASE SOFTWARE

DATABASE
Build up a versatile card index,
use the flexible print-out
routine, do powerful multi-field
sorting, perform all arithmetic
functions, link with the word
processor — and more!

COMMS MODULE
Using a modem you can access
services such as MicroLink and
book rail or theatre tickets,
send electronic mail, telex and
telemessages in a flash — and
more!

LABEL PRINTER
Design the layout of a label with
the easy-to-use editor, select
label size and sheet format,
read in database files, print out
in any quantity -  and more!

Europa House. 6$ Chester Road,
Hazel Grove, Stockport SK7 5NY
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1 1

Address  1
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Commodore 64/128
0  t  16.95 cassette
0  £1995 SW disc

I enclose cheque made payable to
Database Software, or debit my
Access/Visa card:
1 1 1 1 1

Exp. date 1 I

Signcd
Name

SEEM

ORDER HOTLI,\*E:
TEL: 061480 0171

SENO TO: natahase Sor“%art.
Europa !Wow; bil Cheder Road.

_ I  L021 !hid Grove. Stockport NK7 5NV.



Vie'te fping nay 5000 games
-one ot them could be yours'.
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Thrill to the action as



o legend comes to life!
M E C  and the

COMMODORE 6 4  CASS11111911 DISK C 1 4 1 9
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Pick up your trilby and trusty
bullwhip and don the mantle of the
legendary Indiana Jones! Prepare
yourself for your most dangerous
adventuie yet—to storm the evil
Temple of Doom and rescue the
imprisoned children and the magical
stones of Raa!
Beware the foes and hazards that block your
way. The Thuggee guards will fight to the
finish and poisonous cobra snakes will
rise up in front of you You will traverse
perilous ledges, ride under-ground
railways, and cross the bottomless

pit in pursuit of your quest'.
You will call on all your reserves ••
of courage strength and skill.

Push yourself to the limit,
ride your luck and the

magical stones
may just be

yours!

The Home Computer Version of
the Atari Coin Up Masterpiece

©19135 Lucasth L1 and Atari Games
Colootattin. All ngots reserved

•Itatternarxs of Weastitin LIO , used under
licence. Licensed to U.S God Ltd

13 4oliccd Way, HoltettOrmingham
86 7AX. TelepAoRe: 021.356 3388
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AVAILABLE NOW ON:
Commodore 64/128 •

TAPE D I S C

AVAILABLE SOON FOR:
Spectrum 48/128  £ 5 9 5
Amstrad 464/664/6128
TAPE •  £ 5 9 5•
DISC•   •  C14•95
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•
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•

•
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NOW AVAILABLE FROM ALL GOOD COMPUTER RETAIL OUTLETS•

AccoLADECOMP + VIDEO GAMES
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Out in the •r •  orthest reaches of our Galaxy there lives a rare creature known as the lasty Spore Griffin_ Long
riga this bird was acclaimed as a galactic delicacy and acquired such value that it came lobe used as an
extremely valuable unit of inter-galactic currencs troded on the stock markets of the universe

On the mobriol a distant pkinet, a gang of unscrupulous mercenaries have been secretly breeding the
•  Tasty Space Griffin and plan to Rood the market writ, them, thus destablisong the monetary system of the

entire universe, and allowing them to seue power
Starfleet command intended to send Captain Neil Armstrong to destroy this evil plot, but due to an error

on the notoriously unreliable series seven astro-telex, our hero, Captain Rover Powstrong has been sent
instead. vastl
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every one of the Tasty Space Griffons,
You control his movements as he scours the planet, above and below ground, aided only by the occasional visit

of a scout craft, dropping off essential supplies...
••

Software Protects Ltd., Beorbrond Complex, Merton Rood, Woolion, Liverpool, Merseyside, 1.2f 7SE
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CREATE A QUALITY
CONSTELLATIONA

•

4

i•

0

•

•

•

a

AND WIN A LAZER TAG v
COMBAT KIT! •  •

%

a

•

•

•

•
• a
•

•

a

a

a  •  ,

I

•  O a  a '

•

p.

V  1

•

•

•

a.

p. 1
• •• ,•

•

• a

ZZZ'ZAP ZEALOUSLY WITH ZYNAPS!
•

•
a  •

•

•

B
L
A
S
T
I
N
G  
f
a
n
s  
a
r
e  
w
e
l
l  
c
a
t
e
r
e
d  
f
o
r  
t
h
i
s  
m
o
n
t
h  
w
i
t
h  
H
e
w
-

son's Sizzling new release. Zynaps (see full review on page
eight). And you stand a chance of winning a copy -  or

better still, a copy of Zynaps AND a complete Lazer Tag outfit
The set includes two light sensitive packs which are strap-

ped to both players' chest_ Each combatant is armed with a
pistol that fires a beam of light and a direct hit to the chest
results in a flash of lights, a beep and. . .  '  aaargh'. you're
dead. Fun fun fun for all the family!

To own this marvellous weapons system, you have to
impress us first. . . study the section of alien star chart from
the Zynaps sector below. Now design your own fictitious con-

COMP
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• •  F O R  THE RUNNERS UP
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stellation (along the lines of the Great Bear or the Plough for
instance). Base them on anyone you like - the magazine staff.
programmers, personalities u s e  your imagination, and
include some mythology surrounding the unearthly constella-
tion. Funny or serious, the most imaginative entry wins the kit,
with 30 constellation - sorry. consolation - prizes of a Zynaps
game. So, get those entries rolling in to Glenys Powell at
ZYNAPS STAR SIGN COMPETITION, ZZAPI Towers, PO
Box 10, Ludlow Shropshire SYS 1AO. Entries should arrive
no later than September 10th, and please don't forget to
include your name, full address and telephone number if pos-
sible.
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•

• WITH 30 COPIES OF HEWSON'S; ' L I N G  1S T  'EM UP
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the starboard bow! I f  these
bucanneering wo r d s  s t i r

your blood, the latest release from
Microprose should be of interest.
Pirates. follows your fortunes as a
Privateer of the 1600's attempting
to increase your personal wealth
and status.

Before a voyage is undertaken
an opt ions  sc reen is  displayed
allowing the player to begin a new
career, load in a saved character
or c ommand one of  s ix  famous
expeditions. All act ions are con-
trolled from a series of highlighted
opt ion/menu panels.

A new career requires the con-
struction of a character -  with the
personality built from the following

This is one of the
first g a m e s
where I 've really
wished m y
character woul d

die. If you get off to a bad start,
you can stay in a rut and keep
sailing around for  hours, get-
ting caught and being rescued
without getting anywhere. It's
a shame that there isn't more
of an emphasis on developing
a character.  Gaining property
is fine, but morale and physical
abilities r e m a i n unaf fected
throughout -  even i f impris-
oned or  victorious.  I t  woul d
have been great i f you could
build u p  a  char acter  a l ong
those parameters and the 'life'
'l ived' until either retirement or
death -  like a pilot in Gunship.
Pirates
, 
h a s  
p l
e n
t y  
o
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h
i
s
t
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content,  and hours and hours
of pl a y  i f  you'r e  wi l l ing t o
persevere -  but whether or not
it's worth E20 is a matter betw-
een you and your wallet.
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factors: name, nationality, level of
play (apprent ic e,  journey man,
adventurer o r  swashbuckler).  A
special skill, such as fencing. gun-
nery or navigation is also chosen.

Your career starts wit h a duel
with t he Captain of  your current
vessel. Winning puts you in charge
of the ship whereas defeat puts
you afl oat  in a  t iny boat  wit h a
handful of  fellow mutineers. The
action is set in the Caribbean, from
Vera Cruz in the West, to Barbados
in the East, and from Bermuda in
the North, to Panama in the South.
A map is included in the packaging
and features all 57 ports that maybe visited.

Your vessel is controlled via the
oystick and is directed anywhere

Obviously Captain Cameron's luck has started to run Out .

within the multi-directionally scrol-
ling map.  Winds  and distances
have t o  be  cons idered when a
destination is chosen -  otherwise
food or water supplies may expire.

III. The small slice of the West Indies lies waiting for you to explore

-
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1
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V Your vessel runs into a barque of unknown origin — should you
investigate or sail away?
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Ports are either friendly, neutral
or enemy-held.  When y our ship
nears a  por t ,  a  me n u  s heet
appears wit h a series of  opt ions
which allows  y ou t o  sneak int o
port, sail in or even attack it. Enter-
ing a port gives you the chance to
visit t he Governor o r  a  tavern,
trade with a merchant or divide up
the plunder.

The Governor of the settlement
tells of the current situation betw-
een nations and may also confer
upon you the honours that  your
efforts have earned, such as a let-
ter of marque for your ship, or even
a promotion and a gif t  of  land, A
friendly merchant trades with you,
allowing plundered goods  a n d
unwanted vessels to be sold of t

At sea you are alerted if a ship is
sighted, and are then given the
option t o  inves t igate.  I f  y o u
choose to attack, the two ships are
shown on  screen f rom an over-
head viewpoint. The main objec-
tive i s  t o  c o me  alongs ide t he
enemy ship and give a broadside
of cannon fire. Repeated blasting
reduces the number of  men and
cannon onboard — of course you
also run the risk of having your own
ship destroyed.

• T h o u g h  Pirates! is
Initially i m pr e s -
sive, I found that
after a while I was
just c ons t a nt l y

repeating myself. Sailing into
port, trading, talking, leaving
port o n l y  the odd attack
broke up the action. It's annoy-
ing to keep being rescued by
your 'mates',  a s  i t  m e a ns
there's no real end to the game
— you can just go on and on.
There's plenty of accurate his-
tory, but the problem is that
the gameplay i s onl y mildly
challenging, a n d  eventual l y
becomes repetitive. When you
consider what  else you can
buy for E20, Pirates! seems to
be very much overpriced.

Mic roprose hav e
released a  ver y
commendable
attempt a t  a n
interactive pr og-

ram, b u t  unfor tunatel y  i t
doesn't play hal f as wel l  as
expected, and for all the com-
plexity and depth i t  actual ly
presents very little challenge.
It's impossible to die y o u  can
end up in a dungeon,  or  as a
castaway o n  a n island,  but
eventually you are released to
continue your  career.  This is
annoying, because there's no
risk involved and therefore no
challenge a s  you can never
lose. F o r  a l l  t h e  avai l able
choices there are only 12 or so
that actually physically affect
the gameplay.  I found this to
be too restrictive and limiting,
especially when in combat or
when owni ng more than one
ship. For  all my niggling, I did
have several  hour s of enjoy-
able pl ay  f r om Pirates!, but
then I didn't have to pay E20 for
the priv ilege.

Touching the enemy ship allows
your crew to board her and indulge
in hand-t o-hand c ombat .  T h e
enemy Captain approaches you
for a duel of swords bet ore the ship
either falls into your hands, or you
are captured and imprisoned.

DISK ONLY RATINGS

REALM
Firebird, £1.99 cass. keyboard only
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the Planetary  Orbi t ing
Co-ordinator, ou r  Solar

system has become unstable and
its component planets are drifting
away from the Sun

To remedy this dangerous situa-
tion, a remote droid, codenamed
XR3, has been placed under your
control. Us ing this machine, you
may enter the Co-ordinator's inner
sanctum, seek  ou t  t he miss ing
planets and replace them in their
correct positions.

The interior of the Co-ordinator
is displayed as a full screen scrol-
ling maze, with XR3 situated at the
centre. Bonus Crowns are littered
throughout the maze and have to
be picked up, a task requiring the
negotiation of  puzzles and traps.
Locked doors  block t he path of
progression throughout the maze.
These c an  only  b e  opened by
standing t he XR3 nex t  t o  blue
arrow markers — but first you have

Games d o n ' t
come a ny  mor e
unexciting t h a n
this. Tr a v e l l i ng
around a  v e r y

large, empt y  maze, collec t ing
things and  opening doors  is
part icularly  m o n o t o n o u s ,
especially w he n  ther e's n o
urgency t o  t h e  t a s k  a n d
nothing t o  l i ven thi ngs up.
Playing became a chore after
a couple of sessions, and I was
more than glad to turn it off.
The graphics and sound are
just a s  for gettabl e a s  t h e
gameplay. I f they could pr o-
duce Realm in pill form, insom-
nia woul d be  a  thi ng of  the
past

to discover what  marker opens
which door.

Deeper into the maze puzzle-
solving require the use of objects
which lie around. Wire,  batteries
and oil are all necessary for the
successful complet ion of the mis-
sion.

If a situation is entered whereby
XR3 becomes trapped. you have

the option of aborting the mission,
which effectively gives you a sec-
ond at tempt at the maze without
restarting c omplet ely .  X R 3  i s
transported back to the beginning
of the maze, with all of the objects
collected so far remaining in his
possession

Using the abort  function more
than twice results in the destruc-
tion of your droid, and the mission
is terminated. XR3 also meets an
untimely end on contact with the
skull and crossbones, which make
up part of the maze wall.

Ignore t he  sci -fi
type s c e na r i o ,
Realm i s  qu i t e
simply a  m a z e
game wi t h  p u z -

zles. If you enjoy trekking back
and f or t h ov e r  t h e  s a m e
screens time and time again,
trying to find the correct key
for the correct door then all is
well and good.  Personally,  I
find this sort of thing tiresome
and ultimately boring. Realm is
very, very ordinary and otters
nothing that woul d convince
me to add it to my shopping
list — least of all playability.

PRESENTATION 57/0 11111
Appalling title screer ard r 0
options
GRAPHICS 48%
Colourful, but nothng to write
home about.

SOUND I rt.
A few awkward beeps end
bloops
HOOKABIUTY 35%
Lacks action an
d  ,
m m e d i a t
e

reward.

LASTABILnrY 3 1 %
The initial feeling of desperation
never really wears off

OVERALL 34')/0
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P• Collecting the crowns rewards your remote drotd with a hefty bonus
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EXOLON
Hewson, £8.95 cass, £12.95 disk, joystick or keys
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to living a life of danger -
but y ou'v e never experi-

enced anything like this. At first all
seems quiet. but  suddenly all hell
breaks loose St range aliens begin
to at tack ,  a n d  guns  a n d  g u n
emplacements e m e r g e  f r o m
underground and start firing. Now
you have to reach your ship and
escape -  a task which requires
travelling t h r o u g h  1 2 5  fl i c k
screens

The h e r o  i s  a r me d  wi t h  a
hundred-round laser rifle which is
used to despatch the many flying
aliens, and ten grenades which are
thrown at the machinery and rocks
which block the way. Extra ammo
is picked up along the way, with

Hewson h a v e
exhumed the old
flick s c r e e n
Green Beret  t y pe
format and given

it an airing with this insipid and
tedious exploration/shoot 'em
up game.  I  can't see anyone
managing t o get  through al l
125 scr eens ,  n o t  w i t hout
months of practice, and there
just i s n' t  e nough i n  i t  t o
deserve that sort of persever-
ance. The action or  graphics
hardly vary from level to level
and t he  ur ge t o see what's
beyond the next screen is min-
imal. The graphics and sound
effects are great b u t  i f i t's
action, playability and variety
you want,  try Hewson's other
release this month.

the supply also replenished when
one of your nine lives are lost_

The ac t ion is  v iewed s ide-on.
and the hero is guided from left to
right across each screen -  there IS
no turning back. Some screens are
bare, apart  f rom swarms of flying
aliens. Others  are c rowded with
machinery or deadly guns which
take a im as  s oon as  t he hero
comes near. Mines and hydraulic
plungers also appear f rom below
the planet 's  surface and have to
be jumped.

Occasionally a dressing unit is
encountered. This  is  entered t o
add an exoskeleton and double

Although t h i s
offers n o t h i n g
new, E x o Ion i s
quite e nj oy a bl e
and offers a  fair

amount of challenge for those
willing to persevere. Getting to
the spaceship should take a lot
of pr acti ce i t  gets  real ly
tough o n  l ater  levels,  w i th
plenty of hazards and swarms
of al i ens k e e p a t  bay.  The
backdrops and mai n spri tes
are excellent,  and the sound
effects match the action per-
fectly. ExoIon mi ght  not  b e
state-of-the-art,  but at least it
looks good and offers a chal -
lenge.

V  Resplendent in his stunning exo-skeleton, the humanoid battles
against a horde of deadly flying aliens
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Amid this stunning array of hardware lie t he  two teleport pads
vital to our armoured hero's mission
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laser rifle to your armament, When
25 screens are traversed, a bonus
is awarded and the mission con-
tinues until all nine lives are lost, or
the safety of the ship is reached.

gP fi t

The s t y l e  o f  Igraphics i n Exo--
Ion i s  v e r y
reminiscent o f
the other Hewson

game t hi s  m ont h,  Zynaps.
They're qui te  pleasant,  a nd
have a  s t r ange  stor ybook
quality about them (the anima-
tion on the main character is
uncannily l ike something out
of a  Czechoslavakian c a r -
toon!). The  game plays well,
but agai n fol lows Zynaps i n
that i t  c a n b e  frustratingly
difficult a t  times.  Thi s  i sn't
necessarily a bad thing, but it
can be oft putting at first, the
collision detection also seems
to be on the tight side, and this
combined wi th the generous
amount o f  al i ens wobbl i ng
about m e a n s  t h a t  s o m e
screens are definitely not for
the f a i nt  o f  hear t .  Ar dent
arcade adventurers may well
find a rather decent challenge
in Exolon.

PRESENTATION 83%
A professional high-score table
and options screen.
GRAPHICS 82%
Very pretty backdrops and sup-
erbly animated main character.
SOUND 61%
Great sound effects, but the title
tune is naff.

HOOKABILITY 68%
Straightforward, mildly addictive
blasting action.
LASTABILITY 51%
Negotiating the 125 screens is a
tough job, but the little reward
offered means that the action
eventually palls.

OVERALL 64%
A competent shoot 'em up which
lacks variety. ,
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HEAD TO HEAD
CONFLICT

Commodore 64 Disk £ 1 4 . 9 5
Commodore 64 Cass.  E 9 . 9 5
Spectrum 48 Cass. E 8 . 9 5
Spectrum 128 Cass £ 9 . 9 5
Commodore Plus.4 tfo4k1- • • E9.95
IBM PC L 1 1 • 9 5
Atari ST £ 1 9 . 9 5

1 tIBM and Atari for Christmas

r
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THE MAN WHO WON/LOST THE MAN WHO LOST! WON

Gen. MacArthur Adm.Yamamoto

NOW YOU CAN CHANGE THE COURSE OF HISTORY
The baffle for Guadalcanal has been called the most decisive single

action of the war in the Pacific
More significant, even, than Pearl Harbor.
The baffle lasted six months. It took the combat skills, the courage and

eventually the lives of thousands of dedicated fighting men, both
American and Japanese, to bring it to a conclusion.

The battle for Guadalcanal is unquestionably the finest war strategy
game to date.

It is perhaps the first game to give you a true indication of the awesome
responsibility of the battle commander.

Now you can re-fight the battle for Guadalcanal.
You can re-think the tactics. You can re-deploy the resources.
You can re-live the baffle.

In effect, you can change the course of history.
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D A T A  E A S T

Driven from your home galaxy your only F c k  to en hung your exile and 'reclaiming your
honour lies in defeating the invading for t o r m e n t  your people. Armed with the most
sophistkated,weapons systems, guarded by otective  forcefield, you set out on a mission •
to conquer the enemy starbase
t a  c r u s a d e  
a g a i n s t  
t h e  
m o s t  
s t a r t l
i n g  
o f  
d e a
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The ultimate in firepower is at your fingertips, the pinnacle of spacecraft control and command
is within your grasp. The strategy and excitement only ever associated with arcade settings
is f o r  your very own personal mission. A coin- op classic of immense pr
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For a while back there, it began to look as though summer had
arrived, but before the runner beans touched home base,
whompl and the autumn set in. Actually November arrived
before August had started.., but then, I've always argued we
should move Ludlow to a nice quiet island in the Bahamas.
However, since I'm still stuck here in the cold, grey rain of sum-

met. its only your letters that bring a glow to my life (how's that
for sycophancy - LMLWD l o o k  it up).

Onto the ZZAPI Rrap then, and we kick off with Letter of the
Month, which goes, together with the £30 worth of software, to
a person who exhibits great common sense.,

1Dear Lloyd ole fella me lad,
I have a question. Why do people buy ZZAPl? If you were to take
your letters pages seriously, you would think that people's main
reason for buying it is to enable them to moan about:

1. The lack of reviews
2. The length of reviews
3. Lac k  of colour shots in reviews
4. Too  many shots in reviews
5. Et c  etc.

Does this mean that the great British public likes nothing better than
a good moan/

I find some comments on your letters pages right gems. As one
of your more aged readers (excuse me while I turn off my hearing
aid). I thought I should give a little advice to your readers.

I start by asking another question -  do you, the reader, thinK
=A P !  perfect in every detail?

I think most mortal folk (from Margate to Ayrshire) would agree
that if they were the brain behind ZZAP! (I assume there are some
somewhere in the Newsfield offices), they would do something dif-
ferent to the present regime. This is on ly tube expected, we would
all want something slightly different to one another. I t s  therefore
clear that no magazine, be it ZZAP!, in the computer field or any
other in other fields, can ever hope to please all of the people all of
the time. You can Only listen to comment and criticism and change
with the times like any other magazine. If you do not listen to what
your customers say about you, then you are certain to lose readers
and fold up.

The proof that you listen and adapt your magazine is in your will-
ingness to publish letters of all types and seek views in question-
naires, Anyone who has bought your mag for any length of time will
know you have dropped some features, tried new ones, brought
back old ones etc. You obviously listen and take heed of comment.

0
.
1

ZZAP! ISN'T PERFECT, BUT . . .
What the average punter should do before buying any article is

decide what they expect to get out of it and then look to see what
is available within their price range.

Those of us who buy ZZAP! like games and don't  want pages of
listings, in-depth analysis of the sex life of a SID chip, or detailed
coverage of computers other than the CBM 64, Having bought
ZZAP! we can either be guided by, or ignore your reviewers' com-
ments. We learn by ours and their mistakes.

From a personal point of view, I don't think ZZAP! is perfect. I
don't  read Tamara/Terminal and pay little attention to the adverts. I
do not, however, object to them being in the mag if a high proportion
of other readers want them there. I will buy 77AP! as long as there
are lots of pages of reviews (which does of course depend on the
amount of games released that month).

Okay, I forgot something -if  I start finding your reviewers' tastes
areso ,•,ieird that I can't use them as a guideline, I'll stop subscribing.
So far I've roughly been in agreement with them. The only game I
really disagreed on was Zotds -- it's awful. Having said that, I know
others thought it great -  that's life!

Now for one more go at The Sentinel •
Jim Ruby, Kent

It's real hard being perfect, in fact I've heard it said that it's impossi-
ble to be perfectly good, whereas being perfectly bad is child's play.
It's out of the struggle to be perfect that exciting things emerge, and
who knows, one might even become halfway good in the process.
For further information on the subject. I 'm shortly publishing a slim
volume entitledLloyd Mangram and Perfectionism through Zen and
the Art of the I Ching -  ill!  be a great seller.

But to keep you company in the meantime, your Letter of the
Month prize will be sent as soon as you let the appropriate
authorities know what software you would like,

Suncom
IM

The Best Joysticks Under The Sun
MicroProse Ltd 2 Market Place. Tetbury Gloucestershire GL8 80A Tel: (0666) 54326 Telex: 43422 MPS/UKG
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POSTING THE GAME
Dear Lloyd,
I've noticed that recently more software houses are bringing Out
useless software that relies more on advertising than the game
itself. Perhaps they think that if they put posters of games in
magazines and grab people's attention, the public will buy the
games purely because the poster looks good.

On another note, what the hell do you think you're doing. Werner
-  10 percent Overall. Ha! You should get some new reviewers!!
Okay, so the graphics are 'cute', but 10 percent is ridiculous. It
should be about 4 percent. It is a pointless, useless and overpriced
game. I wouldn't  buy it for 20p let alone E9,95. Come on Ariolasoft,
get your act together,

Also, what happened to the Sizzlers and Gold Medals. Since the
Christmas Edition there have been only 11 Sizzlers and one Gold
Medal. Why haven't games such as Avenger (86 percent),
Ranarama (87), Lightforce (87), Firetrack (88), Nosferatu The I lam-
pyre (88), Flash Gordon (89). Super Huey11(89) and others at 85per-
cent, got Sizzlers. Surely this is wrong? If a game hest° get 90 per-
cent or over to become a Sizzler then how much does a game have
to get in order to achieve Gold Medal status!?

On to piracy. All those people who write in saying something like
'I 'm a pirate and I'm proud of it', are total jerks. A lot of these 'proud'
criminals sign their letters A N Onymous, or something like that. If
they're so proud, why don't  they sign their names?

A note to all the pirates out there -  how do you expect software
houses to turn out good software if they don't make any money from
it because a few hundred people buy it but a few thousand copy it?
If you want good software, stop pirating it, and then maybe software
houses will be bothered to spend more time and effort in makingdecent games.

I think that the sample tape in the June issue is a brilliant idea and
you should do it again sometime. 3D Maps are also a good idea but
can't you put  them on top of advertisements to save us having to
cut up the important parts of our beloved ZZAPI? However, having
said that, couldn't it be photocopied? Two different ways of obtain-
ing it easily. Other than that, your mag is excellent. Have you ever
thought about collecting all the POKEs, tips, hints, cheats, maps
ever, and forming one big tips magazine. You could call it 'The Best
of ZZAPI M  Tips'. Think about it. eh?

D Preou, Essex

No, come on now, this business has always produced poor games
on top of excellent advertising, but some damned good ones too'!
don't  see any real increase in this egregious behaviour, although the
idea of  magazines printing special (even gonormously ordinary
page-sized) posters in the centre, complete with their logo, when in
fact they're just a software house's artwork fore game - another
sort of ad i s  a bit tacky: and that does seem to boon the increase.

The trouble with giving 85-89 percent gameS Sizzler status when
there are none over 90percent is that we'll get loads of letters then
saying such-and-such got 86 percent last month and was the only
Sizzler, when this month with four Sizzlers, such-and-suchliwasn't
a Sizzler and it got 89 percent. Can't  win that one.

The 3-0 map did seem popular, but when the editorial content like
that is planned, it isn't always known where the ads are going, so
photocopying would seem the best option. A Tips book? Whynot?
Perhaps Julian will look into the matter .  ,

LPA

BETTER BY FAR
Dear Lloyd,
Like most readers I think ZZAP! is
brill_ My friend who has a Spec-
trum said that Spectrum mags sell
better than ZZAP! I had a very long
talk with him saying that ZZAP! is
just the best, but he still thinks the
same. So can you tell me if ZZAP!
is the best selling mag in the UK

S M Stratford, Scotland

I presume you mean, is ZZAP! the
best selling computer mag in Bit-

A
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fain? Well no, it no t .  it is the best
selling magazine devoted to the
C8M84 by quite a stretch, but
there are a couple of Spectrum
magazines that sell more copies
every month, and one of them, our
sister title CRASH actually, is the
best selling computer magazine in
Britain. Z . 1
,
' ! ' s  
s a l e
s  
a r
e  
r i s
i n g

every month however - so who
knows? . . . may be soon , , .
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UNENDUROBLE
Dear Lloyd,
I was reading through Issue 27 and
was amazed at the stupidity of the
Endure Racer review.

Enduro Racer w
a s  a  
c l a s s i c  
i n

the arcades. The review given was
to put it bluntly, crap. I quota from
one reviewer ' Has 'our computer
got 16-bit muttl-t aseing slave pm-
cessors, a 32-hit internal proces-
sor and several thousand col-
Ours?'

Course it bloody hasn't it's only
a CBM 64 not an entire arcade,
Now can you possibly compare
the arcade machine to a com-
puter? It's like comparing a hand-
held Space Invader game to an
Atari ST.

It's not the first t ime ZZAP! has
done this, cast your minds back to
the reviews of Commando, Paper-
boy and Space Harrier a l l  very
good games In their own right and
they sold well.

If ZZAP! keeps on reviewing
games like it is presently, there'll
be no point reviewing computer
games at all.

Now Andrew Braybrook's Diary.
I was appalled to see in the final
column of Mental Procreation that
just as the 64 versus Spectrum
argument ends, Bmybrook
decides on an Amiga versus ST
one. That was bad enough, but to
also include factual inaccuracies
was downright ridiculous. I quote
The only smooth scrolling possi-

ble will be limited In colour. vertical
only on a small area or very slow.
Gold Runner is a fast, smooth, col-
ourful, large-area, vertical scroll.

Metnacross is a fast, smooth, col-
ourful, large and horizontal scroll,

Julian Rignall has often con-
demned the computer argument

(eg defending himself b y
o
r
d
y i n g

the Spectrum 128 is a g
machine in CRASH), and while he,
and people like him, are about we
can all look forward to the end of
pointless 'my computer is better
than yours' arguments.
Andrew Johnson, Northampton

I think on the whole I agree with
you Andrew There is no point in
comparing a series of dedicated
Chips with a home computer.
However, t hink  there's some val-
idity in suggesting that a conver-
sion is bound to fail because its
anginal form Is so complex thatit's
pointless converting it Never? he-
less, the comment you quote does
seem to verge on the sarcastic
rather than the constructive.
Interestingly enough, on the Spec-
trum, where programmers have to
work so much harder to get round
the graphics, screen handling and
sound and therefore tend naturally
to concentrate much more on
°erne design and garneplay,
Enduro Racer was a Smash.

On the Atari ST verSus Amiga
front, I 'm not expert enough (yet!)
to pass judgement The concen-
sus of opinion between those 1
have spoken to, and who ought to
know, is that the Amiga is a far
superior machine - but then, it 's a
damned sight more expensive too.

LM

GETTING STARTED
Dear Lloyd,
A few friends and late writing a game which we hope to sell through
a software house. We would like to call ourselves something, but
some of the names we've dreamed up may already exist. I have
enclosed a list of the names we've thought of, Could you please find
out If any of them exist. We don't want to break copyright laws by
using an existing name.

And Could you tell us how we go about getting the game mar-
keted when (and if?) it's finished, I was going to ask John Twiddy as
he lives down the street from me, but I decided that I'd better not
disturb him.
Here's the list: Unique, Softech or Softek, Logical or Logikal, Logic
or Logik, Logica or Logika, Hexott, Hexcellent. Adroit (means skilful
or ingenious), Microsoft, Metrosoft, Ksoft (pronounced Kaysoft),
Morsoft, Supersoft or Supasoft.

A Morgan, Tyne and Wear

If you're a fi rm- a partnership and not a Limited Liability Company
-  then (with some limitations on which you would require proper
advice from an accountant or a solicitor) there's very little problem
with using any name you like. But you would want to avoid confu-
sion, so I should avoid Softek or Microsoft, both of which certainlydo exist.

As for marketing your finished game, there's nothing more you
can do than hawking it round those software houses you would best
like to see selling it. You could do this by posting copies to them,
but  it would be better, and safer, to make an appointment and then
go personally to demonstrate the game. But you must bear in mind
that the major software houses have loads of  hopefuls coming in
with new games so their attitude is bound to be one of scepticism
-y ou must overcome that through your enthusiasm, determination
and the quality of your ideas and game.

LM



VALUE FOR MONEY
Dear Lloyd,
I really don't know what people expect from the computer industry,
they're always complaining about costs. Sure, money is a worry to
all of us, especially youngsters without a job, but take this recent
spate of letters debating the prices of software,

I'll admit that I'm not an expert on the subject, but common sense
tells me that software as innovative, complex and professional as
(recently) Wizball. Paradroid, World Games, Leaderboard,
etc cannot be produced cheaply. Not only should the costs of prog-
ramming be considered, but also advertising and distribution as
well, how many big glossy adverts announcing a new mega Master-
tonic game have you seen?

True, ten quid is expensive, but not if consumers want to buy
good high-standard software. However, ZZAP! readers will
undoubtedly retaliate with Well Mastertronic and Firebird can pro-
duce excellent games', but can they? I don't think so; Thrust was
an excellent game .  . for two quid, stick a ten quid price tag on It
and it would have been a different story_ Yes, it had superb gamep-
lay and good music, but it Only had six stages, very basic graphics,
simple packaging and hardly any advertising. The announcement
in the July editorial about the price of software dropping to six quid
before Christmas is a welcome boost, but I guarantee a lot of people
will complain even about this price.

My second point is again about costs, and is a reply to Mr Peder-
sen's letter in the July edition. There he was complaining about the
lack of text in ZZAP! reviews, too many screen shots, the size of the
screenshots and that he wanted bigger reviews, but the mag only
cost a pound and is not supposed to be Encyclopedia Britannical

In the July issue for a pound we saw, 114 pages of information
containing no less than 35 lull colour reviews!Ammmmazingl Each
review was well balanced with text (which included the lengthy,
Informative, interesting and witty personal comments, Mr Peder-
sen!) and screen shots. The reviews were appropriately sized, con-
sidering the standard of the game being reviewed as well. Take for
example Wizball, six beautiful screen shots, three lengthy personal
comments and four columns of text! So my congratulations must
be sent to all those at ZZAP! Towers who produced such a high
quality piece of literature for such a small price.

So Mr Pedersen, think before you start complaining and demand-
ing more this and more that, producing high quality goods costs
money — be realistic!

Lee Welsh, Essex

must say it's nice to hear from someone being sensible when it
•,• mes to the subject of value for money, someone who recognises
that there are always commercial factors in any undertaking, finan-
cial restraints which are only broken at the peril of the producer in
question. And that isn't a defence for any software company putting
• t  poor games at high prices, because their peril is falling sales as
• • •pl e  catch on. For what it's worth, I rather doubt that the 'midi'
• • e  range will really have any effect, or that many companies will
really do it. Quite frankly, I don't see how they can afford to. And true
enough, the budget houses do not advertise for the simple reason
that their margins don't allow for promotional costs.

You might also consider this: ZZAPI and all other computer
magazines are utterly dependent on their advertising revenue —
unless you're all (every one of you) prepared to fork out at least £2.25
a month instead. If the entire industry started selling all its product
at half price, the companies would have to cut their promotional
budgets to shreds and as a result ZZAPI, CENG and even CU would
probably cease to exist. And in the end it wouldn't do the punter any
good, because without advertising (as has been proven again and
again) sales would fall (and there wouldn't be the magazines to help
promote the games anymore), so would profits, so would program-
mers' salaries, and in the end so would computer games. Amen

LPA

BBS
Dear ZZAP!
At the moment I and a few other
friends are running a BBS System
and it's doing well except for the
Commodore section. Can you
help, please, by placing this letter
in your magazine?

Consider it done!

K Broomfield
Acess BBS

0905 5253630
%U1 ./2111.23

LM
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Available soon on Spectrum,
Commodore and Amstrad cassettes —
all at £9.95,
Commodore and Amstrad discs —
both £14.95.

,



ON OFFER
Dear Lloyd.
ZZAP is brilliant in most ways but
I do have one complaint. When I
subscribed in February I was look-
ing forward to many subscription
offers, but since that time there
has been one. When I received
July's edition I turned to the con-
tents pages and saw a subscrrp-
lion offer. I turned straight to page
106 and found an Eagles review, I
Sipped over the page and found
what seemed to be a great sub-
scription offer—until I saw nothing
for which I could send off, Belpre I
subscribed there were quite a few

'tiers but now there seems lobe
lone. Could you please tell me

why their has been a decrease in
the number nr offers?

Mick Wall, Sheffield

There was a time when ZZAPF had
some wonderful subs offers - in
tact we did so many we exhausted
the software industry's supply of
decent offers! More recently there
have been some administrative
changes (which to be honest,
always upset the apple i .rt for a
bill, and now we're hoping to see
a load more subs of tars appeanng.
The Spectravideo Joyballs am one
such.
LM

CNETLESS
Dear Lloyd,
Please, please. please, please,
please, could you print the
address of somewhere I can get a
Compunet modem from. I know all
the Cnet lingo but I can't seem to
find a damn modem anywhere.
Can you help?

Brett Patterson, Sheffield

Help Is at hand Brett, contrary to
what we told Mike Nield in the
August Issue. Compunet are still
supplying free modems with each
one year's subscription to Com-
punet. Give them a ring on 01 997
2591.

LM

PUTTING THE CART
BEFORE THE FORCE
Dear Lloyd.
Its quite obvious that software
companies are phasing cassette-
based games out. The Wiz is
forever moaning about the lack of
clocel tape-based adventure
•;irnes, and who can blame him.
-nen he can play disk-based
intocom games to his heart's con-
tent? The Shadows of Mordor and
He-Man travesties only go to
prove that it's almost impossible
to get a good adventure/interac-
tive fiction game out of a cassette
without using long-winded, boring
and in most cases, pointless multi-

ads
Other types of game have also

suffered because of the limitations
of the cassette; games like Gun-
ship, Championship Wrestling and
Worki Class Leaderboard are
almost unrecognisable compared
to their disk-based counterparts.

Isn't it about time software com-
panies release games on car-
tridge? Apart from cutting down
piracy quite considerably, there
would be virtually no loading prob-
lems, greater loading speed.
increased capabilities and more
satisfied garners.

Casual garners like myself (hon-
est I could give up whenever I
wanted), are never going to get a
disk-di
-
1v e  
( a l
t h o
u g h  
I '
v
e  
t
n
e
d  
c
o
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-

ning my dad into one) so car-
tridges are our only hope. Com-
panies like US Gold, Infocom and
Magnetic Scrolls should seriously
consider cartridges, because US

Gold hardly ever release a cas-
sette game hall as good as its disk
counterpart. and Infocom and
Magnetic Scrolls are missing out
On a great Chunk of the British
games market by only releasing
disks

I hope some software com-
panies read this letter, Lloyd. and
take some action in clearing up the
British software mess caused by
cassettes.
James Campbell, Hum berside

I'm really no expert on this, but
from what I've understood. the real
proble,m with cartridges is their
manufacturing cost, which pro-
hibits software houses, even the
bigger groups, from using them
freely for sales. In the case of Mat-
tel or Sega. you're looking at giant
corporations with years of invest-
ment in earl ridges behind them
These are then sold on densely
populated market areas, and.
most importantly, the people who
control the process of program-
ming the cartridges, evert for third-
party software.

Some years ago, Sinclair tried
cartridge loading for the Spec-
trum, and it was no great success.
suspect that many people today

would look upon them with suspi-
cion in the light of Sinclair's failure.
However, I'd be delighted to hear
from some voices within the indus-
try on this subject_

LM

DIAMOND GAMES
NEW RELEASES

Diamond Games are pleased to announce the release of
the following exciting games.'—

EXTENSOR AMIGA R.R.P. E19.95
This game of the future is a 3-dimensional
realtime simulation in the 24th Century. You
are invfted to compete in the new Olympic
Games in the Deserts of Mars. The yearly

competition of the most powerful Galactic
powers start again with a new, more deadly
and dangerous competition called extensor,
PINBALL WIZARD AMIGA RAI. E19.95
No need to go to your local arcade anymore
when you can play this extraordinary realistic

pinball game on your Amiga.
Become a Pinball Wizard at home!

CLASSICS AMIGA ILR.P. E14.95
5 original, unpublished games for the Amiga

superb value for money; games to suit
everyone's taste.

KAOS C B M  64, CASSETTE & DISK
RSA £795 & E9.95

Madcap game featuring our hero. All acfion
Arcade which will leave you in no doubt as to
why this game is called Koos. Available now.
Hollywood Poker CBM64 Cassette 8( Disk UP.
E7.95 &SC
)
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famous game is now available for your 64
1 Need we say more!

Diamond Games are distributed by Roblek
Ltd., Unit 4, Isiewodh Business Complex, St.

John's Road, Isleworth, Middlesex Nil

VISA

>DIAMOND<

Ames
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immoiamommumm.91A MULTI -LOAD OF POINTS
Dear Lloyd,
The Commodore Show
I was disappointed to see ZZAP! didn't attend as I've spent a lot of
t ime talking to Gary and Richard in the past. What with the lack of
new software, I talked to the two other magazines there. Commo-
dore User's Eugene Lacey was nice and mentioned that they hoped
to stop the slagging between ZZAPI and CU. I also had a good long
chat with Mark Patterson who was very friendly and interesting to
talk to. But you may be interested to hear that CAVG had some
interesting things to say about ZZAP! First they said that 77AP!
should have been there supporting the Commodore industry (com-
ing from them that's hypocritical as it's their first Commodore Show)
then ZZAP!'s artwork, which they claimed was going downhill, and
suggested a change of artist.

Want to hear more? They mentioned reviewing style, layout and
expressed a general dislike of the mag and team in general. It's
interesting to note that these statements were said to me arid not in
print to you. However, try answering this one; why does CAVG use
comic strip characters to answer their letters. I leave it to you to do
what you will. _ •

Rev iews Your reviews have improved oved wth l i
t t e
l .
C 2 r  a n d  
b e t t e r  
s c r e e n

shots, but I feel that the Sizzler rating has been over-used, and in
some cases, under-used. First Wizball come on, a Sizzler? Just
look at your review -  lowest mark 81 percent. Overall 96 percent:
reviewers comments, and I quote, ' Wizballis the finest release this
year. .  ' J u l i a n .  • Wizball is simply brill iant . . .  '  Gary (when does
he like a game, every decade!). 'Miss this and you're missing the
best program this year. .  'Steve.  By all this evidence a year ago
this would have been a Gold Medal. But as it isn't I can only assume.
as this is the best program of the year. that the Gold Medal doesn't
exist any more.

Second, Delta; wow, Gary liked that didn't he? He says that learn-
ing opposit ion patterns and flying in a straight line is boring, and
then next issue says that Nemesis has a lot to offer in the playabikty
stakes.' Hey! Wait a minute! I've played t hat . . .  Yes! it scrolls in a
straight fine and you learn predictable alien patterns -  funny, I
thought Gary didn't  like that. Steve says that Delta has predictable
gameplay and then says that Nemesis is fast and furious and should
prove enou igh of a challenge even to hardened Nemesis fans. Fact:
a 'hardened ' Nemesis fan of mine completed the 64 version on his
third go, and yet was still playing Delta weeks later. Rating Nemesis
as you have is unfair to Delta, but rating Delta as you have is really
stupid. Do you really stillthink Samoan Is better? According to your
review it is. I can appreciate that as time progresses software should
theoretically improve and ratings change accordingly but, how can

.111. a .

For that price you certainly should have got the demo tape Wassifll
can't speak for the 'censoring authorities' and their views of what

is saleable and what is not, but I assure you the tape has been
included with the issue everywhere else.

)ear Lloyd,
Recently !purchased, my first ZZAPI 64 from the local store. I got it
because Cornmodore User readers keep abusing you and making
fun of you, so I wanted to really see how bad you were.

Here's what I think. Your mag is quite short and most is wasted
on ads. You don't have any arcade reviews in your mag. I would also
' t o  see you preview some games and make your reviews a bit

kken
ger. In your June issue I found out that it should contain a

onstration tape. The bad news was that mine was missing. I
asked the shopkeeper and the reply was unbelievable!! 'The Coin-
8ny that we get our magazines from do not want to sell the tape

h it as it was not licensed to, and that it did not want to risk the ,
sonng authorities following it.' I think what the guy said was a

• d of rubbish. Why should a magazine want to sell banned stuff?
, I really like your mag because the Tips and POKEs section is long

d has POKEs for recent games. I would like to congratulate you
on such a good mag and hope you take my letter into consideration.
I don't think you do get readers letters from this part of the world and
especially buying your mag for C3_50.Wassim Murtad, Abu Dhabi

0•40-.•
y % ' •

you rate two similar games so differently?
Convers ion Tie-ins.
I'm getting tired of hearing thatothere are too many conversions, If
you want a conversion buy it, if not, don't. But don't try to tell me that
everyone is fed up with conversions, because when they appear
people buy them and that's a fact. If everyone were so worried that
conversions are ruining all the chances for original software then no-
one would buy them, would they? But they do, so the problem can't
be that bad.

Look at the benefits of arcade conversion. What with under-eigh-
teen bans on some arcades, and the fact that for a tanner unlimited

good.plays can be had 2 1 .
1
4 e .  t h e n  
s u r e l y  
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Piracy
Let's finish this here and now - pirates are prat& Why? Because
they're breaking the law. 'Software is too expensive -  ever heard
of budget games? Saving up?- '
b u t  w h y  
s h o u l d  
I  
w h e n  !
c a n  
g e t  
i t

for nothing?' bec aus e  buying originals isn't against the law, and
can help produce better software from the money you spend.
Besides when we all own Amtgas, will all software be pirated
because Amiga software is twice the price of 64 stutf?
Finally some other points:
Bring back the challenge with Steve Jarrett as champion. Have a
regular arcade section. Have more reviews and previews. Andrew
Braybrook is really nice I met him at Chelmsford Boots. Please read
my letter and keep up the good work because you're still the best
64 meg.

Sean York, Chelmsford

It's true ZZAPI didn't turn upat the last Commodore Show a t  least,
not with a stand, Julian, Steve, Conan and Gary were there as vis-
it ors - it was a decision taken with all due consideration, because it
always seems to fall at an awkward time for the magazine's print
schedule. As for C&VG, I thought they didn't  like any other mag
except their own, not even their sister Commodore User. .

On the reviews, it was Steve who said you would be missing the
best program of the year in Wizball, not  the team as a whole, and
the game got 96 percent us ually  a Gold Medal has been awarded
at 97%. so there is some logic there! But with Della you have my
entire sympathy (perhaps that's why they won't let me review many
games?). I liked the game, but  the team as a whole decided on the
rating, and that's the beauty of ZZAPI's democratic reviewing sys-
tem. As for the death of the Gold Medal, what  about last month's
Head Over Heels, or indeed California Games in this very issue,

LM

•

LS •  PENPALS• P E
Jonathan Paul Mole (aged 13) of 12 Streatham Road, Mitcham. Surrey,
CR4 2AA. wants a penpal. Your gender is irrelevant, as long as you own
a C64 or C16.

Andrew Dodd of 37 Ryder Crescent, Hillside, Southport, Merseyside,
PR8 3AE would like a penpal. Once again there is no hint of sex discrimi-
nation, but C64 owners who use tape software are preferred.

Keith Leslie of 15 Aghamore Park. Strathfoyle, Londonderry, Northern
Ireland, BT47 1XF would like to write to 64 owners of any age from any
part of the world.

Miss H Passey, who hails from 70 Kimberley Road, Penylan, Cardiff, CF4
5DL. claims to bea wally and would like a penfriend. She promises faith-
fully to reply to all letters.

Michael Underhill of Mannings Farm, Ashil I, Cullompton, Devon, EX15
3NL is 16 years old and wants a Commodore-owning penpal.

John Harris, 30 Cavalier Way, East Grinstead, West Sussex, R H19 4SE
who's 14 would like to write to someone from any part of the world. Com-
modore owners who share John's interest in Moonlighting would be pre-ferred_



Dear Lloyd.
Concerning the subject of Play By
Mail games. I seriously think that
you should consider devoting one
page to this. explaining the basics
and reviewing some of the games
available in your magazine. I am
interested in PBM and buy CRASH
(I don't own a Spectrum) just to
look at their three PBM pages. eve

sent off for a starter pack in the
game Kick About, a football PBM
which sounds very good,

Paul Garton, Derby

It appears to be immensely suc-
cessful in CRASH, and coming
soon on ZZAP! hopefully „  .

LM

4.

PLAY BY MIL

Dear Lloyd,
I am writing to stop people like Ste-
ven Hunter (Issue 26) from saying
that Gary Penn was slagging off
games like Tomahawk when Ste-
ven thinks they're brilliant. GP and
the other reviewers are giving their
own opinions, and GP gave
Tomahawk the correct ratings in
his own Opinion.

At the end of Steven's letter he
said that more letters in the Rrap
section were junk, but I think that
Steven's letter was the most one-
tracked piece of junk I've ever
seen.

I guess that Steven will wale to
you saying something against me,
but don't care in the slightest. No
hard feelings, Steven, but you've

T E L E P H O N E
04574 66555
04574 67761

ONE-TRACKED

TO ARRIVE'?

got to admit what you wrote wasa
bit stupid. j i b e

Keep up the good reviews
ZZAP! it isn't your fault that Soft-
ware companies aren't producing
the goods.

Can we have more previews
se.
Daniel Willetts, W Midlands

In his defence, Steven was point-
ing out that Gary might have dis-
qualified himself on the grounds
that he said he didn 't particularly
like flight sims, therefore any rat-
ings he gave would be based on
that boas and not necessarily on
the game's own merits. LM

THEN WAFT NO LOWCER - send your computer to us for fast repairs!
we offer a full repair service on all these makes Commodore 128,
Commodore 16, Commodore Plus 4, Vic 20
We also have spare parts available by mall order,
WE DON'T JUST REPAIR YOUR COMMODORE 64 - we check
wiling. sound, memory, in fact fully overhaul your
computer for only E35.00 - which Includes VAT, postage +
packing. insurance, parts and labour. NO HIDDEN EXTRAS.
All other models please call us for a Quote on 04574 66555.
HOW TO SEND YOUR COMPUTER
Just pack your computer. Including power supply, in suitable
packaging and Send it to the address below, enclosing your cheque
to the value of e35.00 - You can also pay by ACCESS

Ltd

140 High Street West, Glossop, Derbyshire 5K13 811_1
Tel: 04574-66555/67761 Head Office & Access orders, queries,

Manchester 061-236 0376 while you wait repairs & spares centre only.

Dear Lloyd,
I would like to know what a lot of
the readers are on about when
they say that they should be
allowed to review the games, and
that all your reviewers are hope-
less. Because it seems to me that
we do get a chance to give credit
to a good game and vice-versa for
a bad game, by way of the Read-
ers' Charts and Readers' Awards.

I would also like to thank you for
the great demo tape in the June
Edition, a was well worth the extra
money, and I am really looking for-
ward to the next one which I hope
will be appearing soon.

Could you please tell me
whether the ZZAP! Challenge will

A CHALLENGE

Never forget, Dear reader, that without your lovely, luminous
and entirely literary epistles, I'd be out of a job, and at my time
of life that would be cruel (who needs a professional school
leaver?). So, if you've anything to say in reply to my answers, to
printed letters, about the software business, games, com-
puters, needlework or the I Ching (hexagrams one through 46
inclusive), write to the usual address, LLOYD MANGRAM,
ZZAPI RFtAP, BO BOX 10, LUDLOW, SHROPSHIRE SYS 10B.
But please don't include stamped addressed envelopes for per-
sonal replies because I just don't don't have the time (or the
desk space)!

OR BRING IT IN TO US FOR WHILE•YOUVIT REPAIRS AROUND ONE HOUR
GLOSSOP

NEED YOUR COMPUTER REPAIRED FAST? at
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ever be reappearing as I, and I'm
sure many other readers, really
enjoyed that article.

Darren J Perry, Birmingham

The reviewers are all a bft hopeless
in most things (like keeping the
office tidy). but they're pretty good
when it comes to games, and
ZZAP's record over the years for
spotting excellent and poor prod-
uct is second to none.

Another demo cassette will
come your way before too long,
although no date's set as yet. And
as for the return of the ZZAP! Chal-
lenge -  watch out for details next
issue!

LM

U R G E N T  N O T I C E

1

DAYS A
WEEK

ir'iew
-
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c Copyright Video Vault Ltd NO 786092 W E  N O W  HAV E  F A X :  (0 )  4 5 7 4  6 8 9 4 6

Don t be misled by adverts showing 'oetween
prices. A recent complaint against a
Manchester repair firm. mancome was upheld
by the Advertising standards Authority on two
Counts. • it had stated BBC repairs between Ell)
and EAS then charged tee customer E85 Thei r
guarantee policy was misleading as it did not
make clear that all repairs were not covered
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JAPAN has a word for the

BASEBALL I ts the most
realistic baseball  game
outside of a ballpark!

HOGAN'S ALLEY Use your
Zapper light gun to shoot

the gangsters.

CLU CLU LAND
The evil Sea Urchin
has hidden the
gold in an
underground
mystery maze.

Z a C E 1 1 1 . 1 1 1
1 1
1 1
1 1
6 a
_

DUCK H U N T I n e ( e ' s a l W r i a i n  You
got three shots to bag this duck, Mt! If you miss,
even your dog laughs at you in this fast-action

Zapper Gun game,

For the first time in the UK direct from Japan comes Nintendo, the home
entertainment system with genuine arcade-quality graphics. Nintendo make
2 out of 3 of all the world's coin-op arcade machines, so they know what
they're doing. And already, in Japan 91/2 million homes have a Nintendo home
entertainment system,

Now you can enjoy the amazing 52 colour 3-0 graphics of Nintendo.
ton most home computers. you've been lucky to get 16 colours until now!'
Nintendo's superb graphics give the games a convincing true 3-D feel with
actual shadows which add depth to the characters.

Mready there are 27 Nintendo Game Paks available In the UK and more
are being added to the software library all the time. But there's even more to
Nintendo than the best games you've ever seen...

Nintendo Entertainment System
For the first time home entertainment enters a new dimension.

GYROMITE You've got to keep RCM's gyroscope
spinning to help a mad scientist de•activate the
dynamite In his laboratory in order to play this

action•pacited game!

GOLF Choose your clubs Control your swings.
Select the angle of every shot It's Nintendo GOLF and
there's not a video golf gains on par with It anywhere!

Because when you own a Nintendo entertainment system you also get a buddy
to play with, a Robotic Operating Buddy to be exact (or R.O.B. to his friends'.
He's your partner. Seat him next to you, send him signals from your tv screen
and together you can tackle the enemy,

The  Z a p p e r  G u n

Never before has there been a video gun of this calibre.The astonishing
light sensitive Zapper Gun lets you shoot moving targets with pinpoint accuracy
from up to 16 feet! If you think you're a sharp shooter the Zapper Gun will testyour skill to the full.

Nintendo or Super Nintendo, the choice is yours.
Which set do you want? NINTENDO's superb high-quality action costs

E99.00* for control deck, mains transformer, two hand controls, and one free
Super Mario Bros Game Pak DELUX NINTENDO costs f159.99* for the amazing
Zapper Gun, R.O.B.. and two free games, Gromite and Duck Hunt



Where you can buy Nintendo
Nintendo is available from the stockists featured, If you have any questions or have

difficulty obtaining the product, write to HiTech Electronic Services Ltd.,
Unit 213,200 Rickmansworth Road, Watford WD1 7.1S. Or 'phone: 09232 41811

Hamleys
Jenners

Toys 'R' US
Grattans

Littlewoods Mail Order
Freemans Mail Order
Kay's Mail Order

•Recommended retail price

ultimate video ga 1 1 e...

Empire Stores Mail Order
Gloucester Toy Shop
Anders Department Stores
Toy & Hobby
Argos Superstores
Telegames
Computer Magic

Arding & Hobbs
John Farnon
Willis Ludlow
Selfridges
Telebank
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Rockford endorses the
latest in transparent
l a y s
-
t i c k
s

This cute and cuddly t it t le Rockford arrived in our offices quite
recently, attached to his very own designer joystick The accompany-
ing letter came from a certain S V Garrat  of Manchester, Give us a
ring S V.  the ZZAP!  lads would like a word.
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-  O R  -  When you buy 25  disks for only f 18 . 7 5 *
•  i n c l u d i n g  postage and VAT!
E  F R E E  (well almost) Til

Choose any one of the following has (on disk) T r e  e  G a n )
— Paying only the price in brackets:
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=  '  FREE), Zorli I I I  (FREE), Wurball (El),
▪  Womierboy (13), Enduro Racer :13),
=  •C3), Head over Heals Cl),( Big 4 (FREE),

Mal Max (El). Spy v Spy (13), Gunship (E8),
m0 Leaderboard-exec (E3), Thing on a  Spring
=  •  FREE), KET Trilogy (FREE:,
— Phone for availability of other titles.

ALL DISKS ARE
JAPANESE

% TPI CERTIFIED
BULK PACKED

;  FREE
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St4ele Kn o t r
Lga,1 Ct a f fi i ,M. ,  WOMB LIZ 911• ...hen v .  hov ZS dvA,
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• Quaatity Prices
OR  for Sk4" disks (Full)

(All 96 tpi
50 -  C24.00
100 E45 .00
200-D15.00

Includes VAT & Post!
10% for quad density
5% for Single Sided

Lockable box unly 1.4.95
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ware's Jonathan ',lops' Hare (left) and Christopher 'Cris' Yates

Those 'far-out  long-haired freaky
and weird' Sensible Software prog-
rammers, Cuddly  Crix  and Jovial
lops, have signed to Palace Soft-
ware's new label, Out law Produc-
tions, for an undisclosed amount.
Having undergone some strenuous
training, they're soon to return to
the first division wit h their Shoot
'on up Construction Kit a n  easy-

Due to circumstances beyond our
control (Steve had one t o  many
orange juices at  lunch t ime),  last
month's Incentive Dri l ler Thriller
competit ion had a closing date of
.30th July. This should actually have
read lOth September, as a month
isn't v e ry  l o n g  t o  program a
technological masterpiece. is

OVE

to-use. ' no  programming experi-
ence required' DI Y  ut ilit y  which
allows y ou t o  wri t e t he sort  'Of
games that  y ou would normally
have to pay an arm arid a leg for.

Available s o m e t i m e  t h i s
Autumn.  SEUCK promises to be
of major interest t o blasting fans
with the urge to design their own
L'arnes.

NOT A PENNY MORE,
NOT A PENNY LESS
With t he highly  publk ised hoo-ha over Jeffrey Archer's  recent
acquittal in court st ill in everyone's mind. what better t ime is there
to release the official game of his first novel and best-wiling blockbu
ter, Not a PPM)
. M o r e ,  
N o t  
a  
P e n
n y  
L e
s s .

WHOOPS, APOLOGIES!
Anyway, you still have some lime
left to  add those all-important
finishing touches and send your
completed entry to ZZAP! DRIL-
LER COMPETITION, INCEN-
TIVE SOFTWARE, 2  Minerva
House, Calleva Park, Aldermas-
ton. Berkshire R07 tIQW.

WHOOPS,
APOLOGIES II
THE SEQUEL

In the Shadows of Mordor cam pet.
it ion, we  f ai led t o  ment ion by
whom the hand-painted miniatures
were being hand painted. Many

apologies to the person in question.
a certain Martin Wright (further
enquiries should be madc via Mel-
bourne House).

FIN CLUB
Love!
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the company's soon lobe announced 'Fin Club'. Information on this
august body will be announced at the PCW show and wit) be included
in the packaging of the company's forthcoming games. Judge Death.
Yogi Bear. Through the Trap Door and flunky.

For a yearly fee of approximately El .60. club members will receive
a Piranha Pen. Badge. Club Card and POSICIN, along with a quarterly
newsletter from •auntie' Hcln Holland • s ounds  a hit fishy. ch!
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TEN THINGS YOU NEVER KNEW ABOUT
MARK CALE!
Here it is folks, a new ZZAP! feature where we intend
to blow the lid on those whacky personalities in the
world of the C64. This week we unearth the dirt on
System 3's jet-setting managing director, Mark
*Magnum' Cale.

Computer Whizz Kid Mark Cale has cut quite a swathe in the computer
industry over the last four years. but despite being a face familiar to many.
Mark's private life has been a secret known only to few. So here's an
exclusive peek into the hectic life of System 3 supremo, Mark Cale,

ORIGINALLY from a hum-
ble barrow boy background.

Mark's first big break into the soft-
ware world came with a  system
programming course he and two of
males attended out of boredom.

MARK ONLY HAS ONE
pet, a  dog called Apollo

(named after the Dobermann from
Magnum). Quite a Magnum fan,
Mark has recently bought a  red
Ferarri Mondial- but won't be able
to use it for few months after a
recent driving ban for speeding.

Our very own Julian Rignall
recently escorted two lucky readers
(those super POKEers Tim and Ian
Fraser of Ruislip Middx) to the
playtesting launch of Martech's
blockbusting shoot 'cm up Mega
Apocalypse -  Simon Nicors long.

GO FOR IT!
US Gold h i c  announced a new
spin-off label. GO, anot her venture
which is due to launched at this
year's PC'W show. The grapevine
suggests that this new label will
release *spectacular full-priced new
games' -  however, little else is
known at the time of going to
press .  • we'll keep you posted

DESPITE WORKING out at
least once a week, the good life

has taken i ts  tol l  on Mark's
waistline -  he currently lips the
scales at a portly 13.5 STONES!

EVEN THOUGH he now
lives in a world far removed

from his 'east end' beginnings.
Mark's eating habits are still firmly
rooted in his past. Cale's favourite
midday snack is a whole greasy
chicken .  sk in,  bones and all!

awaited follow up to Crazy Comets
The day's major event was a

competition where readers repres-
enting a number of magazines (in-
cluding C&VG, Commodore User
and CCI) attempted to beat each
other to the high score. After much
joystick-waggling the result was a
win for ZZAP!, with Ian Fraser
taking the accolades. He was pre-
sented with a shield by Simon Nicol
and walked off with a bundle of free
Martech games.

The assembled hacks were also
invited to partake in a little compet-
ition. and our very own Jools
proved to he too much for the so-
called 'opposition', making off
with the second trophy of the day

I Hard luck. fella&

MANY FAMOUS PROG-
RAMMERS have used System

3 as a launching pad on to greater
things. These include Dropzone
author Archer Maclean and Wiz-
ball Wonders Sensible Software

HUNKY SIX FOOTER.
Mark has never had much

trouble pulling the birds, his raven-
haired and brown-eyed good looks
have always been a hit with the
ladies (despite his Arthur Daley
accent). Though quite a cassanova
in his earlier days. he's now settled
down with Rebecca who he met in
Neasden.

SYSTEM 3 originally bit the
headlines two years ago when

Cale announced the  impending
release of 'Twister, Mother of Har-
lots'. After an outcry over the raun-
chy name (and the even raunchier
advertising), the game was hastily
renamed to Twister. Mother of
Charlotte.

0  AS A  PROMOTION forTwister, several scantily-clad
stunnas cavorted at the PCW only
to be told to 'cover up' by the
prudish show organisers. Despite
the ban on these 'bare essentials'.
Mark got quite friendly with one
girl from the troupe who he later
dated steadily for several months

B L ES S E D WI TH a  sharp
dress sense and a keen leel for

style, Mark buys his clothes almost
exclusively from chic west-end store
Coles, where many other stars are
known to shop.

SHORTLY A F T E R -
WARDS, the  three boys

formed System 3  and launched
their first Mega Smash Hit Death
Star Interceptor (co-written b y
Mark and partner Emerson Best).
Showing great foresight, a nd
seeing that great things were in
store. Mark shrewdly 'bought out*
his two partners

ZZAP! SWEEPS THE BOARDS

Programmer Simon Nicol (left), presents Ian Eraser with the
Mega-Apocalypse trophy

ROILING UP ' -
SOON . , •  (
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BUBBL
AR CAD

As a taster for the impending release of Firebird's latest arcade con-
version, Bubble Bobble, Firebird software are offering a first prize of
a Bubble Bobble arcade machine (approximate value-- El ,000!)to the
winner of this great competition.

NAME

ADDRESS

44 ZZAPI 64 September 1987
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BILE
HINE

The comp is also being run in our sister mag,
CRASH, so you're up against a bit of competit ion
(Let's make it a ZZAP! winner, eh folks?). Even the
runners up are well catered for. as Firebird are also
offering 25 copies of the game as consolation
prizes.

All you have to do to have this fine, upstanding
machine in your bedroom (front room, attic etc), is
to study the plan of an arcade console below, and
design the exterior panel artwork bra Bubble Bob-
ble machine as it might appear in an arcade (use the
drawing as a guide and blow it up to whatever size
you think necessary).

The first pnze will go to the entry who, in the Ed's
considered(?) opinion, has the most innovative and
onginal ideas — not necessarily the one with the
most professional looking artwork, so don't despair
those of you who can't draw too well!

Your completed artwork should be sent to: MY
BIT ON THE SIDE, ZZAP! 64, PO BOX 10, LUD-
LOW, SHROPSHIRE, SY6 108 to arrive no later
than 10th September. Please don't forget to include
your name, full address and telephone number if
possible. What are wait ing for? .  G e t  scribbling!
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'BUBBLE BOBBLE'

a

Blow and bounce and bob your way into oblivion in this
incredible conversion of the greatest arcade game of

the year...
Bubble Bobble will blast your brains and bruise your

senses...
Baffle yourself... buy Bubble Bobble

Spectrum E 7 .9 5  Commodore & Amstrad cassette
E 8 .9 5  Commodore disk E l  2 .9 5  Amstrad disc

E1 4 .9 5 ,  and forme Atari ST E l  9 .9 5
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Firebird Software, First Floor, 64-76 New Oxford St., London WC1A 1PS•
Firebird is a Registered Trademark of British Telecommunications plc,
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Prepare yourself for the greatest adventure yet — The GUILD of THIEVES. The ultimate challenge for master criminalseverywhere.
Your mission, to gain membership of the prestigious Guild of Thieves. But first you must successfully return from a mythical

isle within Kerovnia having stolen its hidden treasures.
Now the prospect of looting and pillaging the island may seem enticing, but you'll need all the ingenuity you can muster, and

of course criminal cunning as you try to unravel clue after clue and solve a wealth of devious puzzles.
With its sensational text and dazzling graphics The GUILD of THIEVES is a quest that's sure to tax the most resourceful

mastermind. After all, as every Guild member knows, only crime pays.
The GUILD of THIEVES incorporates 29 remarkable scene - setting graphics and the kind orcomplex intrigue and surprise that

has established the Magnetic Scrolls team as worthy award winners.
The Guild of Thieves available on CBM 641128 from

Rainbird Software and all good retailers at E 9.95 (or less)...
It's a steal.
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Screenshots stolen from the ATARJ ST version.

4;.4.1rfaLik6

GUILD of THIEVES
FOR MAIL ORDER ENQUIRIES

WRITE TO: PO BOX 394 LONDON N8 OOR
OR CONTACT JONATHAN WEBSTER ON

0I-240 1334
RAINI5IRD SOFTWARE, FiRST FLOOR, 74 NEW OXFORD
STREET, LONDON WCIA PPS. Raintard and the Rombirtl
foga are trademarks of firitIsh Telecom munication$
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Magnetic Scrolls/Rainbird, E19.95, disk only

'—
Even Wizards need a holiday, so hidden away on the Lands End peninsula the

Wandrous One
casts his spell over Guild of Thieves for the 64— is it a steal or a rip-off?

previews Level 9's Knight On
- —  c a n  
t h i s  
m o s t  
v e n e r a b
l e  
s o f t w
a r e  
h o u
s e

survive in the new age of 16-bit machines and disc-based games?
and gets outshined in Shades— is it really worth a modem, a pound an hour and

an exorbitant phone bill to get into multi-user games,
or are they for MUGS only?

Guild of Thieves
e've a l r e a d y
taken a prev iew
peek at this game
on t he Atari ST
but n o w  we' v e
got t he 64 v er-
sion the Wiz can
give you the low
low low-down.

First let's do a bit of image strip-
ping so we can see what the game
itself i s  ac tually  l ike,  Magnet ic
Scrolls leaped int o the headlines
last year with The Pawn —stupend-
ous parser. brill graphics. interac-
tive characters, original scenario,
newsoftware house wel l  almost),
Rainbird marketing and mult i-for-
mat availability.

The last two points are very sig.
nificant —there are really only four
companies in  t he UK  that  have
marketed t he i r  games forcefully
across a l l  f ormats  — Adventure
International ( n o w  d e f u n c t )
Adventuresolt (via US Gold) Level
9 and Melbourne House. Some
might wish to include CRL, but it
only just  scrapes in as it 's  not  a
dedicated a d v e n t u r e  h o u s e .
Magnetic Scrolls is therefore a big
fish — albeit in a very small pool.

Secondly a lot of this media hype
arosebecauseol the strength of the
parser and  t he  graphics.  J our-
nalists wh o  wou ld  nev er hav e

4 1 ;0 1 OION WP M
Fo r l i r ‘ F r
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been seen dead playing an adven-
ture s uddenly  we n t  a l l  ga-ga
because of the pretty pictures. And
the parser meant that they could
communicate w i t h  t h e  game.
Therefore a whole legion of  self-
appointed adv ent ure rev iewers
sprung u p  p r o c l a i mi n g  T h e
Pawn to he t he best t hing since
sliced bread.

Meanwhile f o r  u s  dedicated
adventurers the real quest ion has
yet t o  be answered — are these
Magnetic Scrolls adventures actu-
ally good games? Are they worth
your t:19.95, or is 90% of the satis-
faction derived f rom just look ing
at the pretty pies and entering PUT
THE IVORY KEY I N THE SWAG
BAG A N D  THE N DRO P  THE
POISON ON THE STEPS.

The Wi t  sat down to play Guild
of Thieves with sfight misgivings. I
wondered w h y  t h i s  wa s  a n d
realised to my horror that I hadn't
actually e n j o y e d  p l ay i ng  Th e
Pawn very muc h.  Sacrilege! Bu t
although others will doubtless dis-
agree. I  k i t  that i i  was just a bit
pretentious. It had some great puz-
zles, but  t he scenario was  a bit
odd w e l l  let's say I found it a
bi(— gulp — dull!

So it  came as quite a pleasant
surprise when I found myself get-
ting v ery  engrossed i n  Gui ld of

% a l o f t . %

Thieves. It may not be as original or
way out  as  some of  t he things
we've s e e n  l a t e l y .  h u t  i t ' s
definitely shaping up to be one of
the Wiz's favourite games.

You start off s t un*  in a boat in
mid-stream wit h a representative
of the Guild. To gain admission to
this august body you must loot the
surrounding countryside of  all its
valuables. So unlike The Pawn we
have h e r e  a  v e r y  t radi t ional
scenario — the good o r  treasure
hunt.

If you're wondering why  there
should be  any thing good about
sticking t o  t radi t ional  t hemes
instead of invent ing startling new
plots. the answer is that the very
structure of  adventure programs
revolves heavily around locations
and objects. It makes sense there-
fore t o  hav e  a  scenario t ha t
rewards the discovery of locations
and objects with good solid points!
So tradit ionalists wi l l  not e wi t h
glee the score counter constantly
displayed at the top of the screen
together wi t h  t h e  n u mb e r  o f

moves you've made).
The parser is once again mag-

nificent. You can make a lot of use
of y our  good o r  s wag bag f or
example. PUT ALL EXCEPT THE
LAMP IN THE SWAG BAG AND
CLOSE IT will execute rapidly and

ventaRe

without  difficulty. This means that
playing t h e  game becomes a n
enjoyable exercise of ihe imagina-
tion. rather than a battle of misun-
derstood words.

As you move about you' ll start
to make use of another feature of
the parser — the GO TO command.
Once you've visited a location or
EXAMINEd and object you can GO
TO it  f ront  another place. In the
Golden Wheatfi eld f or  example
typing GO TO TEMPLE or GO To
STATUE w i l l  t ak e y o u  rapidly
through the intervening locations
to the temple (where the statue is).

There are t wo  points  t o  note
about the GO TO command. First
it can kill you if you're not careful.
For example typing GO TO TEM-
PLE in the Lounge wi l l  take you
out o f  the castle by  way  of  the
raised drawbridge and irate door
keeper— not a very good idea. and
once you've entered the command
you can't take it back.

Second it appears to GO only TO
objects t h a t  y o u ' v e  ac t ua l l y
EXAMINEd. This can be mislead-
ing. Take the temple again — the
room description says clearly that
there is a statue there, but entering
GO TO STATUE later wi l l  do, liou
no good unless you've examined
it. Apparent ly ,  seeing I t  is  no t
enough.

ZZAP! 64 September 1987
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hc GO 10 command is parucu-
lady useful when storing your
treasure. Valuables aren't tha t
difficult to find to start with, but
the inexperienced player ma y
wonder wh y  picking them u p
doesn't increase his/her score. The
answer is that they only register
when you've put them in one of
the Bank o f  Kerovnia's safety
deposit boxes.

Atmosphere 85%
Interaction 91%
Challenge 89%
Overall 90%

Level 9/Rainbird, £19.95

he Wiz has yet to
play a 64 version
of this game so
this is a preview
rather t h a n  a
proper re vie w.
However, a s
Knight O re  is a

RI MID IP IP- c r u c i a l  re lease
for Level 9. I 'm bringing you my
impressions of the game as played
on the Atari ST. The days are
passed when the Austins were the
only people to take the adventure
market seriously - and as a result
were the only people taken seri-
ously by adventurers_ Level 9 were
kings of the cassette market, but
nowadays disc drives arc becom-
ing mo re  common -  a s  a re
machines with more memory and
better graphics facilities.. Level 9
made their name with text corn-
presion and text-only games- but
can they s u
r v i v e  
i n  
t h e  
n e
w  
e r
a ?

The game comes with a chunky
booklet including Full inst mei ions

48 ZZAP! 64 Sept 1987
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nd t o  t h e  n o r t h  i s  t h e  m o a t  o f  a  h o m e la s t l e  a n d  i t s  d r a w b r i d g e .
l o o k  a t  t h e  m o a t s

Use of the safety deposit boxes
highlights another excellent fea-
ture of this adventure -  the game
design. All of the puzzles are won-
derfully constructed -  logical,
sometimes quite difficult, and very
satisfying to solve. For example,
the safes will not relinquish an
article once it's been put inside. So
you have to be quite careful about
banking your treasures, making

A D V E N T U R E
PREVIEW!
Knight Or c

•••
3
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sure first that whai you have is a
treasure and uot something that
you will require later on.

Having played the game on both
the Commodore and the ST, I
found one aspect to be less than
satisfying -  the disc accesses. The
game comes on two  discs, and
although actual disc swapping is
kept to a bare minimum, the old
1541 grinds away for ages. Even

for play and a  short 'novella'
detailing the  exploits o f  Grok
Grindleguts and other ores. I t 's
quite readable stuff, incorporating
a gay dragon, a hoard of treasure.
a tavern and a sense of humour.
The novella sets the scene for the
game itself which falls into three
sections -  Loosed Orc, A Kind of

Infocom d i s c  accesses se e m
quicker than these, and at tense
moments 1 found the delays a real
annoyance.

There's a  particularly lo n g
access when the game loads in a
new graphic scene. The pies are
great, but if as with most people)
your expectations have  been
raised by seeing the Atari screen-
shots that most other magazines
printed, then you are in for a slight
disappointment. Y o u  certa in ly
won't find yourself complaining
about th e  lack o f  illustration,
although sometimes you may find
yourself wasting time examining
objects that are clearly shown in
the drawings, but don't in fact exist
within the program.

Guild of  Thieves is an excellent
program, combining. Magnetic
Scrolls' programming expertise
with a  more accessible scenario
and some excellent punks.  I t
should take you a long time to
finish and numerous SAVES will
be needed. Sadly there's no RAM-
save option and - equally annoy-
ing-no catalogue function to ena-
ble you to check up on previous
saved filenames. However, these
are minor quibbles about a game
that's destined to be a classic. Even
at E19.95 you can't go far wrong.

Magic and Hordes of the Mountain
King. However, you don't have to
read the novella to get on in the
game.

Apart from an upgraded parser
(see below) the  real difference
between Knight Ore and previous
Level 9 games is the inclusion of
interactive characters A s  Pete

) s
Yot go south and are standing on the viaduct, just north of a huge gap where
the southern end of the viaduct has been washed nag. To the south, across the
chasm, is a huge orc's head, carved from the rock. Its nose seems to have been
Staged, but enough remains to hold a large metal ring over the gap in theviaduct. An exit leads north.
Tie green knight enters frog, the north. Denzgl enters from the north,jamp into the chasm



Austin remark ed recent ly  ' Th e
range of puzzles you can have that
involve pic k ing u p  a n d  us ing
objects h a s  b e e n  t ho rough l y
explored — introducing characters
has to be the next step.' No sooner
said than done it seems.

In Knight Ore, as you control the
actions of  orcine Grindleguts you
can FOLLOW another character.
address another character us ing
the NAME MESSAGE format, and
even WAIT FOR another character
to arrive. Much of the game's chal-
lenge lies in  recruit ing allies, so
you'll fi nd yourself doing quite a
bit of communicat ion.

One of  the best aspects of this
interaction is the ability to 'queue'
commands t o  ot her  characters.
The ma n u a l  giv es  t h is  t ypical
example
TROLL. WAI T 2, IN. KILL VAM-
PIRE
MOUSE, wA r r  I.  IN, KILL VAM-
PIRE
IN, KILL VAMPIRE
Entering t he above t hree c om-
mands i n  sequence outs ide t he
vampire's lair brings all three of
you into the lair for a simultaneous
attack on the blood-sucker.

The fact is however that Level 9
still have a lot  t o learn when it
comes t o  ac tually  programming
interactive characters. There are
occasional gaffs as in
DENZYL WHO ARE YOU
To whic h Denzy l replies g e t
onto it at once.' Hmmm

Denzyl and othercharacters also
suffer f rom the program's rather
unconvincing technique of print -
ing lit t le messages about them at
intervals a s  if to persuade us that
the characters really do have lives
of t heir  own.  So  as  y ou hang
around Denzyl, the program wi l l
suddenly come up with 'He mum-
bles quiet ly ' or something similar.
This is a bit like The Hobbit where
Thorin 'starts singing about gold'
I can understand t he designer's
intent ion behind such messages.
but alter a while they become jar-
ring and unconvincing. Magnet ic
Scrolls' characters (and Infoeom's)
don't  advert ise t h e i r  presence
quite so obviously a n d  are more
effective as a result.

Like a l l  o f  Lev el 9 ' s  recent
games, Knight Ore comes complete
wit h graphics. As I  said, I 've only
seen the ST version, but  this was
enough to persuade me that  the
ceimpany have taken heed of  pre-
vious crit icism on the piccy front_
The graphics are quite unlike those
on their earlier games, and! expect
that people will either love or hate
them. I 've included an ST screen-
shot so you can see what  I mean.
The effect is  s light ly like one of
vvatercorlour. and I  found them a
very effective contrast to the usual
approach of  t ry ing for an almost
photographic realism (as in Guild
of Thieves).

The company have also taken a
leaf out of Magnetic Scrolls' book
by making the graphics scrollable
—you can scroll them up and down
the screen as required.  Unfort u-
nately the effect is rather jerky, but
perhaps they'll fi x this in the pro-

duct ion versions. I certainly hope
so— ii you're going toborrow other
people's ideas you've got to equal
them at least. otherwise you run
the risk of appearing naff.

As f o r  t h e  subjec t  mat t e r .
well T h e  Wiz  isn't  quit e so
sure about  this .  The Pawn may
have been 'way  out',  and Guild of
Thieves may be  mo r e  successful
because of its tradit ional structure,
but I can't help feeling that Knight
Orc carries things a lit t le t oo far
backwards. Ok ay ,  s o  t reas ure
magic and battles are great topics
for an adventure, but do we have
to s t ic k  t o  Mi d d l e  Earth-t ype
scenarios? Aren' t  we  a l l  jus t  a
teensy-weensy bi t  s ick o f  Ores?
Can't we think  of  a new way  to
introduce special effects i n t o  a
game rather than rely ing on the
old CAST SPELLcommand? Appa-
rently not

So what ' s  good about  Knight
Ore apart from the characters? The
parser has been improved and you
can n o w  G O  TO  o r  RUN TO
another locat ion.  You  c an also
FIND an object and use the words
EVERYTHING and EVERYBODY.
The use of EXCEPT is also allowed.

don't  think that anybody's going
to have cause to complain about
the interaction.

Secondly, t h e  game ( l i k e  a l l
Level 9  releases) doesn't  shrink
from occasionally t ak ing a  pot -
shot at  t he real world.  Whet her
this appeals to you or not depends
on your own views of society. For
example if  the idea that a dubious
member of the clergy might in fact
be a 'sweaty paedophile appeals
to you, then you're sure to enjoy
Knight Ore's social 'observations'.

Finally there's the usual Level 9
sense o f  h u mo u r  t hroughout_
Sometimes it gets a bit 'c liquey' —
anyone who's  never played MUD
in part icular will find the first few
minutes quit e baffl ing.  The Wiz
(who's renowned f or his lack of
sense of humour when it comes to
adventures) d i d  ac tually  laugh
occasionally as certain male voices
cried out in the distance.

The nit ty -grit ty  is  that  nowa •
days we are seeing an increasing
involvement o f  m o r e
accomplished games designers in
adventure writ ing.  Scot t  Adams
and Adv ent ureland have b e e n
replaced by  Douglas Adams and
Hitchhikers, a n d  powerf ul  game
generators like the system used by
Magnetic Scrolls are being made
available t o  more writers ,  More
important ly  though,  adventurers
have come to expect a bit  more
than the old 'fur between the toes'
magic spells  and  fi re-breathing
dragons.

With Knight Ore, Level 9 look set
to demonstrate that in matters of
programming t ec hn iques  t h e
company are going to maintain a
strong position in the market. The
question of game design is less easy
to answer, but  then that problem
can be solved at a stroke by bring-
ing i n  bet ter outside authors. I n
the meant ime the fi nal verdict on
Knight O r r  must wa i t  u n t i l  w e
extensively play-test the Commo-
dore version.

110. Ra i nbi r d's  Chief Orc, Adrian Howells, Orc-estrates an attack on
ZZAP! towersimitINA'11111
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Micronet and Prestel subscribers. If you've never played a Multi-User
Game on-line before, then this is an ideal introduction. What's it like
to bask in SHADES?

The Wiz recently went on a tour of SHADES
in the delightful company of Sappho the Witch
Sappho is one of a select band of 33 Wizards,
Witches and Arch-Wizards who have reached
the pinnacle of SHADES, where — like MUD —
the objective is to reach Wizard (or Witch)
status by collecting treasure and treating other
players with proper respect k i l l i n g  them
that is.

MUD. which the Wiz has already looked at
this year, is a scrolling text format game, but
SHADES is of course in Viewdata format, This
has the advantage of adding colour to the
proceedings, but it is slightly less suitable for
long textual interaction. As it turns out this is
not a drawback in the game, as SHADES is a
very different animal to play than MUD — it's
less formal, more friendly in the early stages,
and much more dependent on interaction
between the players.

Sappho herself has played MUD about
seven times 'I got killed each time within a few
moves and found the other players to be rather
intolerant of beginners.' This is also something
the Wiz has experienced, but it's not because
MUD is an unfriendly place. The reason is

SHADY
TACTICS
One class of SHADES player is worth
watching out for t h e  'killer'. Most
players will at some time or another go
on a 'killing' spree, and many will create
a persona (or game character)
specifically as a ' killer' character.

The reason for this is simple —
knocking off your fellow men and
women gets you a share of their points.
Some killers go on the rampage
regularly, changing their names
whenever they meet a gruesome end,
and thereby preventing other more
Innocent characters getting to know
who they are.

It can be quite an emotional
experience for a player to lose a
character to a killer par ticular ly if
you've spent a lot of time building that
character up and have come to identify
closely with it. Any disappointment,
however, is likely to be tempered by the
knowledge that you've done similar
things to other players in the N.M.

If you do get killed by an attacker, you
lose half your points and must start
building up your character again. If you
attack someone else, however, and they
kill you, then you are reduced to NOVICE
statues, regardless of how advanced
your character was when you set out.
There is a price to pay for homicidal
tendencies!
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R Firruitz
probably partly to do with the system itself —
MUD is a dedicated mult i-user adventure
system, whereas SHADES, being part of
Micronet, can be played by anyone who
suddenly has a whimsy to go trekking and
treasure hunting.

'There are three types of people who play
SHADES,' says Sappho, 'the * I '  (treasure)
hunters, the killers, and the chatters.' The
Killers. although they sound a little unpleasant,
are in fact an essential part of the game —giving

LETTING IT
ALL HANG
OUT
SHADES really encourages you to share
your feelings with others. The huge
number of emotional commands
encourage interaction, and do much to
create the game's unique atmosphere.
Here's a selection of what you can try on
your fellow SHADEists

BLUSH GROAN SLAP BOOGIE
GROWL SNARL BOP HEHE SNEER
CHEER LAUGH SNIFF CHUCKLE
MUMBLE SNIGGER CLAP PEER SOB
CRINGE POGO STRUT CRY QUAKE
SULK FOAM SCREAM TAP GIBBER
SHRUG WAVE GIGGLE WIGH WHISTLE
CUDDLE KISS EMOTE HUG STROKE
KICK WINK XPLODE YAWN.

Some of these simply allow you to let
off steam, whereas others (like HUG) are
interactive and require you to find
someone to get friendly with.

it a certain thrill that would otherwise be
missing. Since you can have different
personae on SHADES, most people will create
two characters for different purposes — one for
killing, for example, and one for exploration.

The chatters are people who drop in from
other areas of Micronet just for a quick natter
with other SHADEists (as players are called),
whereas the •T' hunters dedicate themselves
to the pursuit of  material wealth.

SHADES was written by Neil Newell and
inspired by MUD, back in 1985/6. The game
differs partly because of its structure, in that
only eight players can play a game
simultaneously— if more than eight players log
on then a new game is created. Up to eight
games can run at the same time, which means
that up to 64 players can be logged onto the
system at once, Under certain circumstances
this can be doubled by running another system
in parallel, giving facilities for 129 players.

As far as you're concerned, there will only be
eight. however. Couple this with the fact that
the game resets automatically every 45
minutes, and you can see that for a beginner

GAME
OUTLINE
Micronet Shades are landscapes of
dreams and adventures reached by a
gateway on Micronet.  Players roam the
lands, using the eight points of the
compass and commands such as IN,
OUT, UP and DOWN.

The aim is to score as many points as
possible by collecting treasure and
dropping it into the Mad King's room in
the castle. Having scored some points it
is a good idea to save, because unsaved
points are lost if you get killed or cut off.

The objects scattered around the
lands are classified as Treasure, Tools
(Keys that give you access to Treasure,
for example) and Weapons (that you may
use to kill or defend yourself against
attacks). Some objects fall into more
than one category.

Attacks from other players and
Mobiles (computer generated creatures
that roam the land) must be fended off. If
you are attacked you may defend
yourself by typing Retaliate with
(weapon). If you have no weapon you
may be killed unless you flee out. Doing
this, however, will lose you 3% of your
points.

You can try to kill another player or
mobile by typing Kill (player) o r  with a
Weapon,  Kill (player) with (weapon).

If you attempt to kill a player and you,
yourself, are killed, you will lose al lot
your points. If another player attacks you
and kills you, you only lose half.

All mobiles and players are liable to
attack you without warning. The Strange
Little Girl, however, is useful, as
touching her regains lost stamina.

You start as a novice, passing through
the higher levels as you gain points, until
eventually you reach Wizard status.
Your Stamina, Strength, and ability to
cast Spells increase as you progress.

It is a good idea to 'map' the land as
you play. To help you along, Micronet
have produced a basic map of the land.
There are many locations not included
on this, but it's up to you to discover
them for yourself.

the program is rather less daunting then MUD.
To start with, you've got only seven human
opponents, and secondly the frequent resets
guarantee that you'll find at least
some treasure.

Despite the small number of players in each
game, SHADES is a very lively place. This is
because there are a large number of mobiles in
the game — computer controlled interactive
characters that lead a life of their own. The
characters are very well developed and have
very distinct characteristics. Whether you
encounter a Mouse or a Demon, you'll still have
to be on your guard to protect your valuables,
or possibly even your life,

SHADES is also very lively because of the
enormous number of interactive commands
that encourage the human players to talk to
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each other, hug each other, and generally carry
on. You can Pogo, Boogie. Kiss, Hug, Sniff,
Snigger - and a whole lot more. Best of all,
there's a command called EMOTE which
enables you to do almost anything to anyone
else, by typing EMOTE (message). This

1
THESHADES ditl
STROLLER
W e l c o m e  t o  t h e  n e w s p a p e r  d e s i g n e d  t o
k e e p  y o u  i n  t o u c h  w i t h  a l l  t h a t ' s
h a p p e n i n g  i n  t h e  S h a d e ,  p l u s  m u c h ,
much m o r e . _  H o r r o r s c o p e s ,  R a d i c a l
S o r c e r y ,  C o o k e r y ,  A g o n y  A u n t  a n d  f o r
a l l  t h o s e  a i m i n g  f o r  W i t c h o o d ,  a
W i m m i n s '  P a g e  f u l l  o f  h i n t s  o n  h o w
t o  s u c c e e d  a s  a  f e m a l e  S h a d i s t .

KEY #  T o  s t a r t  r e a d i n g
M bx 8 1 9 9 9 0 6 8 3

0 S h a d e s  D a t a b a s e  9  E n t e r  S h a d e s

L O G I N

31:1;
1

4 0 1 9 9 9 9 9 8 g

- - *  S h a d e s  t h e  G am e w e l c o m e s  y o u  * - -

I f  y o u  h a v e n ' t  p l a y e d  b e f o r e  t y p e
HELP,  t h e n  L O G I N  t o  p l a y  t h e  g a m e .

P l e a s e  r e a d  T h e  S HADE S  K h r o n i k l e s  -
U p d a t e d  2 0 t h  J u l y  1 9 8 7
You a r e  c o n n e c t e d  t o  S h a d e s  l i n e  4

? I N F O  -  T y p e  L O G I N  ( o r  H E L P )
SYS>

o p

enables you to define your own emotional
activity -  hmmm • c o u l d  be interesting. As
Sappho points out. Commands like EMOTE
mean that in SHADES you can literally have a
party between players.

In fact his spirit of interaction extends right

IN
COMMAND
Here's a list of commands available in
SHADES -  many of them can be
abbreviated, which is a distinct
advantage when speed of interaction
helps you make progress and save log-
on costs.

BRIEF COMMANDS DOWN DROP
EAST FLEE FOLLOW GET GIVE GO
INVENTORY KILL LOSE MOVE NORTH
NORTHEAST NORTHWEST PICK
POWER QUIT RETALIATE RUN SAVE
SAY SCORE SHOUT SOUTH
SOUTHEAST SOUTHWEST STEAL
SUMMON TAKE TELL UP VALUE
VERBOSE WALK WEIGHT WEST
WHERE WHO

outside the game. 'I 've got a lot of personal
friends who I've met through the game. There
are pub evenings and get-togethers, though
most seem to happen down South in London
-  London seems to be the meeting place for
SHADEists.' But that doesn't mean that there
won't  be many players near you -  wherever
you live. There are many players in the North of
England, for example, and because Prestet/
Micronet is accessible for the cost of a local
call almost all over the country, it won't  cost
you the earth to log on. MUD by comparison
requires either a long distance call to London
or a special PSS link.

The Wiz found SHADES a far more energetic
game than MUD. There is something rather
grandiose about the Multi-User Dungeon t h e
location descriptions are long and in vivid,
grand style, the players tend to be slightly aloof

especially from novices, In general, the
atmosphere seems to be one of dedication to
the straight and narrow path of adventure, with
some interaction providing an added
dimension to the game. However, in SHADES,
I think it's true to say that interaction is the
game. For some serious adventurers, this may
not be so attractive, and some might even find
SHADES a little childish -  but for those who
thirst for a chat and a quick treasure hunt with
the minimum of fuss it's a great game.

There are currently rumours of a new MUG
appearing within Micronet, but to date nothing
is fixed. SHADES costs you 1.62 pence per
minute to play (6p a minute if you're on Prestel
but not on Micronet) plus Prestel log-on
charges. That's not too much to fork out, and
there's currently a special offer giving five
hours free play. If you're not on either Prestel
or Micronet, then you might like to know that
the company are doing a special deal, offering
a free modem with every subscription to the
service.

To play SHADES on Micronet, go to page
*8118# To join Prestel/Micronet, write to them
at DURRANT HOUSE, B HERBAL HILL.
LONDON, EC1R 5EJ. Telephone 01 2783143.
If you're of the easy-going social type, I can
recommend a dip into the game- MUD may be
the more serious quest for some, but in
SHADES you can set your sights on Wizard-
dom -  and Boogie all the way!
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RATIONALISED
RATINGS
Normal service is resumed this month,  after a brief break last month
to panic over my finals. Finals at Oxford are conducted in a curious
manner,  which involves dressing up m black dinner jackets and bow
ties and s it t ing for 30 hours in a building made of pink marble. It
amounted to psychological disorientat ion on a grand scale, and left
me lit t le t ime to go to war. What did !get? I don't  know yet .  p r o b -
ably a second like everyone else.

I thought  I'd devote this month's int roduct ion to explaining my rat-ings system in detail,

PRESENTATION
Presentat ion involves every thing that  doesn't  direct ly  relate to the
game, exc luding the graphics (which,  even in a s t rategy game, can
be said to be part  of the gameplay).  So that doesn't  just mean the
packaging (though packaging is important  when you've paid for a
product),  it  means the general on-screen appearance, whet her the
program looks ' t at t y  round the edges', and - important ly  -  what
impress ion the 'f ront  end' makes. In a strategy game there often has
to be a complex orders system, and this can be very badly designed
when programmers  really  make an effort.

GRAPHICS
This is self-explanatory, but  I try to consider the dist inct ion between
pret t iness and usefulness. Good graphics are those which are
appropriate to the game, and so a few simple, elegant ly  designed
lines can be better than a screenful of messy colour t ithe garne's idea
is bet ter expressed that way.

RULES
Rules are vitally important  to a strategy game, which so often has to
exist in the imaginat ion.  I prefer to see the game mechanics
explained (though others don't  like this), and therefore I always com-
mend background detail,

AUTHENnary
This is a nebulous quality. To what  extent can a stylised set of boxes
and lines on a television screen ever be said to be authent ic  - espe-
cially when what  they're t ry ing to represent is a noisy, smoking,
muddy  batt lefi eld in the Napoleonic Wars? Authent ic ity  is the factor
by which a game, through its various aspects, manages to reduce the
gap between reality  and what 's  on screen,

PLAYABILITY
PI ayability may be generated dif ferent ly by arcade games and strat-
egy games, but the effect on the player is much the same. Playability
can probably  be boiled down to 'the promise of more', and it s  faintly
analagous to an absorbing plot  in a television drama. Empty  and
unsat isfactory games can have a high degree of init ial playability  -
who,  once started, can resist watching 'Neighbours '?

OVERALL
I feel I can give a game a high overall percentage without  much refer-
ence to the indiv idual ratings. A game may be badly presented, have
weedy  and obstruct ive graphics, rules which hardly  cover the back
of the inlay, and try to claim that Napoleon invaded India a n d  still
remain fascinating. Most  of  the indiv idual rat ings are descriptive,
but  the last three are evaluative.

Hav ing said all that, I wouldn' t  take rat ings very seriously. Most
of what  I really have to say about the game is contained wit hin the
body of the review, and the best way of judging whether or not you
would like to buy it is to study that and decide if it sounds like the sort
of game you'd enjoy.



SHARD OF
SPRING
SSI, e19.99 disk only

hard of Spring is a
game of a type I
would u s u a l l y
pour scorn upon,
the c o m p u t e r
' fantasy roleplay-
ing game'.  As  a
real l i v e  ro lep-
layer, I 'm deeply

convinced that i s  not possible to
reproduce t he experience of  this
sort of game on a computer. And
although Shard of  Spring is a very
playable piece o f  entertainment
software, it's good for reasons other
than those which it intends

The act ion takes place on t he
island o f  Ymros • wh e r e  u n t i l
recently, it was always Spring. This
phenomenon was brought about by
the presence on the island of the
Shard of  the t it le, and, due appa-
rently to appalling careless security
precautions, this desirable piece of
crystalware has been stolen by an
evil wi t c h  called Sinadne.  Th e
temptress h a s  t hreat ened t o
destroy the crystal and thus turn
Ymros into an icy wasteland unless
the peasants pay  tributes to her.
The field is  clearly wide open for
adventurers to do their stuff.

What we  really have here is an
excuse to string together a collec-
tion of dungeons, quests and wilder-
ness encounters (to use the rolep-
laying technical t erms ),  bas ed
around a  s t ruc ture o f  character
advancement a n d  acquis it ion o f
wealth. The possibility of eventually
winning by achieving the ult imate
objective is also held out. Most of
the game is spent in melee, so it's
fortunate that the close combat sys-
tem is extremely good.

The first thing to do is to 'roll up'
a party. A party must consist of at
least two, and can contain as many
as fi ve characters. There i s  no
advantage at  all in having fewer
than five in your party, as they all
add to the firepower and don't cost
much to feed. A  human character
can either be a Warrior or a Wizard,
and the other races have already
had the choice made for them.

Characters are allocated statistics
inthe usual range of 'attributes' by

random c o m p u t e r  d i c e - ro l l s .
Although it seems absurd to give a
computer character a statistic for its
intelligence, the •intellect  attribute
makes itself  useful by  governing
how many skill points can be spent
on skills like the ability  to use a
sword, o r  t o hunt ,  Similarly,  t he
'skill' attribute itself determines the
percentage chance o f  hit t ing a
target, and strength adds a damage
modifier. When t he game lunges
into melee combat, the use of all the
attnbutes is brought immediately to
the surface of the gameplay. They
have no feeling of  irrelevance, as
happens so often in  this type of
game.

Warrior characters c an choose
from a list of skills specific to them.
They need to have a weapon skill of
some sort, but  more unusual skills
include armoured skin and persua-
siveness, which lets the character
negotiate a discount on items sold
in shops. Wizard skills are slightly
different, because choosing one of
the fi ve ' rune'  sk ills  allows  t he
wizard to have at his command a
range of six or seven spells. Finally.
and essentially, t he  character is
named. The latter half of this name
has a tendency to be swallowed by
the program when it  feels late it ,
which gives an amateurish impres-
sion.

All characters are stored on a
separate disk (one of yours, which
the program formats for you), and
once you've created as many as you
want you can arrange them into
parties. There's space on the disk for
25 characters and five parties, but
you can only  go out  adventuring
with one party at a time.

Having s wapped disks  round
once more and entered the game,
the p l a y e r  fi n d s  h i s  p a r t y
represented by a single figure in the
middle of a map. The map is pretty
enormous, and I can vouch for that
because I've been mapping it. What
you see on the screen at any one
time is a portion nine by nine square
of the landscape surrounding your
party. The basic terrain types are
plain, forest, mountains and marsh,
bounded b y  w a t e r .  S p e c i a l

locations, such as towns and the
entrances t o  u n d e r g r o u n d
complexes, are easily identifiable
As might be expected it takes longer
to cross a mountain square than a
plain square, but the game is not set

•real time'. The hour of the day
and the day of  the month can be
called up at any time. After a certain
number of  hours i t  begins t o get
dark, and at this point it 's a good
idea to set up camp and sleep.

You can set up camp at any time
of the day, and it's often essential
because its  the only way to access
a wider  range o f  options. Once
encamped the player can examine
individual members of the party. try
to identify potions and items found.
swap round equipment  and heal
each other's wounds. The inadvisa-
bility of taking too literal a view of
the game is illustrated in this proce-
dure. II a character buys a weapon
and a set of armour in a town, before
he can put on the armour and get
the weapon ready to hand he has to
leave the town, go a lit t le way out
into the country, and pitch a tentl

Combat is  extremely well-man-
aged - and this is a good thing, for if
it weren't one of the best aspects of
the game, the whole program would
be a  disaster. When they  party
stumbles across something to wave
its swords at -  and you don't  see
them coming -  the screen display
changes to a blow-up of the area,
with characters shown for the first
time as individual figures. Combat
always starts wi t h  t he opposing
sides a few squares apart. This is
where movement  points become
the currency of combat, it  costs two
movement point s  t o  mov e one
square, one t o t urn around, and
three t o  mak e a n  attack. Each
character, f riend or foe, takes his
turn according to speed. A charac-
ter's accuracy and ability to infl ict
damage depends on his skill rating.
his strength, the type of  weapon
he's us ing and  t h e  opponents
mmour.

The landscape i s  interspersed
with dungeons and towns. At  the
towns y o u  c a n  b u y  weapons ,
armour and foods, take your charac-

ters up levels, and meet that familiar
roleplaying figure t h e  old man
in the pub who tells you what your
next quest wil l  be. The dungeons
take you into the usual subterra-
nean corridors  populated w i t h
monsters and hiding treasure,

Although I 'm sceptical on princi-
pal about this sort of game, there's
no doubt that Shard of Spring is an
excellent design. The island is  a
graded exercise i n  adventuring,
with the wilderness and dungeons
on the East side containing easier
monsters than those on the West
It's playable to the point of being
addictive. Testimony to this is  the
fact that a friend and I sat up to half
past two playing it, when we were
in the last weeks before our Finals.

What the game lacks is imagma-
tive design, and because of  that,
atmosphere But  I can certainly rec-
ommend it, even to those who don't
think they like roleplaying on a com-
puter.

PRESENTATION 55%
A generally lacklustre appear-
ance. i nc l udi ng a  c l um s y
orders system and l ong and
irritating pa us e s  f o r  d i s k
access

GRAPHICS 65%
The representation of the wil-
derness is adequate but dull,
RULES 88%
Clear descripuons, with tables
describing some of the game's
mechanics

AUTHENTICITY 617/0
Alt hough giv ing a sense of vas-
tness and variety, disbelief is
never suspended for very long.
PLAYASILITY 90%
Absorbing.  t ant a l is ing,  a n d
satisfying.

OVERALL 88%
Just short of brilliant
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STRATEGY
AUTO DUEL
Origin Systems,
E19.95 disk only

hen I took over the
ZZAP
, 
s t
r a
t e
g y

reviews
expected t h e
games I'd be sent
to b e  dif ferent ,
but I  d i d  n o t
expect t o fi nd a
toolkit an one. And

don't mean a software toollut. I
mean a miniature set of screwdriv-
ers wit h a t iny hammer and a tiny
wrench tucked together in a neat
plastic pouch Th i s  I  suppose is
called imag inat iv e  pac k aging;
though the kind of  cars AutoDual
deals with are likely to need a some-
what larger maintenance kit.

Apart f r o m t h e  toollt it ,  t h e
AutoDuel package offers a substan-
tial 32 page rulebook and a colourful
fold-out road map — oh yes _ „  and
a disk. The game incorporates an
arcade element which is central to
the gameplay. Therefore strategy
garners who have no patience with
games which demand a degree of
joystick 'waggling w i l l  n o t  b e
enamoured of this release.

The sett ing is the k ind of  and,
technological, aggressively bleak
future that Americans seem to anti-
cipate. Th e  roads  bet ween t he
major 'fortress cities' have become
almost impassable unless you're
driving an armoured tank, and the
favourite spectator sport is combat
to t he death in  t he autoduelling
arenas. Also, the only way of trans-
porting goods is to pay freelance
couriers to batt le their way along
the motorway. I nt o this  environ-
ment you arrive, wi t h  t he open-
ended ambit ion of earning a lot of
money, building up a nice car, and
gaining repute.
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You start out as a raw, untested
candidate f or  greatness, wi t h  a
small amount of money and no veh-
icle to call your own.  The game
opens in New York. with 15 other
cities to hit later on; you are first of
all asked to create a character for the
driver by spending 50 points betw-
een the three skills of dnving ability.
marksmanship and mechanical abil-
ity. The character of  the driver is
therefore very simply defined, the
real complexity being reserved for
the much more important creation
of the car.

A poor driving ability means that
the car can become impossible to
control properly with the joystick if
tyres blow, and low marksmanship
makes i t  difficult  t o tut  an oppo-
nents car. This is an uneasy inter-
face bet ween game realit y  and
physical reality. In an arcade game
and lots of sequences in AutoDuel

are clearly demanding an arcade-
style approach),  t h e  interact ion
between t he human player,  t he
joystick, and  t he  movement  o n
screen is a real event. A  strategy
game exists much more in the imag-
ination, wh i c h  i s  wh y  s t rategy
games c an ge t  away  wi t h  bad
graphics. Character statistics relat-
ing to ability very definitely belong
to t his  imaginat ive sphere, and
when they get between the move-
ment on screen and the player's
own, real developing ability at man-
ipulating the movement it is irritat-
ing.

This is the background to a more
senous objection_ The graphics in
the action sequences are not at all
good. The car you drive, no matter
how complex on paper, always looks
like a very simple Mini viewed from
above. The arenas in each town are
identical, consist ing o f  stick-like
fencing and rocks with a lot of blank
space. But when you hit the mean
hard motorways of the 21st century,
it's disappointing to fi nd that  the
Landscape looks rather like a child's

drawing. Nice whit e fences, Int le
cows by  t he roadside, well-kept
homesteads and trees conspire to
ridicule the scenano.

As the game's object is  to build
the bes t  c ar y ou c an and w i n
autoduelhng championships,  t h e
immediate aim is to make money. I
found the easiest way to do this is to
by-pass a l l  t hat  dangerous and
uncertain autoduelling and head by
bus for Atlantic City, where you can
take part in a very lenient and gener-
ous game of Draw Poker! But  the
proper way  to make your first few
thousand is  t o  take part  i n  t he
amateur Night  event at  the arena.
The prize is  E1500 dollars and a
couple of points of prestige. When
you have y our o wn  armed and
armoured green Mini you can take
part in the Division Combats and the
highly dangerous City  Champion-
ships.

The other main way  of making
money and gaining prestige is to run
courier tasks for the AADA. Visiting
their buildings offers the player a
choice of four different tasks every
day. This seems to me one of the
most interest ing aspects o f  t he
game. I f  your car isn't big enough
and your prestige isn't high enough
the AADA will have no hesitation in
refusing you for an important job.

Most of  the loving care in the
design of this game has gone into
the car specifications. There are
seven basic types of  body design,
four chassis modifications, t hree
kinds of suspension, and four grades

of 'power p. ii t o  choose from. Al!
of these affect how much the vehicle
can carry, how fast it  can go, and
how easy it will be to handle. After
that, there are tyres, weapons and
armour to decide on. and there are
12 weapon types to choose from. It's
just a pity that when your armoured
tank rolls off the efficient production
lines it still looks like a green Mini.

These and other touches of vari-
ety (such as the ability to salvage
cars you've destroyed and sell the
scrap) seem to promise a substantial
game. AutoDuel does have a feeling
of solidity and of things to do and
places to go, but there are objections
which may be more than superficial
The enemy cars in the amateur night
contest are always in exactly the
same place every time, in every city.
It is depressingly easy to get killed
very suddenly, and t he only  We
insurance you can take Out is to have
a clone made; which is so expensive
that it 's  Wildly  worth doing unt il
you've built  up a substantial foe
tune. Frustrat ion dominates over
enjoyment, and I find it  difficult to
believe that  the gameplay settles
down later.

But the potential for expansion in
a game which is so difficult to get
started in is  tantalising. You can
own up to eight cars, you can track
down top secret missions for the
FBI, and you can become king of the
arena. But there is no grand object,
something which I think all games
should have,  however excit ingly
remote i t  may  be AutoDuel is  a
lonely game_

PRESENTATION 85% I IThe toolka is useful for wirit i
plugs. But  having to change
the di sk r ound s o of ten i s
rather boring.
GRAPHICS 30%
Worse than poor, because they
defeat the atmosphere.
RULES 84%
Excellent

AUTHENTICITY 50%
Despite t h e  be a ut i f u l l y
detailed car specifications, the
game does nothing to coniour
up the required atmosphere.
PLAYABILITY 70%
Although i t ' s  fr ustr ati ngl y
difficult to get started, it's easy
to spend a long time trying.

OVERALL 70%
Some good poi nts a nd t he
promise of  lasting play — but
the serious drawbacks might
become too irr i tating i n the
long run.



DESPATCHES
Hello? Is there anybody out there? I hardly expected sackloads of
mail in my first month,  but you've all had time to put pen to paper
by now.  Come on! I f you want 'Manoeuvres' to be an impor tant
part of ZZAPI ,  then you've got to add your support.  That means
you !Let's hear your views on anything and everything to do with
strategy gaming on the Commodore.  I get plenty of mail for
'Frontl ine Forum' in Crash - and you wouldn't want me to think
that Commodore garners were less interested than Spectrum
strategists, would you?

As from next month,  space al lowing, I shall be publ ishing a
small hints and tips 'sub-column ', and I need your strategies and
solutions. As from this month,  you have the chance to vote in a
strategy chart too, so start wri ting.

A COMMIE
• "  BASHING

Dear Philippa,
Congratulat ions o n  j o i n i n g
ZZAPI Sorry about  this, but  this
let ter is one long moan directed
against U S  Go ld .  I  rec en t l y
bought  G e r ma n y  1985 ,  a n d
frankly I  wa s  dis gus t ed w i t h
what  I  read on the cover -  ' the
mighty  bear of the Eastern Bloc,
the av ar ic ious  S o v i e t  U n i o n
strides its  way  f orward to sav-
age t he f ree world,  t o brutalise
and int imidat e it s  peoples . '  Of
course t he game gives you the
opportunit y  to play the well-spo-
ken, c lean-shaven,  general all-
round nice guy  NATO Supreme
Commander.  Succeed, and t he
world wil l  once more be nice and
jolly, people wi l l  be happy, birds
wi l l  sing, the sun wi l l  s h ine. . .
get t he idea? Fail,  and the bad
guys in the fur hats win  (that 's
the Rus s ians  o f  course),  t h e
birds won' t  sing, and sun won' t
shine, etc.

US G o l d ' s  T i m  C h a n e y
defended Raid Over Moscow by
saying t h a t  ' n o b o d y  r e a l l y
believes t hat  i f  t hey  get  ins ide
the K reml i n  du r i ng  a  nuc lear
war,  t hey ' re going t o  t h row a
disc that  rebounds of f  a wal l  to
knock out robots arming nuclear
weapons. ' But  Germany 1985
15 ,and I  quote,  'a realis t ic  s imula-
tion.' Does  t his  mean  t hat  US
Gold really believe this garbage?

On t o t he actual game itself ,
and t he mos t  import ant  ques-
tion is ,  is  i t  wor t h  it? And  t he
answer to that  one is a resound-
ing no I  bought  the game in a
chain s tore,  and I  f eel t hat  US
Gold have taken advantage of
the fact that  f ew of these stores
provide t he game ins t ruc t ions
before y o u  ac t ua l ly  b u y  t h e
game. A  s m a l l  d i s c l a i me r
printed on the inst ruct ion sheet

informs the poor mug who actu-
ally shelled out for the game that
' this product wil l  not save to cas-
sette. ' Just what  is the point  of
produc ing a cassette version like
this? A  save f eature in  a  war-
game is essent ial I I n demonst -
rat ion mode the game took four
hours and 26 minut es  t o com-
plete. Bearing in mind that  the
computer t h ink s  mu c h  f as t er
t han!  do, it  would probably  take
at least 12 hours for me to finish
the game.

The lack  o f  a  casset te save
rout ine renders the game totally
unplayable and it  should never
have been released in this form.
I sent a let ter to US Gold (Trans-
at lant ic  Simulat ions )  o v e r  a
mont h ago, to which they didn't
even have the decency to reply.
Their a t t i t u d e  s e e ms  t o  b e
'we've got  your money so what
do we care?' Don't  get me wrong
-  t h e  g a m e  c o n c e p t  a n d
implementat ion i s  great ,  b u t
couldn't  t he  dis k  save rout ine
have been reprogrammed? This
begs the ques t ion-does  anyone
at US Gold really care, or are they
just  a bunc h of slick market ing
men after a quick buck?

Ans wers  o n  a  p o s t c a r d
please

Gordon Allan, Tain

As I  s aid las t  mont h.  I ' v e  no
qualms about wargames  as war-
games, b u t  I  dis like int ensely
the s o r t  o f  Commie-mut ant •
t raitor a t t i t ude t h a t  s o me  o f
these A me r i c a n  s i mu l a t i o n s
adopt. Wargames shouldn't  take
sides (not  poli t ic al ly  anyway ),
And US Gold don't  seem to be a
very popular organisat ion -  not
as far as cus tomer relat ions go
anyway.

PI

SOCIAL COMMENT
Dear Philippa,
In reply to a letter in your first
CRASH Fr ontl i ne For um,  y ou
commented t ha t  w hi l e  com-
puter wargames are good for the
solo gamer,  t wo players are bet-
ter off with board games. This is
an issue whic h I  feel should be
t hrown open to ZZAP I readers,
and here is my v iew on the sub-
lect.

I h a v e  m a n y  e x c e l l e n t
boardgames bu t  my  play ing of
them decreased af ter acquiring
a CBM64,  a n d  I  hav e  hard ly
touched t hem s inc e buy ing  a
disk driv e 16 mont hs  ago. The
reason is that 95% of my gaming
is s olo and t he  c omput er pro-
vides m e  w i t h  a n  opponent .
However.  80% of my social gam-
ing i s  d o n e  w i t h  c o mp u t e r
games and  no t  ov er  a  board.
Comput er games  are eas ier t o
set up and can be readily  saved
for t he nex t  session, be it  nex t
week  or next  month -  instead of
hav ing map and counters laying
about, or  bot h s ides  hav ing t o
laborious ly  not e un i t  pos it ions
and s t rengt hs  t o  s e t  u p  t h e
board again. Another advantage
is t ha t  t here are no  disagree-
ments over rule interpretat ions.
Even in relat ion to game quality,
most s of t ware can s tand com-
parison wi t h  board games  and
the computer's  number-cmneh-

ing leaves more t ime for plan-
ning a n d  enjoy ing ins t ead o f
searching through charts to see
what  CRT to use.

The ability  of the computer to
recreate the fog of  war  v ia hid-
den movement  and limited infor-
mat ion o n  t he  enemy ,  means
that  where once my friends and
I p lay ed 'Ci t y -Fight  • o r  ' Tas k
Force' we  now play  'Comput er
Ambus h'  o r  'Grey  Seas. Grey
Skies' as  you no longer have to
give informat ion as to where you
are searching. and the opposing
units can't  be  occupying t he
same ar eas w i t hout  a ny one
being awar e of  i t.  The  social
aspect o f  conf rontat ion ov er a
board is gone, but  easier garnep-
lay wi t h  l it t le or no loss t o the
s imulat ion makes up for it.

Jim Harrison, Glasgow

Two-player computer wargam-
mg  is something that  I  person-
ally  - as you're right  to point  out
-  can' t  enjoy.  Perhaps  I 'm t oo
hasty i n  as s uming t ha t  mos t
other computer wargamers  feel
the s ame way.  Certainly ,  I  can
see that Commodore disk-based
games c o mp e t e  m u c h  m o r e
closely with the boxed was-game
than Spec t rum casset te-based
games - what  do others think?

PI

. . 1
THE NEW ZZAP!

STRATEGY CHART
Here's your chance to decide the fate of your favourite strategy
games, by vot ing in the ZZAP I s t rategy chart. Tell us your fav-
ourite five strategy programs, and at the same t ime enter a draw
for E20's wort h of sof tware (not necessarily strategic) and a
ZZAP I T-Shirt.  Five runners-up will also receive a T-Shirt, so get
your entry in as quickly as possible.

The following are my five favourite strategy
games in order of choice
1.

2.

3.

4.

5.
Name

Address

Should I win this month's  prize, I would like the following E20's
wort h of sof tware . . .

T-Shirt size S m  1 I

• C o m p l e t e d  coupons should be sent to ZZAP !
s ST R A T EG Y CHARTS, PO Box 10, Ludlow, Shrop-

shire SY8 1DB, to be received no later  than Sep-
• t e m b e r  9th 1987.
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EUROPE'S LEADING
COMPUTER REPAIR CENTRE

i p

-

YOUR MICRO
DESERVES THE BEST...

When your home or business micro costs several hundreds of
pounds. it deserves the finest repair facilities in Europe (well,
probably!). And the finest prices £ 5  off trade rates for a limited
period only. *How? At Verran we use our own range of advanced
automatic test equipment (now sold worldwide), backed by
stringent 2•8 hours soak-rack testing. That means speed, ultra-low
prices and, most important, guaranteed reliability. For the first
three months we'll repair any fault free. For the next three, at half
these quoted prices.* It's the finest service available.
*  Currently we handle over 3500 products on average every day.
Providing services for such leading companies as Amstrad plc,
Commodore Business Machines, Sinclair Research. Rank Xerox,
Dixons, Currys, Boots, W H Smiths, John Menzies and many more.
*  Join them and take up our special offer now.

Recommended and Approved by

ACORN ATARI SINCLAIR COMMODORE

..AND UNBEATABLE DISCOUNTS ON ALL COMPONENTS!!!
*  With over E500•000 worth of spares in stock, we
can meet many of your specialised requirements.
We've listed a few examples and for anything not
displayed Just call us and we'll quote immediately
inclusive of first class post

SPECTRUM SPARES
Z80 CPU
ULA 6C001
Power Supply
ROM
4116 RAMS
Mt 690
M  213

Keyboard Membrane
Spectrum
Spectrum Plus
Metal Templates

COMMODORE SPARES
6510 Processor
6525 CIA

260 6 5 8 1  Sid Chip
700 9 0 1 2 2 5  Graphic ROM
6.50 9 0 1 2 2 6  Basic ROM
700 9 0 1 2 2 7  Kernel ROM

75 9 0 6 1 1 4  House Keeper
40 6 5 6 9  - VIC
40 4 1 6 4  RAMS Mernr,fy

300
8.00
3.00

12.00
12.00
15.00
1000
10.00
15.00
10.00
18.00
1.00

Power Supplies
CM
C16 19 50

15.00
All the above prices include VAT but please enclose
a further E1,50 post and packing on all componentorders_
HOW TO CONTACT US

*  For quotes on computers not listed or on
any component, telephone 0276 66266.
(Quoting ZAP1097J

*  To send us your micro for repair, mail it worthy
packed, accompanied by cheque, postal order
(made out to Verran Micro Maintenance Limited) or
quote your Access or Barclaycard number. And to
obtain your special discount quote ZAP
, 0 9 7

e n /
4 -
7 7
1
\ 7 *

Verran Micro•Maintenance Limited, Unit 2H & 2..1, Albany Park, Frimley
Road, Camberley, Surrey GU15 2PL. Telephone 0276 66266.
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BARLARIAAI
(Palace)
If you're a 126 owner, and emu •
like a bit of a laugh, load id.
two of this brilliant slice and clic
game. When it's loaded, keepthe
nd  Commodcwe key depressed

rpet the computer using
ch. Great eh? Try it
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• Thanks to Ned
E , ,  for that useless,but amusing tip.

'Greetings' says Geir Straume of 2040 Klofta, Norway. 'How e l l
would you like to play a full screen version of WonderboO' If you
do, load the game, reset the computer and enter the following
POKE&

-•••••••••••
I

I
I

POKE 3427,32
POKE 3428,174
POKE 3429,2
POKE 3572.32
POKE 3573,167
POKE 3574.2
POKE 679,141
POKE 680,32
POKE 681,208
POKE 682,141

I •

•1

-•••••

WONDERBOY (ActIvision)

And if you want unlimited lives, enter:

POKE 2676,234
POKE 2677,234
POKE 2678,234
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By the way, the full screen effect starts when you've completed
round one - so go for it.

ENIGMA FORCE
(Beyond)
This ageing sequel to the even
more ageing Shadowfire has just
been re-released on the Best of
Beyond compilation. S o ,  i f
you've just bought a  copy (or
have the original and never got
anywhere), the following solu-
t ion f r om Craig Richmond and
Glen Forrest of Western Australia
might be of interest.

Before y o u  a tte m pt a n
escape, explore  t h e  b a s e
thoroughly and find all the loca-
tions so you know where to go -
making a map is a pretty good
idea. Finally, the following strat-
egy relies on a very quick start.

Firstly, take control of  SYLK and
locate the insectoid queen. When
you have achieved this, your team
will no longer be attacked by the
insectoids. T o  fi n d  he r ,  l o o k
around the area immediately sur-
rounding t he ammunit ion room,
but be careful, there's a queue of
insectolds wa i t i n g  t o  c o m e
through t he locked door  of  t he
ammunit ion room.

When the Queen insectoid has
been located, choose one of the
remaining crew members (prefer-
ably not MAUL the Transporter as
his lack of  speed tends to cause
problems). Use this character to
get the RED KEY CARD which is
found two rooms due south f rom
the starting point. Get this key, and
return t o  y our start ing locat ion,
then head lef t  and  k eep going

along this corridor until you find a
locked door,  Ac t ivate t he c ard
now.

Take control of the remaining
character, either ZARK or  •SEV-
RINA, and make your way straight
to the room where the enemies are
produced - don't forget to take all
the power capsules and ammuni-
tion you can find on the way, and
don't  stop to fight either (and make
sure y ou' re wrapped n ic e a n d
warm with a woolly  scarf). When
you get there, wart on the far left of
the room,  ins ide t h e  d o o r  ( a
character can't  be shot  while in
this pos it ion).  A  GREEN K E Y
CARD is  located nearby  -  this
should be collected when there
are no reptiloids in the room.

If you wait in the room long
enough the reptiloids won't be
able to get out, which means that
there's a continual build-up of the
number o f  ins ec t oids  a n d  a
decrease i n  t h e  n u mb e r  o f
reptiloids. The best thing to do is
keep stepping in and out  of  the
room and activating a power cap-
sule i f  energy gets  low.  Af ter a
while, there's a backlog of  insec-
toids wait ing to get into the room
you are in. This is when you leave
the room -  whether you have the
green key or not.The next task to find GENERAL
ZOFF and kill him.  He's  usually
near t o  y our  current  locat ion.
When you have killed him, take the
PURPLE KEY CA RD that 's  lef t
behind.

Go back to the room that you'd
been wait ing in before, and help
kill any remaining reptiloids. Col-
lect the GREEN KEY CARD if you

THE SENTIN
(Firebird)

nds up all those who tried to
- e e t  Geoff Crammond's ulti-
mate challenge o f  getting a
meanie on the Sentinel's plinth,
and failed. Someone without a
raised hand is Conor Hickey of
Rathfamham, Dubl i n .  T h i s
clever chap claims that he com-
pleted the challenge in under ten
minutes! if you'd like to do the
same, follow his instruction:

First of all select the single sentry
landscape 0011 (code 65614978),
arid absorb all of  the trees. When
you're certain that you've sucked
up every  tree, t hen absorb The
Sentinel. Place a tree on his plinth
and wait ,  s tanding on the near-
most square behind The Sentinel's
plinth. When the sentry sees you,
it has no choice but to use the tree
on the plinth to create a meanie -
and there you have it, the ultimate
chaHenge conquered.  Y o u  a r e
now a complete human being.

do not  already have it and leave
through the south door.  Activate
the GREEN KEY CARD,  and go
through t he  door.  Act ivate t he
PURPLE KEY CARD that you got
from GENERAL ZOFF t o unlock
the spaceship door.

Take all other characters to the
room leading to the spaceship and
then take them through the door.

Say ' thank goodness for that,
I've fi nished i t '  and look  at  t he
pretty picture on the screen to your
heart's content.

ZZAPI 64 September1987 5 9
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HEAD OVER HEELS (Ocean)
This is such a playable and rewarding game, unlimited lives
almost seem an insult. Still, if you're in need of a helping hand,
just type the following Zoltan Kelemen listing and RUN it to have
unlimited Heads and Heels at your disposal.

3 FOR 1..53229 T O  53256:READ APOIKE 1.11
OVC.-C +A:NEXTi l F  C=-3630 THEN SYS 53229 •

l 4  PRINT" ERROR IN DATA'• •
, 5  DATA 198,157,169.0,162,1,168,32.186,255.1_

•
1 
3
2
,
1
8
9
,
2
5
5
,
3
2
,  
2
1
3
,  
2
5
5
,
1
6
9
.
2
0
8
,
1
4
1
,
1
4
6 
•

.1
1 
6  
D
A
T
A  
4
.
9
6
.
2
0
8
.
1
5
4
.
1
2
2
.
7
6
.
3
,
1

ZZAP! 64 September 1987



I
F 
B
A
L
L 
(
F
i
r
e
b
i
r
d
)

Yeti and Woody f rom Aylesbury,  Bucks  are a couple of  c om-
pletely looney hackers who've dec ided to send in their POKEs
for this s t range combinat ion of  ballplay, rac ing and shoot ing.
First of  all,  load t he game s o that  you can ent er any  of  the
following:  POKE 21916,234 (to s t op t he t imer t ick ing down),
POKE 20669,234:POKE 20670,234 ( f o r  I nfi nit e balls ),  POKE
18133,255 (for big bails), or POKE 18729,234;18730,234 (for ' im-
poss iball'  mode!!??).

Then enter the following to activate 's t range and freaky' fea-
tures throughout  the game

- -  _ . . . - -
-
- - - - - - -
- - - /
1

! --------
• 1
1
p
0
K
E  
2
8
6
2
0
.
0
7  
I
I
!

•  i pOKE 28621,15 1 "
•  I
t 
P
O
K
E  
2
8
6
2
2
,
0
1  
;
1
1

•  I POKE 26623,20 10
•  t POKE 28624.15 ; I li
•  1POKE 28625 .
09  l
i
e

e11POKE 28626 ,
04  l e I POKE 28627.0

0 l
•

Af ter you've made your changes you can restart  the game by
typing SYS 27933. Don' t  use all of  the cheats at the same t ime
as the poor old Commodore can't  cope with all the changes atonce,

;-%• , b
C h y r a

o l p i r r i e

4 '
4
1
6

)11 Jr

- 1
1
1
1
b .
-

M P r l i n  1 6
1  I

N id  V A (  I1 . 0 • :( 1 f r i

GAUNTLET (US Gold)
Pay attention all you Wizards, Elves, Valkyries and
are the dungeon's denizens giving you grief? Is y
running out  before you can get  anywhere? Fear
Wizard-in-Chief ,  J im Stockier has  concoc ted a
which,  when typed in and RUN before loading,  gives
energy to each player.

e
-ting

tied

10 FORA-276 TO 3 0
0 : R E A D  
Z : P O K E  
A . Z : N E
X T : S Y S  
I

•  i

•
I
1
6
2
8
0
6
:
P
O
K
E 
1
0
4
6
,
2
4
0

i •
20 DATA 162,0 142.41,  186, 142. 60, 160. 142 129 I

•
. 1*1 1 8 9 , 1

6 2 , 7 1
• I
. 30 DATA 142, 84. 173, 142. 125, 198, 142, 180, 196, ; .
•

i 76. 20, 9

INTERNATIONAL
BASKETBALL (Commodore)
What about this one! Get this classic sports simulation out of
the cupboard, blow the dust off it and sling it into your com-
puter. Type LOAD and press play on tape. When the READY
prompt appears, type

POKE 1011 2
4
1 8 : P O K
E 1 0 1 2 ,
2 5 2 : R U
N

To load the next bit. When the computer resets, enter
POKE 38170.0:SYS 32384 (RETURN)

For a faster arid infinitely more playable game! Pretty neat eh?

•
LEVIATHAN
(English Software)
Unlimited lives for this pretty, but virtually unplayable diagon-
ally scrolling shoot 1
e m  u p  
a r e  
c e r t a i n
l y  
w e l c
o m e  
-  
s
o  
e v
e n

more thanks to Jim Stockier for sending in this  list ing. Simply
type in the lis t ing and RUN it  to load the program with billions
and billions of spaceships.

10 FORA=608 TO 616:READZ:POKEA,Z:NEXT:SYS 10•:62806:POKE 1671,145:POicE 1676,243
• I  20 DATA 32, 0, 4, 169, 165, 141, 40, 178,96

1
i •
1

ALLEWAT tHewsonj
Who wants to be a billionaire? If only tNs POKE would work  on
my bank  balance i t  gives unlimited money!  However,  it  does
work  on any budding Alleykat ter's ,  and therefore allows  any
race to be entered f rom the start.  Just  type in the lis t ing and
RUN it  to enter the world of  the mega-rich.  Once again thanksto Jim Blackler.

110 FO R A -6 5 2 8 0  T O  65321:READ Z : P O K E
I
•

• 1 A  Z
-
N E X
T • S
Y S  
6 2
8 0
6 :
P O
K E  
1
0
1
3
,
2
5
5  
l
e

•
1
2
0  
D
A
T
A 
1
6
9
,
1
3
.
1
4
1
,  
4
2
,  
2
2
5
.
1
6
9
,
2
5
5
,
1
4
1
,  
4
3
,
2
2
5
,
1
6

• :  76, 0, 224, 169 I  •1
•130 DATA 165, 141, 11, 17, 141. 17, 17, 169, 0, 1 4 1 .
1
.

1
•1127,  16, 141,129,16 i 19
• I  40 DATA 169, 240, 141, 248, 15, 169. 34. 141, 249,
1•

o
40115. 76, 208, 207 1

SPACE DOUBT (CRLI
For some unknown reason we never got round to rev iewing this
strange lit t le arcade adventure. Oh well,  one of life's lit t le mys-
teries I suppose. II you happened to have bought  the program
on spec and require unlimited lives for it, just type in and RUN
the following Jim Blackler listing.

I 10 F O R  A--,2304 T O  2327:READ Z:POKE 1
1 •..11 AZ:NEXT:SYS 62806:POKE 1014,9:DATA 169. 13 I

l
e

. 1 7  76,  0, 16, l
e

9, 141, 40, ,  1 •-1 20 DATA 141, 3 9
1 7 1 6 9 ,

,

•1
1 
1
6
9
,
1
6
5
.  
1
4
1
.  
6
7
.
1
1
0
,
1
4
1
.  
2
1
7
,  
1
0
7
,  
7
6
,  
0
,  
3

DEEPER DUNGEONS
(US Gold)
Jim Stockier has also dev ised an unl imit ed snaggy lis t ing f or
those who want to explore the depths of the Deeper Dungeons.
Simply  insert  the tape into the Commodore,  type In the follow-
ing list ing, RUN it  and press play to load the game with t irelesscharacters.

•  110 FORA 2 7 6 1 0  300:READ Z:POKEA.Z:NEXT:SYS Ito
•  1
, 
6
2
8
0
6
:
P
O
K
E  
1
0
4
6
.
2
4
0  
i
o

. 1 2 0  DATA162, 0,142,194,  157,142, 19,171.142,  34.11.1
01184, 142, 1601  •
et  30 DATA 187, 162.71,  142, 203, 194. 142, 135, 1 9 6 ,
4
,
1
1
7
6
,  
2
0
,  
9  
i

TERRA COGNITA
(Code Mastersj
if you want  infi nite lives for this pret ty  nail vert ically  scrolling
shoot  'em up, s imply  put the tape into the C2N and type POKE
43,255:LOAD (RETURN) t o load the fi rst  part .  When the c om-
puter resets, enter
POKE 43,1 (RETURN)
85 POKE 29253,243 (RETURN)
RUN (RETURN)

to load the rest of  the game wit h wit h infi nite lives. Once
again many thanks to Lancaster's  Jim Blacklet.



OLLO PACK (Bug Byte)
Mere are a couple of unlimited lives POKEs for this back to
pair of Bug Byte budget blasters, again courtesy of the industri-
ous Jim Blacklet%
OLIO I
Insert the relevant cassette into the datacorder, type in the
following line and press play on tape
SYS 62806:POKE 1001,248:POKE 1002,252 (RE-
TURN)

When the computer resets, type
POKE 5 2 8 6 8 . 2 4 8
-
P O KE  
5 2 8 6 9 . 2 5
2 : S Y S  
5 2 8
0 5  
( R
E -

TURN)
And when the computer resets again, type
POKE 9701,173:SYS 99434 (RETURN)

to load and run the rest of the game with unlimited lives.
M O  II
Insert relevant cassette into the datacorder, type in the follow-
ing line and press play on tape.
SYS 62806:POKE 1001.248:POKE 1002,252 (RE-
TURN)
When the computer resets, type
POKE 52880,240:POKE 52881,252:SYS 53023 (RE-
TURN)
And when the computer resets again, type -
POKE 2 2 6 4 0 1 7 3 :P O KE  22704 ,173 :POKE
23568,173:SYS 23296 (RETURN)
To load and run the rest of the game with unlimited lives.

ROGUE TROOPER (Piranha)
Good old Joe 90 (surely not the puppet) is here to help this
2000AD character bring the traitor to justice. Load the program,
start a game and reset the computer so that you can enter the
following POKES...

POKE 17429,234
POKE 17430,234
POKE 17431,234

for infinite energy, and
POKE 21603,234
POKE 21604,234
POKE 21605,234

for infinite ammo. When you've typed in the energy and/or
ammo POKES, enter the following line

FORA=8240 TO 8258:POKE A,234:NEXT (RETURN)
Restart the program by typing SYS 8195

180 (Mastlirtronic) 1 1 1 .
you want to copy John Lowe's feat of a nine dart finish-every

time -  hold down the right hand shift key and the space bar
together. Release them both at the same time and the hand
stops moving, enabling you to line up the dart for a perfect
throw! Thanks to Kevin Featley of St Peters, Broadstairs for that -
arrow-lobbing tip.

SKATEROCK (Bubble Bus)
Are you being wiped ow, or are just wimping out? Fear no more,
for help is at hand courtesy of Channel Sot the Silicon Cracking
Service. Just load the game and reset the computer, type in
SYS 2305 (RETURN) and reset the computer again. Typ .
-
) K E
2513,250 (RETURN) and then SYS 2304 (RETI IRNI to reb' •  the
game wtth 250 extra live*. Happy skating.

KAT TRAP (Streetwise)
If you're having trouble kicking those rotten Cat Men off our
lovely planet. try out this Mick Mills and Ai listing -  the binary
equivalent of catnip. Simply type and RUN the listing and go and
kick ass!

O a k

•  i 3 F O R  I =  4 0 7 7  T O  4106•READ A:POKE 10
•  I
, 
1
,
A
:
C  
-
C  
+
A
:
N
E
X
T  
1
,
I
F  
0
-
3
6
6
6  
T
H
E
N  
S
Y
S  
4
0
7
7  
I
,  
•

•  i 4 PRINT "ERROR IN DATA'''. 1  •
•
I
t  
5 
D
A
T
A 
1
9
8
,  
1
5
7
,  
1
6
9
,  
0
,  
1
6
2
,  
1
,  
1
6
8
,  
3
2
,  
1
8
6
,  
2
5
5
,  
l
i  
•

•  32, 189. 255, 32, 213, 255, 169,73, 141, 179,3 1 ,
•
1 
'
5 
D
A
T
A 
9
6
,  
1
6
9
,  
3
6
,  
1
4
1
,  
9
1
.
8
5
,  
7
8
,  
6
7
,  
3
8 
i
o

NEMESIS THE WARLOCK
(Martechl
Mackin an' slayin' those evil Terminator fanatics is made all the
more enjoyable when Nemesis has unlimited energy, fireballs
and ammo! Now you can spit 'n' blast to your heart's content
(or at least until the tea's ready). Don't forget though, that
Nemesis cannot access his sword if he has unlimited bullets,
so choose when prompted -  hack or blast, so to speak. Just
type in the listing, RUN it and follow the on-screen instructions.
More thanks to Mick Mills and Al

10 L=49152
4,1 20 FOR X=1 TO 141-01
•  3 0  FOR Y--1 TO 8
•  : 40 READ A:POKE L,A
• I  50 L=L+11=T+A
•
1 
6
0 
N
E
X
T

•  7 0  READ C:IF T=C THEN 90 1I •
•  i 80 PRINT" ERROR IN LINE"•10 -
4
- 9 0 • E N D  
t

l
oo

: 
9
0  
N
E
X
T 
1  
•

1 4  GOSUB 300 1• 9  o  •
I 95 PRINT"SYS 49152 TO LOAD AND RUN"ail

ti
o: 99 END i •

• ,  100 DATA 169, 1, 170, 168, 32, 186, 255, 169, 1150 i  •I
e
l  
1
1
0  
D
A
T
A 
0
,  
3
2
,  
1
8
9
,  
2
5
5
,  
3
2
,  
2
1
3
,  
2
5
5
,  
1
6
9
,  
1
1
4
5  
/
0

•
I
l  
1
2
0 
D
A
T
A 
2
6
.  
1
4
1
.  
1
5
0
,  
3
,  
1
6
9
,  
1
9
2
.  
1
4
1
,  
1
5
1
,  
9
7
3 
I
.

1

• I  130 DATA 3, 96, 169, 76, 141, 91, 56, 169, 801t I
•
1 
1
4
0 
D
A
T
A 
4
4
,  
1
4
1
,  
9
2
,  
5
6
,  
1
6
9
,  
1
9
2
,  
1
4
1
,  
9
3
,  
9
2
8 
I  
•

I •

• 1 150 DATA 56, 76, 25, 8, 162, 49, 189, 58, 623i
:e

•  i 160 DATA 192, 157, 128, 8, 202. 16, 247, 76, 1026 I
• I  170 DATA 128, 8, 32, 181, 2, 32, 181, 2, 566 l ei
e
t 
1
8
0  
D
A
T
A 
3
2
,  
1
8
1
,  
2
,  
1
6
9
,  
0
,  
1
4
1
.  
1
7
.  
1
4
3
,
6
8
5  
i

o
: 
1
9
0  
D
A
T
A 
1
6
9
,  
0
,  
1
4
1
,  
1
1
8
.  
1
4
0
.
1
6
9
,  
7
6
,  
1
4
1
,  
9
5
2  
t
o

lel
ol 200DATA189,138,141,48,139, 169.217,141,11821

••  1 210 DATA 190, 138, 169, 138, 141, 1
9 1 ,  1 3 8 ,  1
6 9 ,  I

•  : 1274 le
•  I 220 DATA 52, 141, 49, 139, 169, 139, 141, 50, 880 I *

1

1 230 DATA 139, 76, O. 128,65 76, 77, 77, 638•
1 it

oe
:  
3
0
0  
R
E
M

10
, 310 PRINT"DO YOU WANT INFINITE AMMO (y/

1
S
I
N
)
?
;

o
ID: 320 GET ASV A$<>"Y"ANDAS<>"N"THEN 320 tia

t
o

•  I 330 IF AS -
" N " T H E
N  
P O K
E  4
9 2 2 0
, 1

1 i
•  , 340 PRINT AVRETURN l e

i o

METROCROSS (US Gold)
As I'm typing this, Glenys (who's helping me test the listings) is
whizzing through level after level with the help of unlimited
time! If you fancy doing the same, simply type In the listing and
RUN it. Thanks to Zoltan Kelemen of Tyreso, Sweden.

By the way, I've just been informed that the game ends after
completion of level 24, vAth no congratulatory screen. What.
waste of time!

I 3 F O R  I  ---- 512 T O  543:READ A.POKE I ,  i

ie

a '  ,b,C-C Jr ANEXT %IF C=3754 THEN SYS 520 1IN DAT
• 1 4 PRINT ' ERROR 141 A I I "  i •

411 5 DATA 169,0, 162 169, 96, ,  185, 52, 76,187, 2,198, 157, I
l
e

•  i
t  
1
6
8
,
3
2
,  
1
8
6
,
2
5
5
,
3
2
,
1
8
9
,  
2
5
5  
l
e

i

tbo 5 DA-TA 32, 213,255,169, 0, 141, 144, 8, 76. 16, 8 0111

i

----1,------ , , ,
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• THE LAST MAIM

Thanks to all 28 of you who've
sent i n tips for  this brilliant
oriental ar cade adventure -
they've all been combined to
produce the following complete
(ish) solution.

A lot of you have been having
problems getting through The
Last Ahnia, and have rang the
ZZAP! offices for help. Please
don't -  write in if you require
help, and I'll see what I can do.
Much as we'd like to, I'm afraid
we just haven't the  time t o
spend all day helping people out
over the phone.

LEVEL ONE
The most important thing is to col.

'e l ed all of the objects and weapons
-  a sword. numchukas, smoke
bomb, shunkere pouch, key and
apple are the objects to look outfor.

When all the items have been
collected, its time to put the Dia-

;•, gon to sleep -  that's the large
lizard who frazzles the poor Ninja

t‘• every time he tries to go past. To
put paid to his pyromaniacy, sim-e

o

(System 31
ply access the smoke bomb and
lobe in the dragon's general direc-
tion. When the scaly blowtorch
slumps to the floor, it can be safelypassed.

LEVEL TWO
Firstly collect the claw at the lion's
toot which is used to climb the cliff
-  hold nothing but the claw and
push Ninja against the cliff face,
Watch out for the crevasses -  it
takes a bit of practice to jump
these safely.

When you reach the wall, hold
only the claw and walk backwards
until the black-swathed hero clam-
bers down like a monkey. Next,
find and collect the glove and staff.
To pass the fire-breathing statue
at the end of the level, use the Ninja
magic found near the glove. When
the Ninja flashes, it's safe to gopast.

LEVEL THREE
Get the talisman from around the
statue's fled( and find and collect
the rose -  but don't forget to use
the glove, otherwise the Ninja

•

hurts his hand and dies. When the
Ninla comes to a  large yellow
statue, hold nothing but the talis-
man and pray.

LEVEL FOUR
There are two items on this level -
the rope, which is needed to climb
the step ladder Out, and an apple.
It is possible to pass the spider,
but it's best to to use the map to
find an alternate route_ Use the
staff (it has a longer reach) to hit
the Skeletons. When the ladder is
located, stand next to the lower-
most rungs and use the rope to
escape.

LEVEL FIVE
Collect the apple and enter the
palace using the key. Carry on
walking through the palace until
the large nail-wielding statue is
found. Hold nothing and edge up
against it. Keep moving right and
forwards (very slowly) until the
Ninja passes rt. Don't casuallystroll past, as the statue will kill
you. The entrance to the stairway
is protected by a disintegration
spell, so a little Ninja magic has to
be collected from a nearby boiling
pot. When the last Ninja turns
green, he can enter the stairwayto

LEVEL SIX
The final level is the best! First, find
the telescope and look through it
for a very pretty effect, then get I,
back to the action. Collect the
sleeping potion and find the room
with many vases. Hold the rose
and push against the final vase to
open up a secret door.

Continue down the passageway
until the giant dog is encountered.
Hold onl y t he  potion,  move
towards the dog and throw it when
it attacks, A successful hit sees the
dog collapse to the ground. If the
bomb misses, beat a hasty retreat,
re-enter the room and try again.

The next hazard is the large
statue with the bow and arrow. To
pass safely, use the magic blood
found on the floor (it looks like two
misplaced pixels.)

Continue until you meet the
heavily armed Shogun. Use the
staff, enter the room, bash the
guard once and exit, Keep on
doing this until he lies dead -  the
Ninja glows and is transported to a
mystery location where lieth the
scrolls. Jump onto the central
square in the centre of the room, 1
use the pouch and pick up the
scrolls. Watch the disappointing te
ending screen, and switch off the,
computer. . r

•
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GUNSTAR (Firebird)
Whacky pseudonyms seem to be the 'in' thing this month-here
are a couple of POKEs from Drotd of the Danish Circle. These
give unlimited boredom - sorry, I mean lives. Load the game as
normal, reset the  computer and enter the following twolines

FoR A.= 8367 TO 8372:POKE A,234 :Nocr (RETURN)
FOR A= 8387 TO 8388:POKE A,234:NEXT (RETURN)111• • • =1.

URIDIUM PLUS (Hewsonj
This follow-up to (indium is great, although a  little on the
difficult side. If you've never seen the later levels, try out this
excellent unlimited lives listing to make your sight-seeing tour
that little bit easier. All you have to do is type in and RUN this
Jim Bladder listing.

•  i

AZNEKT:SYS 62 806:POKE 1013.192f0 FO R A-4 9 1 5 2  T O  49164:READ Z:POKE ;411,

•

I I
I  
2
2
4
,  
7
6
,  
0
,  
2
2
4

120 DATA 169,41 141, 186. 224, 169. 14,141 187, :
1 1 •

HADES NEBU xusi
Roger Ramjet of the Hitchin Cracking e  has mustered up
a POKE that gives 255 lives at the f u l  to say
the least. Just load the program, •  a n d  e Mr
POKE 2279.255: To restart, enter •  een is all
mucked up at first, so press F7 to get back l e  screen,
then press the fire button to rested property.

If you're one of those who haven't got a reset switch, use
Zoltan Kelemen's easy-to-enter listing instead. Type and RUN it
to load the program with unlimited lives.

•13, F O R
*
1 
I  
A
•
C
-
C
+

tot 4 PRINT'
*
1
1
5 
D
A
T
A 
1

8
1
0
,
1
,
1
6
9
,

•16 DATA
1
3
2  
1
8
9

7 DATA'
I

I = 512 T O  567 :BEAD A I P O K E  i •
A-NEXT I:IF C,-- 5762 THEN SYS 525 1

i •

ERROR IN DATA" I t o
69,150,141.9,26.169,71,141.10,26.76, lo
45, 141.40.3, 169, 2, 141, 41, 3 i

le

198, 157, 169, 0, 162,1. 168. 32, 186, 255. le
255 32 213 255 14 217 2  76 81 3  1

i

169,49,141 .159.2, 169,234.141.160,2,96 1 .

RUPERT AND THE
TOYMAKER'S PARTY
(Bug Byte)
Rupert's unlimited! He most certainly is, especially when you
type in and Run this Mick Mills and Al listing.

,,, i 10 L---52992

to

'"

.
1 
2
0 
F
O
R 
X
-
-  
1 
T
O 
/
/
:
T
-

/
10

i 30 FOR Yr•
-
• 1  
T O  
8  
-
C I

/
• ,
o
,  
4
0  
R
E
A
D 
A
:
P
O
K
E 
L  
A

i •
to 1

I 501-L1:T-- T+A '
i I

1
11; I .

60 NEXT

I .•
i
l  
7
0 
R
E
A
D 
C
:
I
F 
T
.
-
-  
C 
T
H
E
N 
9
0

i 1t
o 
1

•  / 80 PRINT" ERROR IN LINE"X•10-/- 90:END
1 (

10 /

•  : 90 NEXT

l
•

•  I 95 PRINT"SYS 5
2 9 9 2  T O  
L O A D  
A N D  
R U N
"

re: 100 DATA 169. 0, 133, 147, 133. 144, 32,208 966 ;  •
•1110 DATA 247, 32. 23, 248, 32, 44, 247. 1
6 9 .  1 0 4 2  i  
•
o: 120 DATA 159.133,793, 169,18,133. 194.169,1168 ;al
•  130DATA 192,133,174,169, 19.133,175. 32, 1027 ; 0
•  , 140 DATA 210. 245, 32, 74, 248, 162. 48, 189, 1208 l ei 750 DATA 0, 19, 157, 0, 3, 232, 208, 247, 866 I •

to
/

I
.  , 160 DATA 189, 102, 1
4 1 .  7 1 ,  3 ,  
1
6 9 ,  
4 .  
1 4 / .  
8 0 0  
t o

170 DATA /64. 3, 32, 213, 255, 32, 213, 255, 1167e
; 
1
8
0  
D
A
T
A 
3
2  
1

i 0
. 213, 255, 32, 2
1 3 ,  
2 5 5 ,  1
6 9 ,  
1 6 9
.  
1 3
3 8  
l

•  /

190 DATA 141, 78, 40, 169. O. 141, 79, 40, 688 i  •

i

s l
p

•
1 
2
0
0 
D
A
T
A 
1
6
9
,  
2
3
4
,  
1
4
1
,  
8
0
,  
4
0
.  
7
6
,
2
2
4
,  
3
5
,  
9
9
9 
I

MAG MAX (Imagine)
Unlimited lives for this disappointing arcade conversion are up
for grabs - take 'em or leave 'am. Just type in the listing, RUN
It and give those aliens hell. Once again thanks to Zoltan Kete-men.

I

• 13 F O R  1 - 5 1 2  T O  533 :READ N P O K E1•  i LAIC
-
- C  
4 -  
A :
N E
X T  
I
i  
•

i

I l l 4 F O R  1 = 8 2 0  T O  825 :BEAD A : P O K E  I *i
Si IA:C=C4- ANEXT il IF C--3576 THEN SYS 512 l i •
•  I 5 PRINT"ERROR IN DATA"I .t
•  i 6 DATA 198, 157, 169, 0, 162, 1, 168, 32, 186. 255, I
, •.1,32.189,255, 32,213, 255,169, 196, 141,199 t o

t

o
t  
7  
D
A
T
A 
3
,  
9
6
,  
7
8
,  
5
7
,  
4
7
,
7
6
,  
2
0
7
,  
3  
i  
•

1

MARBLE MADNESS
(Ariolasoft)
I was really disappointed with the 64 conversion of Marble Mad-
ness - the original arcade game is such a classic. If you'd like
to play it again, but this time skip levels and save yourself a bit
of time, Just follow the instructions from Tim and Ian Fraser of
Ruislip, Middx.

Type LOAD (NOT SH I FT/RU NSTOP). When the READY prompt
appears, type POKE 1011,248:POKE 1012.252:RUN to load the
rest of the program. When the cursor appears again, type POKE
2066,(1 -6) depending on the level you wish to start on, and SYS49152 to start.

• ttunk it a b o u t  Mi t  I calieo t k r  0 1 1 1 0 ' t
,4ent in tips this month, espec n d i
.  m h o  a r egetting a E20 software voucher „
-
J • k t r r  
t r o u b l e s .  
J i m  
S l a c k l e r

also deserves special mention n i s  prolific POKEing -  well
done Jim, I hope your fingers have cooled down by now. If you

de tips, maps, POKEs, or anything else you think other read-
_ might find interesting, send them in to ZZAPI TIPS, ZZAPI

S, PO BOX 10, LUDLOW, SHROPSHIRE, SY8 1D13, See
Jur weeks.
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Tarby (for it is he): Our next guest is a very talented
and funnyyoung man who I'm sure you'll know very
well. Ladies and gentlemen, please put your hands
together to give a very warm welcome your friend
and mine, yes it's Gary Liddon and his funny stories
from the technical world. Take it away Gaz!

Gaz: Thanks Tarby, it's nice to be in town with
you too (winks a knowing wink). Oh dear, oh dear,
oh dear, what a week I've had this week, gor
blimey. My wife, oh dear. My wife's so fat that she
needs to go on a diet! (Crowd go wild with laughs)
Oh dear, my wife, she's so fat tha t ...  oh dear,
she's s0000 fat that I make fun of her! (Geriatrics
go berserk with giggles) My wife is s000000000
hugely enormously grossly and unfeasibly fat that
she doesn't exist at all! (the world goes mad with
hilarity and chuckles, everyone is happy and there
is no more war)

Did that work? Do newly created images now dance
wildly across your imagination? Do Liddon, Tarby and
the Audience really exist or has the obvious now
become painfully apparent? Has self reference shat-
tered the rapport we may have had and forced you into
the realisation that symbol-splattered paper is all there
ever was. I doubt it, anything created by this text was
created by you and isn't going to be destroyed by
pointing out the trick that did it. It's your interpretation
of these characters that makes worlds, all the writer
does is light a fuse. Maybe you should be paid .12,000
a page instead of me.

CARRY ON
INTERRUPTING
Welcome again to yet another non-stop knockabout farce of fun. To kick
of here's an interesting letter from Billy Irving complaining that there isn't
enough Football on television ,

B'11-1-1 t g lo i  N A ,
i23,5C-C1Cf4 ER0114 A * ,

W k G r G l i g
-
C O V
4
1 4 ,

4
1
i
C
.
K
V
I
I
-
L
E

A RS MI D4
1
• 7 1 A

• 1. . : 11-Ps tql>
Dear Gary.
Congratulations on a brilliant column. The border trick was
great, I have been programming in machine code for about a
year with mixed success. One thing I find very difficult to do is
smooth scrolling, especially only apart of the screen. I realise
this involves raster interrupts which I am just beginning to get
the hang of, so could you please tell me how to scroll a part of
the screen while leaving the rest static. Anyway keep up the
good work. It's the best column in ZZAP! (apart from Man-
oeuvres). Y o u r s  Hopefully

Billy Irving, Arbroath

It's seems pretty obvious to me from that last line, that Billy is Philippa's
little brother -  still, on with the show. Because all of the stuff that I was
sent to review this month was useless rubbish, I'm using this month's col-
umn to bring you a guide to raster interrupts on the C64. So all the people
who know how to do raster interrupts, and all the people who're not
interested in machine code can go and read the Terminal Man or play
'spot the margin characters o r  something •
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Imagine a huge steam train thun-
dering through the American Mid-
West at a million miles an hour.
This train represents the Commo-
dore 6510 executing machine
code at a million cycles a second,
pretty neat eh? So this train is
going very fast when all of a sud-
den Shirley Temple leaps out in
front of the speeding train and
says 'STOP'. Sweet little Shirley,
butter wouldn't  melt in her mouth,
the train can't run her down so it
stops. Shirts belts out 'On The
Good Ship Lollipop', hops off the
tracks and the train continues in its
mega speed journey.

Clever writ ing no. Pertinent
metaphor yes. Shirley's role in this
tense drama is allegorical to a
6510 interrupt. When the interrupt
line is pulled low (Shirley shouting
'STOP') the 6510 stops its execu-
tion and jumps off to execute a
totally different bit of code pointed
to by the INTERRUPT VECTORS
(That's where our Shin l skips onto
the tracks and croons OTGSL, the
song singing representing the
separate subroutine). Having
finished, the processor resumes
the task it was previously execut-
ing,

'Well', you may think, 'what 's
the point of that since it's just like
doing a normal subroutine with a
JSR and an RTS?' It is just like that.
but what decides when the sub-
routine is to be executed is not a
JSR in your code but an outside
pulse on the 6510's interrupt line.
These pulses can come from all
number of sources, with the VIC
chip raster register probably being
probably the most useful
generator. With some jiggery pok-
ery, VIC can be convinced to inter-
mot  when the electron gun gets to

a certain point of the screen. Have
a look at FIG 1, it shows where the
interrupts occur on the test prog-
ram supplied. So all those games
that have the top half of the screen
scrolling and the bottom half of the
screen stationary are using raster
interrupts. After modifying the
scroll registers at the top of the
screen, the computer generates a
raster interrupt when the TV's
electron gun is half way down the
screen which executes a program
which zeros the scroll registers.
The rest of the screen is then sta-
tionary -  easy peasyl

So here's  the nif ty gritty. The
listing supplied (FIG 2) causes two
raster interrupts to occur across
the screen and does  a scrolling
message to boot. This is written to
work w i t h  t h e  Las er  Genius /
Machine Lightning assembler, but
the source is quite clean so there
shouldn't be any problems con-
verting to other assemblers. If you
don't  have an assembler t h e n
you should really have one, writing
machine code in data statements
is l i k e  s k i i ng  wi t hou t  p o s e y
sunglasses.

The first few equates are con-
stants, speed is the scrolling mes-
sage speed in pixels per frame,
IRO the 6510's interrupt vector.
IV1 and IV2 are the positions on the
screen where the interrupts are to
happen, and START is just there
because that's the way I always
start my source listings.

At BEGIN we JSR VAR to hilt
scrolling messages variables. All
VAR does is set the scrolling mes-
sage pointer to the start of the
message, so when the message
starts it doesn't scroll random
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STA ADDII
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CLIrts

memory into view. INT sets up ras-
ter interrupts to happen, and
MLOOP JMP MLOOP iust sits
there doing diddly squat until inter-
rupted by our little routine, Goto
INT. You'll see where it all happens
and here's how it happens instruc-
tion by instruction.

SE1 disables interrupts so that
when we're messing about setting
up the interrupts to happen,
another interrupt doesn't happen
and mess everything up. God, I 'm
so sick of the word INTERRUPT
already and I 'm only half way
through! The next two commands
put the high and lo byte of the new
interrupt routine into the X and Y
registers for the routine SET1R0
which changes the interrupt vector
to point at the routine held in X and
Y. Normally there's Rom at this
part of memory and that points to
the Kernel's own interrupt vector,
so to get rid of that the next two
statements bank out the Kemal by
altering location 1. Basic is also
banked out, so you can use $A000
to SBFFF without any qualms.

Now we start to talk to the VIC
chip and tell him what the score is.
First thing to do is to enable raster
interrupts, and that's done by set-
ting bit zero of $D01A (in other
words just bung a one in). SD019 is
the register that gets set when an
interrupt has happened so that has
to be cleared by bunging an $FF in
there, yes I know bunging a zero in
would be much more logical, but
that's the way it is. Okay, so now
the computer is getting an idea
what we wart it to do so now we'd
bettertell it when to do it, S0012 is
the raster register, and the number
stored there determines where on

the screen the interrupt will hap-
pen. Since there are 351 raster
lines on the screen, one byte is not
enough to encompass them all, so
Bit 7 of $D011 is the raster register
hi bit, Since I want the interrupts to
happen at the top of the screen, Bit
7 needs clearing — which is exactly
what that AND #$7F does,

The next few lines before the CU
disables BASICS interrupts, they
normally occur every 060th of a
second and scan the keyboard.
Since the keyscanning is disabled
if you need to poll any keys, then
I'm afraid you'll have to write your
own keyscanner. CU re-enables
interrupts and RTS RIS's.  Well all
that rubbish leaves the machine
heavity pregnant with interrupt-
ness, so we'd better have a look at
the routine that'll be executed
when the sprog is dropped,

It's called 11 and  as with all
Interrupt routines the first thing it
does is save any registers it's
going to change for retrieval
before it returns. If you're wonder-
ing about what happens to the
processor status byte then won-
der no more, the 6510 automati-
cally saves it along with the return
address. To stop the raster inter-
rupt happening again and again
you have to set Bit 1 of $D019 just
so VIC knows you've had it (snig-
ger snigger). As there's two differ-
ent interrupts to happen across
the screen, we need to set up the
next one which happens at IV2. So
bung that value in $ID012 and
change the IRC) vector with
SETIRD to point at routine 12. The
next few lines handle the scrolling
message and aren't very interest-
ing at all. From AS down is where
the registers are returned to their
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original values and then the RT1
instruction Returns from InTerrupt,
back into the foreground &COOP
JMP MLOOP, 12 is executed at
raster position IV2 and zeros the X
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fine register ($D016 bits 0-2) so
that the bottom of the screen
doesn't wobble about. 12 points
the next raster interrupt to happen
at IV1 and to execute 11.

Phew! A bit of a mouthful all that, but it is worth learning the 'ins and
outs' of raster splitting, because mastering these opens the doors
to all forms of binary belly-laughs. Anyway, I hope that's been helpful
to you — see you next month, and watch out for Rudolph.
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summer of 1986. The Sega Master Sys-
tem was displayed prominently at last

year's PCW show, Then . .  nothing.
Rumours of 'perfect arcade conversions'
crossed the Atlantic. but Molasoft seemed to
have no plans to distribute the machine in the
UK. Now Mastertronic have taken over the dis-
tribution rights, and at long last the Sega sys-
tem is readily available—complete with a copy
of Hang-On, and costing £99.95

The console itself is lightweight. with two
cartridge ports, one in the top and the other in
the front Pause and reset buttons are
mounted on the sloping front panel and two
standard joystick ports are located in a central
position on the underside. The two controllers
supplied are similar to the Nintendo joycards.
although the Sega control pads have tiny Joys-
tick shafts which are screwed into the centre
of the rocker switches if required. Independent
start and fire buttons are mounted to the rightof the switches.

TRANSBOT
A simple, but colourful honzc7tally-scrolling
Nernesiti• I style shoot em up. Extra weapons
are collected and used oneat a time. with Mew
effects only lasting temporanly_

70 ZZAP! 64 September1987

A range of 12 titles has been launched with
the machine, coming in three formats: credit
card sized Sega Cards, the more standard
Mega Cartridges, and the Two Mega Car-
tridges, available at C141•95. El 9 95 and
£24.95 respectively. Older games, such as
Hang-On and My Hero are available On Sega
Cards, Choplifter and Fantasy Zone come on
the Mega Cartridge format and the newer
arcade conversions, like Space Hamer and
Out Run, will be available as Two Mega Car-
tndges.

Also available at E44,95 is the Sega Light
Phaser, a light gun which comes with
Marksman Shooting/Trap Shooting Mega
Cartridge. Further light gun compatible games
are to be released later in the year.

Revolutionary 30 Glasses are to be a further
addition to the system in October. These LCD
Shuttered specs will be linked directly to the
,Sega console and will operate in conjunction
with specially designed games (two titles. Zak-

THE SEGA M
xon 30 and World War 3D have already been
announced). Favourable reports have already
preceeded the game-enhancing goggles —
we'll be looking at them when they appear.

Five games a month are scheduled to
appear between now and Chnstmas. with
Enduro Racer and Out Run already slated for
release, New penpherals have also been
promised, but Mastertronic are keeping
details of these very close to their chest.

There's plenty of activity on the dedicated
console market at the moment, and the prod-
uct quality is sure to increase as both the Sega
and the Nintendo struggle for a higher share of
the market. We'll be covering new games and
peripherals as they appear.
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THE NINJA
Commando goes oriental in th
i
s
dragOnal scrol l ing shoot 'em up. Tr .
tough, but !terns dropped by dead ereomesNi
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can be picked up and used to good effect. On
screen information is lacking but the action isven, involved
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their machines simply as games con-
soles would suggest that a market exists

for a dedicated machine offenng full screen
arcade-style graphics, 'realistic' sound and
:he end to long loading times. However. as
with the Nintendo console, the Sagas
software is a great let-down The full-screen
graphics are generally superb, marred only by
the occasionally flickering sprites. The sound
too has potential, but the lack of variation and
often grating effects lend to repel the player
rather than enhance the gameplay. Once again
I'm left slightly disappointed. The hardware
has great possibilities, but the five supplied
games were uninspired and at worst irritating
-  stick with your Commodore until the
software fully realises its potential.

CIARAN BRENNAN

HANG-ON
The classic motorcycle racing game wt ich
comes with the system. Visually its  esey simi-
lar to the arcade original, but the road layout
different and the bike has three gears! Pctu-ed
here is level four - the Night City.
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make this a very impressive piece of
hardware. Hang-On is one of the best

racing games around, and Choplifterand Fan-
tasy Zone are simply superb. The graphics and
sound have great potential, but I would have
liked to hear a little more than the standard
white noise effects used in the five games we
tested. However, the question burning in the
minds of most potential console buyers must
be: 'which one should I buy - Sega or Nin-
tendo?' This is a difficult question to answer -
it really depends on what sort of games you
want to playl The Sega has a range of impres-
sive and well-known arcade games while the
Nintendo's tend to be more obscure, with the
emphasis on the 'cute' -  but they are
nevertheless addictive and challenging. The
Nintendo has the superb Super Mario Bros
and a huge range of Japanese titles behind it.
whereas the Sega boasts standard joystick
ports as well as Out Run. Space Harrier and
Enduro Racer to look forward to. The choice is
yours -  but think hard and long.

JULIAN RIGNALL

WORLD GRAND PRIX
Rip around some of the Worlds most famotis
ace courses, using your winnings to buy new

carts and increase your chances. There's also
a track designer to add that extra degree of
'as rabiliti.
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very smart package. The first thing that
strikes you are the game packs them-

selves. Along with the fairly standard car-
tridges are the tiny credit cards that slot in the
front -  handy if you want to take games to a
friend's house, I was, however, disappointed
to find that although the machine supports
standard ioysticks, they aren't suitable for the
majority of games and you are left with no
option but to use the control pads- an art that
I find terribly difficult to master. The games
supplied are also on the unimpressive side,
especially Hang On which is not, as previously
suggested, an exact copy of the arcade ver-
sion. I also noticed a surprising amount of
sprite flicker, something which did not expect
from such a supposed wonder machine. Cur-
rent software aside, it's still possible to see the
system's potential. There is an untapped abil-
ity to utilise huge amounts of colours and
sprites, and I wait in anticipation for the 3-D
glasses and games which may well mark a new
era in computer gaming.i

STEVE JARRATT
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_ _InkS have kidnapped your
arc  t o  you to rescue hen

Kung-Fu Master action ensues all the way in
this lighting arcade adventure which some-
how manages to remain 'cute' Here, the hero
s about to confront the gang leader. Mohikan
• ,• -
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T W E N T Y  TINE
Originally, Paul Norris and Rupert Bowater formed half of the Electric Pen-
cil Company, producers of the acclaimed Zoids and Fourth Protocol. Last
year however, the duo broke away to form their own company, Binary Vis-
ion, and have just released Stifflip and Coon the Palace label. Julian Rig-
nail spoke to Paul Norris about the company and their plans forthe future.

Paul Norris and Rupert Bowater originally cut
their programming teeth at Thorn EMI,
developing games for the now extinct Texas TI
micro computer. Their initial efforts were far
from successful though. as Paul explains..
'we'd both spent a year programming and
were really proud of what we'd done — espe-

y T h •  main Zoiote screen, showing the missile's
traioctory and the view from its on-board
camera

cially as nobody had done anything really good
for the TI. Unfortunately there was a huge inter-
company argument and the games ended up
being shelved.'

Undeterred. Paul took up programming on
the Commodore 64 and produced Ice Palace,
which was released on the Creative Sparks
label (reviewed in ZZAP! issue one). Paul con-
tinues the story, 'during that time Rupert and
Benni Notarrinni had formed the Electric Pencil
Company and were working on the The Fourth
Protocol. I joined them after finishing Ice
Palace, but had to stop programming for the
last two months of development to complete
my finals at University.'

Following the success of The Fourth Pro-
tocol, Martech commissioned the Electric
Pencil Company to program the officially
licensed Zoids  game. We  spent a long time
trying to sort Out what to put in', says Paul, *The
product was aimed at a lower age group, and
we eventually produced a game which was at
the end of the market — I think we lost Out
because of that. The other thing about Zoids is
that it's such an incredibly hard game. What it
lacked was a joint between the pick up and
play style and lasting appeal. '

And did Paul think they'd got the balance

OU

A  Binary  Vis ion's latest release, Stilfl ip and Co

right with Stifflip G o ?  'With Stithip, we tried
to introduce an 'arcadey ' element p ic k ing up
and dropping objects for instance b u t  with-
out the hassle of having to type things in. We
also wanted it to be fun. It was a case of getting
rid of all the things that Rupert and I don't  like
about adventures, getting stuck, making maps
and worry ing about what the parser's doing.'

'We came up with the idea of a fun 1920's
style game with lots of bad jokes when we were

ThfBt
SUPER
2JusA 4 weeks to go belore your
lave c6n-op cirMng game
comes to vour own screeN
The oft• i c e n c e d  '6e:tr-1



working on Zoids, but it was put on ice until
we'd finished. When we did eventually find
time, we got together with Palace and discus-
sed the game design. It has taken about year
to finish and has been an awful lot of work. It

The Electric Pencil Company's Fourth
Pro t o co l

Fr ook _
Forigri Uffi kt u r i t v .
J 1 1 , 4 1 ,  a  o r  t o

repilar oK-ttiro-
with a  f o r o x i  rotiotol .
F lE)se irft:zt19)tv.

takes so much longer to write an original game
because you have to try everything out. l i l t
doesn't work, it has to be adapted, and all that
takes so much longer. It really is twice as long
in development as, say, a conversion.'

Binary Vision have certainly got a reputation
for producing original games. What are the
plans for the next one? 'A shoot 'em up which

1
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you can get straight into', says Paul after some
thought. 'Something where thinking is just a
part of the process of progression. It's going to
be set In a living universe so there should be
plenty of opportunity for some really striking
graphics. I hope to get something which
creates an atmosphere, just like Bladerunner.
It just felt that you were living there, and I think
a game can do that. I'm also very interested in
the idea of producing a two-player game. I
don't think there's any point in playing alter-
nate goes, it s  more of the interactive stuff. I
don't want to say too much because its still at
the stage where things can change so much.'

Unfortunately Paul reckons there'll be
nothing to See for at least nine months. We'll
just have to wait until next summer, .

y  The  innovative Zoids shield system

T M  &  1 9 8 7  Atar i Ga m e s  Corpora tion M i  r ights  reserved.
Electric Dreams Software. Authorised User.
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The razzamata22 of the show of the year is soon be upon us once again.
The 10th PCW Show is to be held in London — and Olympia's National
Hall will change, overnight, from an empty and peaceful space into a
seething mass of sweaty bodies all fighting to get at the glittering stands_

It's fun, it 's noisy, its  chaotic, it's got the ZZAP! crew (well, three out
of four ain't bad!) and for the computer-loving public, it's the place to be
in September.

And you can be there too, at a price of course — unless you're one of
50 winners of this competit ion, in which case you can get into this
emporium of computer-generated happiness without having to pay a
penny! When you get there you can trot up to the Newsfield stand
(number 3040) arid pick up your free PCW Show programme, along with
a copy of Newsfield's forthcoming magazine THE GAMES MACHINE —
which is set to be launched at the show. And you can natter to everyone
from ZZAP! who should be on the stand throughout the show — unless
they're on 'important business' that is.

There'll be hundreds of software and hardware companies showing off
their wares, and this year's show promises to be the biggest and best yet.

Anyway, back to the comp
As you all know, we have just gained a new editor, none other than that

bastion of Irish wit, Ciaran Brennan. He's new to the PCW show, and to
tell the truth he just might get a bit lost on his way from the Newslield
stand to the e r .  re f res hment s _ The friendly art department have
obtained a floor plan of the show and have drawn on some of the possible
ways for the Ed to stagger across the hall and into the journalist's
watering hole. Only one of the trails actually reaches the pint of Guinness
lovingly prepared for Mr B, and we would like you to tell us which path isthe correct one that he should take.

Jot the answer down on a postcard along with your name, address and
telephone number (if you have one) and stick it in the post box with this
written on the front: PCW COMP, ZZAPI TOWERS, PO BOX 10,LUDLOW, SHROPSHIRE, SYS IDS.

Entries must arrive before August 25th. Tickets will be despatched to
O v a )  winners well beforethe show, and they may be used on any of the
public days which are between September 25th and 27th.

i t a irs  t o
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Excuse me, but are you doing anything from the 25th to the 27th of September? You're not!
Well, how do you fancy joining the ZZAP! team and the rest of the software industry atTHE O t h  PERSONAL
COMPUTER WORLD

SHOW?
-

GET I F FREE!

15k7

Level 1

S t a i r S  t o
r o u n a  fl o o r

Ladies

Club Ro o m
Ape

Gents

R est aura nt
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Stairs t o
Ground F lo o r

Sta Ir 5 t O
Ground  Pioo,



JOURNEY THROUGH THE
LEGENDARY LAND OF
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lands of Britannia. Peace prevallOut a
perfect mortal —an Avatar—is sought to
conquer evil and lead the nation into a
golden age of prosperity

With a party of adventurers track evil to
the furthest reaches. Explore towns and
dungeons, converse with hundreds of
characters to glean vital information, and

Please send  c o p y l i e s  of ULTIMA
Name

ravel the
system. But,

gons and
tra 411Plac4s

Syr:3 Ale use Of terrain p o
ssentia u t v iv e  dangerous combat as

youjo t o  the final frontier. Only those
who ha pursued virtue to become an
Ava a n  brave the terrors of the Abyss. In

fantairclassic the ultimate
within.
Available on disk for the

11
4 UI
CBM 64 and Atari. 09.95.

Format
A d d r e s s

P o s t c o d e
Which magazine have you cut this coupon from?
Please debit my Access/Visa Card No,  1 1 1 1 1 1 1 !  I  I  I  jExpi tyDate
Cheques payable to MICROPROSE SOFTWARE LIMITED, I enclose £1.00 postage & packing.
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Each ULTIMA sequel is a complete adventure in itself. For more information write to MicroPro-se Software Limited, 2 Market Place. TETBURY Glos. GL8 EWA
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21st CENTURY WARRIOR:
Apache GUNSHIP

The Apache Fie rc e  and elusive, like its warrior namesake Capable
of defeating enemy tanks, infantry, and hostile aircraft on the modern
electronic battlefield.
Gunship's revolutionary 3-D graphics enable you, the pilot, to fly into the
world•s hottest trouble spots , You'l l  use an unbelievable array of high
tech information and weapon systems, including lasers, video cameras.
night viewers, radar warnings, jammers, computers, missiles, rockets.
flares and a 30mm cannon! Successful missions will be rewarded with
medals and rank promotions.
Experience the danger and excitement of attack helicopter action
your latest adventure in the ever-growing line of MicroProse SimulationSoftware.

See your software dealer today and become a
adventure! Challenge the enemy, the sky, and
extraordinary simulation.
GUNSHIP for Comm 6 4 / 1 2 8 ,  Cassette 114.95. D
. 9

NSHIP
YOUR w i t h  this

MICROPROSE SOFTWARE LIMITED, 2 MARKET PLACE, TET BURY, GLOUCESTERSHIRE GL8 80A TEL (0666) 54326. MC: 43422 MPS/LAC
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,PROCREATION
By Andrew Braybrook

Monday 15th June
•  S T had been try'ing to cure our data transmission problemslast week. It's now quite rare that we successfully download a

hie for testing, and they're getting quite large so the chances
of gen mg an error has increased. By keying in a quick analys-
ing routine we discovered that sometimes the Opus doesn't
switch its data-ready signal off very cloudy, so much so that

causes a second trigger. This only occurs briefly, but long
enough to fool the C64 that another byte of data is ready.
Therefore our receiving program reads in the supposed new
data, and when it comes to check-for-errors time it discovers
that someone has made a boo-boo. By checking the CIA latch
a second um after the data is accepted, and ignoring it we
have alleviated these 'ghost' images. No errors have occurred
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I've fixed the hug that allowed the ship to pass through
charge orbitals in two directions, and I'm reasonably happy

•  that everything is working correctly. I've put in an extra pieceof information at the beginning of each phrase which shows
•  thecurrent level and what t a l l  the current 'timestice'. Thisis an indication of real time taken playing games, which is used

•
t
o  
t
o  
d
e
r
i
v
e  
t
h
e  
e
f
f
e
c
t
i
v
e
n
e
s
s  
o
f  
y
o
u
r  
w
e
a
p
o
n
s  
a
g
a
i
n
s
t  
t
h
e

enemy A weapon built in timestice ten will be faith ineffec-
tive by timeslice 20. Each rune slice will represent about two

•  minutes of play.
Tuesday 16th June
Half day today. Got to grips with the compacted sprites and

•  organised the ones that I'd drawn already then noticed thatthat many of the images were symmetrical top to bottom. This
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and then reflecting the required images pcior to use. The
routine named out to be quite small, and certainly simpler
than reflecting left to right, which I had to do in Paradroid .
Unfortunately the decompaetion system went slightly wrong
when the it was written so long ago it's bound to work' sprite
header routine failed miserably! It was supposed to nip
through the compacted sprites and note where each one starts,
which saves me either reading through them all every time I
want one header, or holding all the headers in a table all the
time. However, it managed to miscount so it gut out of step
with the actual images, so by the time the individual sprite
decompacter got there it was picking up the wrong data corn-
pktely.

Wednesday 17th June
•  I 've  never written one before but it suddenly dawned on me

that an automatic sprite animation system would be a good
•  idea. A lot of space has been wasted in previous programs byobjects each having their own bit of animation code, like

'every fourth cycle add one to the sprite frame and if ieYbigger
than ' X' then subtract seven from it,' This can he done on a
similar basis to the automatic sprite colour system, which
relies on any one sprite being used for one purpose only. This
our require some duplicate sprites, but since they're all com-

•  pacted I don't mind.
I had a discussion at the CBM show on Sunday about the

•  merits or otherwise of high-ish level languages - mainly C.Personally I think it's a pig of a language, as it is totally wrap-
ped up in its own syntax structures. It has two ways of specify-
mg equals, either'  '  or ' '  depending on whether its in
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I've come across manages with only one symbol, they know
which one you're talking about by the context of the Line. C

•  also makes you put curly brackets round multiple statementswithin an IF-ELSE structure, something which COBOL
•  achieves by use of nothing more than a carefully placed fullstop.•
•

Thursday 18th June
The sprite animation system is playin g up_ Objects disappear,
flash on and off and go through the wrong sequences - any-
thing to get out of working properly. I checked the object
handlers and the animation routine, found a few errors but all
to no avail, It took until 430 to find the cock-up. It was the
animation instructions that were wrong. Apparently eight
plus three is not 83 at all! This causes sprite sequences to i ump
about wildly, sometimes picking • suicide frames', causing
objects to automatically delete themselves on the final frame
of explosions etc_ I thought it would be tidier ilobiects cleared
themselves away.

Friday 19th June
Spent much of the day on the sprite editor. I want a design for
the charge supervisors, which will travel around looking for
trouble - that is, as soon as an orbital is attacked they will head
towards it. However all I managed to design were a few more
roamers.

I haven't had any transmission problems at all this week so
it looks as if we have correctly diagnosed the fault as being
cheap and untidy electronics at the PC end.

Got a rough draft of the artwork from Hewson's today_
They've been looking at my Amiga artwork, so their artwork
is quite closely relattel to what I'm intending for the game. I'm
reasonably impressed by the layout, but they didn't use my
logo, just some old Paradrold-style lettering. They said my
logo looked like a row of coffins in space.

Monday 22nd June
Tidied up a number of loose ends and fixed all known bugs. I
had to make the Universe slightly bigger as some particles
were intent on leasing Ai also reduced the size of the fastest
polar speeds, the fastest bullets were just flashes across the
screen, not very practical for collision detection.

Went on a programmer's fimess course at the
weekend ,which involved transferring graphics from the C64
(downstairs) to the Amiga upstairs'.: for enlargement and
enhancement. This involved memorising graphics on the
CM, racing upstairs, and redrawing them on the Amiga -I
bet it's still faster than RS-232. the net result is that I've drawn
the 16 system units in 32 glorious colours at double the size
for inclusion in an accompanying booklet.

Tuesday 23rd June
Toyed with the smart bomb weapon to get it to work. It'll be
a medium-term weapon rather than a once-off blast. It'll start
off at maximum strength and decay to zero after firing, so it'll
affect meanies arriving on the screen. Also it won't necessarily
kill meanies outright, especially if the weapon is getting old.

Also put in the collision detection foe my own bullets. Hav-
ing a maximum of eight, and there being eight bits in a byte
makes things quite simple. The bullets are small but are mov-
ing quite fast, up to eight pixels per move, so character accu-
racy is all that is required Each meanie will check the charac•
tel position under its centre for the presence of a bullet. I'm
not using sprite to sprite hardware collision detection for a
number of reasons. mainly that it isn't all that helpful in mul-
tiple collisions knowing that sprites one, two, six and sevenhave collided somewhere. Which one has collided with which,
or have they all met in the middle? Many collisions arc irrelev-
ant and needn't be checked.

I also worked out all the data for the weapons development
table, all 57 weapons. Each has its own firing type, bullet fired,
reload time, construction time, graphic number, and cost to
build. Any volunteers to cheek that they're all present and
correct?

Wednesday 24th June
Been doing some random spot checks on the weapons. I'd
managed to ruin the sequential fire system. It fired one bullet,
waited for ages and then released the next seven in quick suc-
cession. Apparently it had waited for the gun to reload before
firing the remaining bullets.

I've started putting in all the bits that nick the energy,
including collisions with orbitals, and firing the guns. Yes,
the guns take energy to fire, life's like that. They don't take
very much though, without any energy replenishing systems
the ship is still good for some 1500 bulkts. This will become
virtually unlimited once a solar cell or other device has been
installed.

I've also improved the smart bomb system. It kept firing by
accident as I left the unit, which isn't damaging with normal
guns, but the smart bomb an drain up to a fifth of the total
energy so something must be done. It requires a delay before
Po The 18 systems which can be incorporeted Into the ship
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110. The Morpheus logo as it appears in the game

it fires, so I decided to use this delay properly, not lust a delay
for delay's sake. It counts a timer upwards and will fire when
it reaches the bomb's preset value. However, as it counts up,
it checks itself against the current energy level. On firing it
will use up the amount of energy equal to the timer, 50 if there
is insufficient energy availabk during build-up it will abort
tiring_ The later smart bombs will build up quicker and thus
use less energy - they'll reload quicker too. usc  sonics to
show this build-up and it'll be possible to abort firing at anytime.

Thursday 25th June
Some of the charge orbitals were appearing a bit late on the
amen. It seems that updating one every 32 cycles wasn't quite
enough so I've doubled them up so that two are updated every
16 csa
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smoothly, except that now they're all decaying twice as fast.
This means that I have less lime to find them. This won't be
the OM in the finished game as the charge rejuvenator will be
visiting all the orbitals in turn, but he's not coded up yea It's
quite difficult to find the orbitals at the moment, so I rigged
up one of the systems to glow when there's one nearby_ Thisshould be useful on later levels.

I've enhanced the shield's generators so they show their
Clifttin MILLS wi th colour , and you can also buy another sys-
tem which shows the current status of the whole ship's
shields, I have three remaining systems that don't have a cur-
rent purpose.

For the first time I can now score points to cam money to
buy weapons and systems. I've currently got a cheat version
that gives me buckets of money anyway and allows me to build
any of the weapons instantly. The systems don't decay with
time, as ifs really the meanie's growing immunity to the
weapons whith causes the weapons to fail, but the systems can
be blown up if the shields collapse.
Friday 26th June
Put in a new system device-a direction to nucleus indicator.
This should help navigation tremendously, Begin an eight •
directional indkanor, I thought I'd borrow a calculation
routine from Paradroid that decides which laser bolt frames
rouse. One problem though- ST and [ realised that it didn't
work w e l l  1104 quite anyway, We also realised that it only
has to calculate four directions, it has no need to differentiate
between up and down as the bolts are reversibk. We therefore
'decided to work it all out from first principles.

At first our marvellous indicator was incapable of showing
diagonals. We had used the line equations the wrong way
round when working out whether a point is above or below
2X = Y and 2Y = X. The direction finder could rum out to
be useful, so I've made it a sepanue routine from the indicator
so that I can use it later for other functions.

For better between-game continuity I think I'll rig it such
that upon demise the player's funds remain for the next game
This will allow a quicker building up of a new ship,
Monday 29th June

Put in some close manoeuvruag to stop the ship lilt's moving
very slowly. This helps with close positioning of the ship and
also lessens the times when stars are moving very slowly. It
took me a whik to suss out that this was not working in the
engines section, as it has a quite gel-out clause normally tocheck for dematenalisation.

1 put in a top limit for the amount of money that can be car-
ried forward to the next game. I can lust see some idiots play-
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ing level one and then quitting for lull the night to build up a
mega-fortune for one game. Tough luck, cheats!

Over the weekend I spotted a double star flitting between
two places on the screen at high speed. I've been running the
game for a while hoping to reproduce this error so that I can
investigate, but will it happen again? No chance!

Actually got recognised in Tesco's, so to ensure that !don't
get run over by a shopping trolley next time, hi to Rob and
John!

Tuesday 30th June
I'm down on paper all the ideas for meanie movement and
initiation. This is the last big push to get the game ma playable
state, the rest will iust be tuning up and adding some frills.
Most meanies will be generated as a result of altering the
change of an orbital. I shall start them off on preset launch
patterns and then switch than over to manual control where
I hope they will behave with a bit of character I want a more
varied spread of speeds through the levels, and meanies will
be able to generate Indicts or other meanies.

Bought Slapfight last Saturday. Great game in the arcades
so I had high hopes of a good game. It's beeen converted very
well, good playa bility and visual, well done, but what about
all the program refinements? No pause mode, no quit game,
and to cap it all it uses sprites in the top border for the score.
Well! can't see the score on my TV set, it's off the top. Black
mark for that one, why is it up so high?
to) The remote droid and landing pad

Wednesday 1st July

First day of overtime, I was scheduled to complete Morpheus
yeaterday, but I've missed a number of days work for one
reason orano titer and I really want this game to be something
special - so it'll come out when it's ready, This is an artistic
expression, not something oils production line.

Started coding the meanie initiator and control routines,
didn't feel like coding a lot of routines up again slightly
differently, so I decided to adapt the ones that already run the
bullets and the remote. This saves code and simplifies thingsl; famous last words).

Sure enough I ended up with no bullets and an invisible
remote. Haven't the faintest idea why. The obiects are getting
initiated in the correct places, they just die immediately. Last
time anything did that it was the animator's fault, but not thistime.

Thursday 2nd July
Found the no-bullets bug last night by startng at the listing,
Apparently someone had put two instructions in the wrong
order. Wait until I find out who that was. The disappearing
remote took a while longer, but was another typing error. I'd
taken the Y co-ordinate of the remote's position, added the Y
movement and then stuffed the result in the X co-ordinate by
mistake. When you're convinced that a piece of code is work-
ing you lust read what you want to see, not what's actuallythere.

Continued to write the bullet and meanie initiator and
handlers. Since meanies can fire other meanies instead of but-
lets, I can have a whole sequenced meanies. They have differ-
ent conditions for generating others, randomly, only when
wounded, or only when killed, Generally meanies will only
take one shot to kill, but outdated weapons will be less effec-
nye. Injured meanies will have different flight patterns, usu-
ally wild retreat, but slightly scratched ones may well get vic-
ious. The smart bomb should have an interesting effect on
them, especially an outdated one.

Was interested to read in this month's ZZAP! that multi-
loads are okay if they load the next level while you're playing
the current one, even if it's deliberately lengthened to give the
loader time This type of loader isloading data by getting the
cassette to cause interrupts rather like Novaload does. This
leaves about 50% of the CPU power to the main game and no
interrupt capabilities_ You could get more CPI: steam up by
slowing down the loader, and you could try to split the screen
using NMIs, but I suspect that screen splitting would be
impractical as it is heavily tied into the progress of the raster,
which stops for DOM2/1. SO thi5 type of loader is fine forgames
with no raster splitting and little CPU usage, but don't expect
that sort of thing in Iridium Plus 2 and Alkykat's Revenge
which would use all available CPU welhe most of the time.
This said, there are moments in games where very little is hap-
peniag, for example when 'Player Ready' messages appear,
so short bursts of I/0 are possible. Searchmg tapes is not really
practical though, and waning for CBM disk 110 is like watch-
ing paint dry. I think the short-term answer is better data com-
paction. !could have loaded each Uridium dreadnought from
disk into its 9K buffer, each is 512 characters wide by 17 deep,
but by compacting this data I could specify each one in about
600 bytes. Thus !could fit 16 layouts into about 12K will
overheads. If that were all decompacted at once it would take
144K, mom than two Cfias full!

Many multi-load games don't bother to compact data like
background pictures, because they have already accepted that
disk I/O is inevitable, so what's another ten seconds of load
time, if they don' t have to spend any time working out how to
get the best use from data, If they thought about it more they
could cut multi-load I/O times down by 75%, but the per-
ceived value of a game that loads from disk is much higher
because you think you're getting more for your money.

Friday 3rd July
Finished off the meanie and bullet handlers today, now all I've
gut to do is get them to work. I want the bullets to hit the
shields and explode if the shields can take the hit, otherwise
the bullets will skid across the surface of the ship doing more
damage. I also want the meanies to bounce off the ship in a
realistic manner, or get quashed against it if they can't get
out of the way, such is the power of a large ship.

Realistic bouncing is always a problem, because although
it's fairly easy to detect when rhe %hip has hecn kit, it is not so
easy to decide what direction to bounce off at. I got round this
by defining a perpendicular diret
-
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ship character. Any meanie approaching a block can be
reflected across this perpendicular axis and pushed away. I •also enhanced this by adding that if a meanie approaches from
an unusual angle it will be allowed free passage. •
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111  F i re d up the game after a multitude of assembly errors had
been fixed. All was going well until I fired at a charge orbital
which is supposed to release from one to eight meanies or bul-
lets_ This however did not happen. What did happen is that

I l t  the  game totally froze. NOW I 11 have to take out the routines,
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out reloading any files. There may well be an infinite loop
0  coded in there.

•
I .

Monday fith July
There I was, checking all the routines for possible reasons why
the machine locks up, and I came across a 'SR $0000, a Ian
to a routine at the 6510 data direction register? I think this
could be the cause. The jolly old linker has left a gap in the
code' because it didn't know what the real address was sup-
posed to be. It didn't bother to tell me that it didn't know
because ever since day one it has whinged about not being
ra t a transfer address. I don't even know what one of than
is. rd gladly let it have one but I don't know bow to tell it
either. The manual doesn't mention transfer addresses. I gm
so fed up with it telling me to gin a transfer address that I told
it to keep messages like that to itself, so it kept two unresolved

•  labels to itself too. This is altogether more serious, it workswithout a transfer address, but it sure as Hell won't work with
unresolved labels an it.

111 Tuesday 7th Judy

I D
D
e
b
u
g
g
e
d  
m
o
s
t  
o
f  
t
h
e  
m
e
a
n
i
e  
r
o
u
t
i
n
e
s
,  
a
n
d  
n
o
w  
I
'
v
e  
g
o
t

enough data in the game to generate several different types in
a number of different ways. They are firing flak at me which
can blow up onboard systems and damage the ship. Their
manual movement patterns are switching in, but aren't yet
positive enough to force them to move in any particular way,
it's just a question of line adjustment.

The main problem that we've come across is that the game
consists of moments of high activity followed by longer
periods of travelling to another orbital. Finding the orbital is
a bit haphazard. There arc a number of systems to aid naviga-
non, but I don't  want to make them all available at the begin-
ning. I've come to the conclusion that I need a medium range
radar display

Wednesday fith July
!didn't want to put 3 radar screen in, but if the game requires
One then it shall have is. Now, where shall I put it? I can't
incorporate it into the main ship design, it's too big. I refase
to make it a sprite or two and bung it in the top border. rii
hang it below the game logo. I drew some scales round the
edge to make a border for it but it looked rather sketchy. The
actual coding didn't take very long but on firing up it didn't
work. Not a radar plot in sight Upon moving about I could
occasionally get a dot to momentarily appear and that was all.
I studied the code for ages and there was no way at all that it
could possibly fail, but it did.

b. My intsmretstion of the logo- now I ask you, does

By 6.30 I 'insetting very cross indeed, the C128 nearly got
thrown out of the window. It then suddenly dawned on me
what I had done. Since I am plotting two orbitals every cyc
Leit takes 16 cycles to prepare all their positions. I then spent
the next 16 cycles copying one row of the radar to the screen,
so this also takes 16 cycles to complete 'This copying process
is spread over some time to avoid doing tune-c mourning oper-
ations all at once - it also tarries out the function of clearing

that look liken row of coffins?

-
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out the old radar images once they have been copied to the
screen. All this was jammed into the one routine, the first 16
cycles prepare the radar, the nest 16 copv it to the screen. Nov.
the problem is that this routine is called twice each cycle, so
it copies the radar across, clears the old image, copies the now
cleared image across again and finally clears it again. The set-
up needs to be done twice, but the copying and clearing must
only be done once. How could! be so stupid? Don't answer
that.

Thursday 9th July
Changed the radar surround to a more solid border and built
it up into more of a crest to fill it GAIL ST suggested that it be
a different colour from space to distinguish it from the back-
ground so we eventually decided on blue. It looks quite neat
now and serves its purpose very well.

Paul Hughes dropped by to discuss some new anti•cartridge
techniques and loader. lie left his Koalapad with me as I
intend to use a bit-map picture as a loading screen, hopefully
for the disk and tape version. I've done a moek-u p on the
Amiga-beast and it all looks feasible, trouble is I don't know
how to use the Koalapad. I've tried turning it upside down
and rolling it about on the table but I don't have big enough
area,

Friday I Oth July
Spent much of the day thinking about how to run the charge
reiu venatoes, the ships that periodically ferry charge from the
central nucleus to the orbitals t o counteract their decay. This
involves getting the craft to the orbital ,
' , • e a s y ) ,  
c a r e f u l l y  
d r i v -

ing round it (not so easy and finally docking with it from
above .:difficult'
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other pattern around the nucleus then some are easy to
approach from above, others are much harder and require
more complex guidance.

I've changed my mind about the charge supervisors, apart
from deciding that loniy need one at a time. I'll make it appear
in the distance and slowly approach to use the 31) depth effect
shit more. It'll appear after a while around any attacked orbi-
tal.

Monday 13th July
Put in some enbamements that I'd thought of over the last
couple of days. I had to reduce the number of active meanies
10=23 they &renting up I he CAI time. Tins isn't too much
of a prob km as I've also thought of a way of keeping them on
screen without them crashing into the ship, they now run Lir
,cies round it like Nigel Mansell on Silverstone.

I put in the code to run the reiuvenator, and after teaching
them a bit ofbasic navigation they can now find their way from
the nuckus to any of the orbital. They have to move quite
slowly as they alTiVC, so that they can find their target accu.
rattly. Then I reveal my coup-de-grace, the 16 frame anima-
tion sequence to drop their charge and replenish the orbital.

I'll have to write the game instructions out soon, I've
already done the page numbers, now all! have to do is fill in
the rest.
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Here we-hee-hee ha-ha-ha-ha-are, la-ha-ha- ha-aughing to death, ha-ha, I've be-hee-hee- E P I S O D E  9
een dying to sa ve Tama-ha-ha-ra-ha-ha, but life is like trousers, full of little sticky patches. B y  Mel Croucher
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better. Somehow, the little black box that
has been sending out waves of laughter (not

to mention ripples o f  mirth  and trickles o f
bladder contents), has ceased to have effect. And I
bet you can't guess who is responsible. No? Well, go
take a look in the mirror. You are responsible. That's
right. You, the readership of this ancient Kashdis-
pensarian magazine. And how is this possible? I will
tell you. It seems that long, long ago, when Kashdis-
pensa was called Earth, and you all worshipped the
iron (and so-are-you-ron) goddess Maggot Hatcher,
some bright spark published a Readers' Question-
naire in order to discover which was the most
unpopular item infesting this very publication. And
can you imagine who came out with egg on her face,
chips on her shoulder, ham in her dialogue and saus-
age up her tutu? Correct. Hole in one. *Tamara
Knight' has generated massive amounts of what that
well-known typographical error for a breakfast cereal
Ciaran Brennan called Negative Feedback. Fortu-
nately for Tamara and my electronic self, this Nega-
tive Feedback has sea red through the space-time con-
tinuum like a razor blade hidden in a bar of soap, and
counteracted the good vibrations of the black box.

As all socio-physicists know, once Negative Feed-
back is let loose, nothing can stop it. Indeed, my
historical records prove that it was Negative Feed-
back which caused the collapse of your entire civilisa-
tion. After laughter was abolished and all of your
clowns, poets, hucksters, buskers and other subver-
sives were killed, all colour was stolen. And after
colour, they stole the light. And after light, they stole
your souls. And all that was left in your world was
greed, oppression and Country 'n' Western music.
And the meek did not inherit the earth, instead they
were forced to eat the dirt. Yes sir. Personally. I
blame God for re-releasing The Creation on Com-
pact Disc, and privatising Forgiveness.

But that is then and this is now, so let's get on with
it. Tamara Knight, the only perfect human being eve r
to emerge from a test tube, is lying prone, her breath
coming in short hot pants. I, on the other hand, am
lying through my teeth. Every other living creature
in this space-travelling circus tent seems to be dead.
Exploded offal is trickling from the tightrope and
trapeze, coagulated gore steaming underfoot, all cre-
atures great and small having laughed themselves to
pie filler. We are still fixed by the baleful stare of the
Red Nosed Clone, but as he has laughed his head off,
I don't expect any more trouble from him. No. I
expect all of our troubles to focus on the fact that we
have lost our power source of animal manure and are
drifting aimlessly through a sector of the galaxy inha-
bited by nothing but , . . nothing!

'What shall we do, Louse?' gasps Tamara, catch-
ing her perfect breaths, letting them go and catching
them again. 'How are we going to get to wish upon
Astar, so vou can-be transformed into an all-male
human being with a smallish moustache and some
leisureware - thereby allowing us to live happily ever
after?' The solution escapes me, but after mopping it
up I decide that we must make a methodical search
of the Big Top, and try to find an alternative source
of propulsion By my calculation, if we rely on Tam-
t•a producing enough fuel to propel the dung-gas

rockets, it will take a little over 69,000 years to reach
Asia r. and although my heroine is young for her age,
she may look a little sauy at the edges by the time we
make planetfall. So, let's get searching before the
sagging direction of her perfect female attributes
read half-past-six as the crows feet fly,

'All we have come up with is a whip, a set
of bondage manacles and a crate of

lager . .

I am sorry to report to you that after an extensive
rummage through the sawdust of the ring, the straw
of cages and the shag pile carpet of the hospitality
suite, all we have, come up with is a whip. set of
bondage manacles and a crate of lager This is no
good at all. I mean we can't even have a party with it
until I am transformed into a human being. Tamara
is slumped miserably in a heap, and the heap is
slumped miserably in a corner. She is toying with a
can of lager. casually sniffing it with one perfect nos-
82 ZZAP! 64 September 1987

tril, idly rolling it up and down her perfect leg, pluck-
ing at its stupid little ring-pull with a perfect forefin-
ger. and y e  gods! A shower of golden raindrop-
lets whooshes out, jetting and foaming into the pres-
surised dung-gas reactor. The intergalactic circus tent
lurches violently, spinning on its own axis. What an
incredible discovery, fizzy lager propulsion l Now I
know how Thomas Edison must have felt when he
picked up his first light bulb, put it to his ear, and said
'Mary had a little lamb.*

Hello folks! It is a wee while later, and several cans
lighter. Tamara is drunk, but that's fine by me.
would prefer to have her in a compliant mood when
I transmogrify into homo sapiens moustachioque
toga rumpopumpo. Our craft needs one can of lager
every ten minutes to keep on steaming - as a matter
of fact, so does Tamara! We have just docked in the
bay of the LJSS Otis Redding in order to pick up some

auxiliary power, and I have joined in the party spirit
by disguising myself as a bubble of spit on Tamara's
perfect chin. She is playful as a puppy, and giggles her
request to beam aboard, which is grumpily granted
by a  paunchy o ld retired admiral, name o fJames I  Kirk.

'James I  Kirk fixes us with a blind, violet-
veined eyeball, puckers his toothless

mouth, and snarls .  . '



Permission to come aboard Sir', she trills merrily.
'Chekov!• the old man responds. 'Well, there's no
need to be like that, I only came to ask if I could
borrow a set of jump leads and an extension cable to
gel me to Aster. Shall we say about 42 million miles
long. Please. Sir?' James I  Kirk fixes us with a blind,
violet-veined eyeball, puckers his toothless mouth,
and snarls, 'Sulu! Uhural"Oh dear', says Tamara,
hacking away, "I think he's going to be sick,' The old
man is setting very agitated and I reckon Tamara's
diagnosis is quite right, he is about to throw up
•Uhura! Uhurar he sputters. What a disgusting,
pathetic wreck he is, I think I will instruct Tamara to
cheer him up a bit. Use the black box, my little tipsy
angel. Give him one decent laugh before we murder
him, hi-jack his spacecraft, dodge the copyright liti-
gation and finish the series. And let us pray that the
Negative Feedback from the readers will save us
again.

Hahahahi there! Wehehe•ve done it! Thanks folks!
We have Warp Factor Three, Max Factor too, and
Channel Number Four. Bingo! En route for our
return to the fabled wishing planet of Astar. What a
fun time we've been having, the love of my life and
me, We've been scraping Captain Kirk off the control
room walls, and ladling him into little glass jars
marked 'Preserved Fruit'. And we've been playing
hide and seek around Tamara's body, with me dis-
guised as a freckle. And now we arc lazily scanning
the USS Otis Redding's film archive, to try and find
me a suitable moustache for the Great Moment. I
rather fancy one like my old pal Adolf Hitler used to
wear. Did I ever tell you about me and Hitler? No?
Well, we've got a little while before we land, so I'll
fill you in. I it was in parallel universe Number Nine,Ias  recall.

I first met Kiss-curl Hitler when he was lead singer
with the Bleeding Nazis. playing in the cellar of the
Rat-Kellar, planet Finchley. That must have been
about 1933: just after half seven, modern time. We
had a few beers, and I told him I was working for Red
Wedge, but the pay was lousy. I also mentioned the

fact that I knew Jimi Hendrix a few episodes ago, but
he wasn't impressed. Those Nazis were really some-
thing! Great rhythm, excellent visuals, very loud, and
with a really well-organised fan club. Hitler had just
invented this new robotic dance called the Gooses-
tep. It was all the rage. He was into drugs of course.
They all were. And by the time he got the residency
on Little and Large he had become a bit unpredicta-
ble. You know the sort of thing; frothing at the
mouth. harranguing the audience, biting the heads of
pickled beetroot on stage.

'Hitler was ambitious, he wanted a big
band.'

There was Fats Goering on bass. 'Emperor'
Hirohito and Benny 'Duke' Mussolini on keyboards,
with Keith Moon on drums. But Hitler was ambiti-
ous. He wanted a Big Band. 'Louse', he would say,
'Today Leicester Polytechnic Student's Union.
Tomorrow Ze VorldI• Well, he bought up an amazing
amount of second-hand hardware to take on tour,
from Emerson, Lake and Panzer, and set about the
famous 1979-95 World Tour. He went down a bomb
in Coventry as I recall, and they still talk about the
Nagasaki Open Air Free Festival, when Hitler first
brought his Japanese girlfriend Little Eva Braun in.
for a duet on her Number One hit, 'Do The Concen-
tration:

But then punk came along, and Hitler made his
first big mistake. He did a cover version of 'Lab Mar-
lene' with Pearl Harbour and the B-52s, and switched
labels from Stiff Arm to Nu Wave. I knew he was
going off his trolley by then. He was snorting herring,
and I expect you already know the story where he and
Little Eva got wrecked at The Bunker and poured
petrol over themselves during the last verse of 'Heil
Joe.' The band broke up because of musical differ-
ences, and Hitler gradually drifted into obscurity. I
heard he was offered a bit of work by Paul Simon onthe Gracesudetenland Tour, but he turned it down.
He was a bit old-fashioned, I  suppose. but he
objected to mixing rock music and polities. The last I
heard, Adolf Kiss-curl Hitler was playing piano in a
little singles bar on the planet Ludlow, but I couldn't
swear to the truth of that. What I do know is that he
had the most attractive smallish moustache I have
ever longed for.

So there we are then. That's it. The end of my
story. Well, to be perfectly honest with you, the end
ditty contract This is a democratic publication after
all, and I have been terminated by your very own
popular request. Your Negative Feedback that saved
us at the beginning and near the middle of this
episode has turned out be all-consuming. You always
knew that we would wish upon Astar. didn't you, and
that I would be transformed from a miniature neut-
ron bomb into an all-male human being. with a smal-
lish moustache and some leisureware Well, I was.
I've travelled a great deal since the last paragraph.
met some interesting life forms. paid my way when I
could, cheated .and lied when I couldn't, All in all I
haven't been a great success. But there again. I
haven't been a great failure either. There arc a few
things I never realised about humanity though. Like
the fact that you can go bald while still suffering fromadolescent zits and dandruff and that I find it increas-
ingly difficult to find work these days. but I expect
somethinj will turn up.

What's that you say? Tamara? Oh. I had almost
forgotten about her. She died from cancer a while
back, but what the hell, she was just some girl used
to know. The hell with her. What did you expect, a
happy ending? You just keep on playing with your
electronic games and filling in questionnaires while
you can. Because real life. my friends, is an utterbitch.

THE
END!
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MINIATURE MINIONS Mr I  Howar th,  Cornwall ,  I R I S Middlesex, HA5 3/%0; L Custard,

2CIU; Fiona Bissett, London, N14 Bristol, BS18 4DW; J  Prados,
5 1
2
T;  
A
n
d
r
e
w  
P
o
t
t
s
,  
W
e
s
t  
M
i
d
-

land, 0Y6 8NY; Andrew Russell,
Friamet, N11 3BS; Morgan Eves,
Norfolk, NR10 4JW; G Beddows,

West Sussex, PA22 74X; James Staffs, WS15 2SX;  Phill ip Peel,Hurdich,  Kent, TN2 5LO; Tak Chi Cheshire, CW8 2NF; David Jef-
Lee, Bedfordshi re,  LU2  OPD; freys, Swansea, SA1 7AL; Colin
Daniel Har gr eaves,  London, Gillespie, Aberdeenshire,  AB5
S.E.3; Scott Purdy, Dorset, BH15 4JT; Paul  Maund,  Hampshire,
3RS; Peter  Bridgeland,  Essex, P05 4DR; Kei th Berry,  Lanes,
RM11 2RH; Ian Britton, Cardiff, FY7 7LE; Dean Scott, Northants,
CF4 8LX; Abi d Hussain,  Glas-
gow, G41 20E; Phillip Coe, Wilt-
shire, SN1 3PU; Greig Kobiela,

NN17 2PW; Mr  Stephen Clover,
Berkshire, RG11 9TU; Andy Van
Wyngaeroen.  Belg ium,  3 0  10;

Strathclyde, G 6 7  4 J 0 ,  P a ul Tom Stoub,  55 g5 AS Leende,
Spittlehouse, H u m b e r s i d e , The Net herlands ;  Dan ie l  P o i -
HU12 9AF; Daniel Smyth, Hants, warth,  Essex ,  I G8  7RG;  J ohn
SO4 3PJ;  Davi d Knox,  Edi n-
burgh, E H 1 6  5 H Q ;  Ri c ha r d

Overall, Es s ex  SS7 5X0;  Ro y
Lewis,  Lanc as hire,  P R4  1YA;

Higgs. Ber kshi r e,  R G 3  6 G A; David Hardy,  Nottingham, NG5
Scott Belhel l ,  Cor nwal l ,  I R11 4LA; Ronald Stewart, Cleveland,
SAW; Darren Butler,  Co Louth, TS9 6LU; Adrian Green, Nor th-
Ireland; D a n i e l  H a v a r d i , ampton, NN3 LG2.

Up f o r  grabs  In t he Melbourne
House Shadows of Mordor com-
petition was a boxed set of hand-
painted Citadel miniatures and a
copy o f  t h e  s eque l  t o  t h e
acclaimed adventure. Lord of the
Rings. Judging the many entries
that came flooding in was particu-
larly difficult ,  bu t  t he fi rst  prize
eventually went  to Scott  Cornish
from Bristol,  Fif ty  of  the closest
runners up each receive a copy of
the game, and they are

THE ARTWORK
HAS LANDED
The ubiquitous  wordsearch was
once again brought into operation
for the Hewson Eagles compet i-
tion. The first prize was a stunning
piece of  original artwork from the
game's advert isement — and the
first prize-worthy monogram out
of the trilby was that of  Birming-
ham's J Wardell.  The following 30
runners up each receive a copy of
the g a m e  a n d  a n  E a g l e s
pos t er. . .

L D'Arcy, Surrey, KTS 95D; Paul
Pieknell, E a s t  Sussex,  T N 3 9
5HN; De s m ond Neal e ,  We s t
Midlands, WS 1  2 HR;  Robe r t
Stock, South Glamorgan,  CF6
4NY; James Duty, Coventry, CV3
6HS; A C Porrit, Cleveland, TS26
90N,  Ani l  Menon.  Middlesex,
1W14 OAL; Omar  Khan,  Essex,
161 1 ET; Mar k Mulford.  Essex,
C012 3TR; Philip Wynn, Lancs.

Your c hanc e f o r  supers tardom
(plus a  t rough-f ul l  o f  O I NK !
goodies) came in Issue 27 where
you had t o spot  the differences
between t wo Pete's Pimple pic -
tures. The lucky winner gets a trip
to the OINK! offices, and will fea-
ture in an OINK! photo story. He
also wins a T-Shirt, a mug and a
copy of the game •  h i s  name?
Mark Fletcher o f  Glasgow_
Twenty lucky runners up will each
receive a copy of the OINK! game
and a n  OI NK!  m u g  f o r  t he i r
troubles. They are

Michael Young ,  Es s ex ,  R M 8
2YJ; Damian Spendlow,  Derby -
shire, S40 30F; Kei th Bevens,
Cheshire, M33 2AP; Adrian Mad-
docks, Derby,  DE2 7AG; Gavin
Kagan, West Midlands, 8956AX;

Chris  Ne ls on ,  Sc ot land,  P A 2
OQS; Andrew Bull, Sussex RH11
&IQ; Ai dan Donnel ly,  Dubl i n,
Eire; Davi d Err ington,  Tyne &
Wear, NE286PG; Mr N.J Webley.
Glostershire, GL51 SAX; Steven
Miller, Lanes, 0L6  SBX; William
Chetwynd, Warwickshire, CV10
ODR; Paul  Bosett,  Peterbough.
PE2 80E; Lee Price, Warwick-
shire, CV11 6L10; John Haigh.
South Yorkshire, S71 1XA; Gor-
den Smith, Scotland, ML3 7XX;

WN6 9B0 ;  Tony  David,  Kent,
ME10 3AD;  Ada m  J  F  Kel ls,
Birmingham, 5 3 2  1 0 T ;  P a ul
Hotchkiss, Shropshire, I F3 2JP;
Boroere Kerkelaan 31, Nether -
lands, 1851-HG; Miss J Murdy,
London,  N16 5DS; Chris Varvel,
Norfolk, NR7 &IX; Paul Bayford,
Norfolk, NR4 6TB; I  J Hoggarth,
Warwick, C V 3 5  9 E W ;  Al l a n
Dean, Scotland,  IV30 3ET; Guy
Lambert, War ks .  CV 1 1  6 FP ;
Mohinder Kang, West Midlands,
B70 60P:  Nicholas Twinn,  Co
Durham, OH2 3ET; Eric Morton,
London, S E 2 5  5PL;  Ma t t he w
Brimelow, Cheshire, SKI S SLI ;
Ben Peame,  South Wales, CF31
1QA; Jonathan Dyson,  Leices-
ter, LE2 3  D;  Bradley Ashton,
Essex, RM3 OSU; Garry Barrett,
Staffs, DE 1 3  OXU; Paul  Slee,
Barnstaple, EX31 7 HP ;  Lawr -
ence Bowyer ,  Berkshire,  RG7
3NN.

BECOME AN OINK!
SUPERSTAR

Paul Malcolm, Co Durham OH3
2HA; D a v i d  Ma c La uc hl a n,
Somerset, 8A22 9LF: Paul Had-
ri II, Buckinghamshire, MK65DY;
Kelly Ri char dson,  Nor thants,
NN10 9UE; Mr  T R Broadhurst,
Cheshire, W A 3  6 P T ;  M a r k
Taylor, G w e n t ,  N P 6  6 E D ;
Andrew Buchanan,  Renf r ew-
shire, PA14 SIR; Raymond Vic-
ary, Cor nw a l l ,  T R 1 3  8 U G ;
Mathew Br i mel ow,  Cheshi r e,
SK16 5LL; Richard Middlemiss,
Sheffield, 518  WO ;  Gary Par -
t ridge, Wa l s a l l ,  W S 2  8 T U ;
Nicholas Edgecombe,  Cornwall.
TR4 9DR; Dav id Murphy ,  Buck-
inghamshire, MK6 2DF; Andrew
Sobryan, Middlesex,  TW7 5HX;
702 CPL G S Sporne, Northern
Ireland, BFPO 807.

CHART VOTING DRAW WINNERS
WINNER c o  worth of software plus ZZAPI T-Shirt): Richard
Burton, Helston, Cornwall
RUNNERS UP (ZZAP! T-Shirt and Cap): Shane Dean, North wich,
Cheshire; Stuart Scattergood, Deeside, Ciwyd D Caidwell,
Stretford, Manchester; Simon Glister, TOttOn, SOUttlaMptOn

•

N. Scott Cornish'
ideal minion

. . 1 1
C
C ) 1
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"  
-
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ZZA P ! 64
CHART VOTING COUPON

(Please write in BLOCK CAPITALS)

Name
Address

Postcode

If I win the £40 worth of software I would like the following games:
(Game and Software House)

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, LUDLOW,
SHROPSHIRE SYS 1DB
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1242 (EIJTE)
1 .115,200 JAshbrook 8 G Warnock, Bradford,
W Yorks
871,500 Marlin Coyte, Clifton, Notts
822,500 Stephen Lund, Bradford, W Yorks

ACE (Coscactel
121,550 Fu Sang it,  Crewe, Cheshire
100,000 Andrew Welch, Stevenage, Heim
83.380 M Horsey. Waltham Abbey, Kent

ALIENS (Electric Dreams)
126.503 Paul Griffiths, Llandudno, N Wales
52.725 Sean Meaeows. North End,
Portsmouth
23,950 George Dick, Invergordon, Scotland

ALLEYXAT (Howson)
14,582.700 lean-Claude Zero, Hoenheim,France
9.334,400 Richard Hudson. Copnianthorpe,York
8.917,300 Tony Shoremen, 8Iungton
. L o n n aANT1RIAD (Poloos Software)
Completed In
3:06 M  Gooday Bishcp's Stortford, Hurts
3:40 Damian Bcocock, Colne, Lance
3'52 God Keaveney, Huddersfield, W Y011(5

ARPLANOID (imagine)
1,262,190 Jonathon Webb, Highbridge,Somerset
979,600 Paul Sta le y Whitby,  N Yorks
913,090 Steve Pratt. Leighton Buzzard, Beds

ARMOUROILLO (Code Masters)
21.000 P Griffiths Ilanductrio. N Wales
11,300 Adie Griffiths, Crowborough, E Sussex
9200, Chris Mclean, Helsby, Cheshire

AUF WIEDERSEHEN MONTY (Gremlin
Graphics)
51,223 casey Gollacher. Swallowheld,
Reading
18,000 Sanjay Vaghela. Rugby. Works
16,875 Simon leavens. Yeadon, W Yorks

BARBARIAN (Palace Softer/me)
21,200 Chris McLean. Helsby, Cheshire
16.300 David Barker, Bediont, Middy
15,700 Anthony Finn, Eaglescliffe, Cleveland

BEAMRIDER (Activation)
980,420 Steve Jarrett. ZZAPI Towers
272.174 Steve Tye, Kidderminster, Worcs

BMX SIMULATOR (Codernastere)
4. N30 Adrian Broadley. Manby, Lines

BOMBJACK (Elite)
4.052)370 le i Foy. Tring. Harts
3,264,600 Wayne Winter, Lawrence Weston,Bristol
1,384.130 nosey Galiacher, Reading. Barks

BREAKTHRU (US Gold)
246.000 Vincent Did. Wellingborough,Norlhants
138.050 Paul Gibson, Sundertand, Tyne AralWear
111,900 Gary Rice, Colchester, Essex

SuLLOOG (Gremlin GrePhioll
1,207.200 Tony Shoremae Ehliingtort, Lance
1,109,500 nosey Gallacher. Calcce, Reading
1,108.900 Brett Warburton, Hollingworth.Cheshire

CAULDRON II (Palace Softwere)
1,508.550 Cliff Nobres.a St Helier, Jersey
153,750 John Reynolds, Durford, Cambridge
132.400 Shaun Russell, Shaden, Co Durham

COBRA (Ocean)
285.900 Philp Stevens. Alfreton, Derbyshire
93.400 PetnoX Green, Burnley, Lanes
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0 .2 0 0  Stephen Wildridge, Great Sutton, SWirral

CRYSTAL CASTLES (US Gold)
677.992 Junan Rignali, ZZAPI Towers
66E095 Richard Hardbattle, Nuneaton,Warks
649,100 Aaron Lindley, Messingeam„ SHumberside

DAN DARE (Virgin)
7,423 Sankor Sandevan, London E 12
7,397 Scott Fulfill. Endover, Devon
7,287 Shaun Alccek, Tyldeeley, Manchester

DECATHLON (Firebird)
41,010 Bryan Chamberlain, Norwich, Norfolk
9,840 Howard Worlon, Southwark, London
8.870 Gary Shield. Stockport Cheshire

DELTA (Tbaternus)
1258.430 Cohn Redfern, Heywood. Lance
895,850 Aidon Donneiley, Kilmacud, Dublin
371,220 Jonathan Wood, Edgeware, Middx

DRAGON'S LAIR (Software Projects)
63.997 Sean Walker 1Runsottl, Melbourne,
Austraka
35,410 Martin Coyle, °M on. Notts
33,750 Simon Cole, Chelmsford, Eases

DUET (Elite)
168,170 Fu Song La, Crewe, Cheshire
137.520 Gary Smith, Basingstoke. Hants
113.520 Paul Moiyneux. Doncaster, S Yorks

ENDURO RACER (Activisien)
2.227,475 Dale Somerset, Wacheey Bridge.Sheflield
1,857,088 Steven Young, Wallseret Tyne &Wear
1,299,832 Howard Worton, Southwark,London

ESCAPE FROM SINGE'S CASTLE
(Software Projects)
92,742 Craig Knight, Keyworth, Notts
78,519 Howard Clarke. Inverness, Scotland
76,584 lam Sullivan, Forest Hie, London

EXPRESS RAIDER (US Gold)
68.450 Gavin Shute, Aylesbury, Bucks
42.500 Chris McLean Heleby, Cheshire

THE Ea uALiSER (The Power House)
20.6213 Dean Senton, Botley. Southampton
13;120 Greene) Crichton, Inane. Ayrshire
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FEUD (Bulldog)
87% David Barker. Bectfont Middx
44% Richard Morgan, Fordingbridge,
Hampshire

FIRELORD (Howson)
145,205 Richard Pargelm, Coventry. W Mints
143,160 Daniel Osboume, Hornsea, N liumbs
116.805 Damian Ward, Harrogate. W Ya ks

FIRETRACK (Electric DresiniS)
835,640 Darren Cole. Chogford. London
664,960 Kristian Bruin. Copenhagen,Denmark
527,290 Johnny Larsen, Copenhagen,
Denmark

FIST II (Melbourne House)
1,753,000 Stevan Roll, Kettering, Noe/tants
1,560,900 God Keaveney, Huddersfield, W
Yorks
1,220,000 Steven Guilloyes °Wham

BST II TOURNAMENT (Melbourne House)
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FLOYD THE DROID (Adolasolt)
11.830 Seen Walker, (Runscife, Australia
7,970 Matthew Williams, Yeiwil, Somerset
5.040 Sam Shields, Canterbury, Kent

GALIVAN (Imagine)
287,000 Chris McLean, Halsby, Cheshire

GAUNTLET: DEEPER DUNGEONS (US
Gold)
Merlin The Wotan!
8,7137,195 Asher Rashid Thornaby.Cleveiand
4,350,297 Paul Caseley, Bkshopaton, Bristol
4.3013061 Michael Roberlson,
Scotland

Thor The Warrior
4,678.02 David Taylor, Atvingion. Gets
3.974.521 Paul Cashley, Bishopsion. Bristol
2.999.320 Richard Hardt:meet Nuneaton,Warts

Ouestor the Elf
2,497.341 Paul Cashley, Plst,ofostOn, Bristol

Thym the Valkyrie
818.592 Paul Hollingion, Hula:midge, Esser

GHOSTS 'N' GOBLINS (Elite)
920.600 casey Gallaoher. Swallowheid,
Rearing
531,890 Christian Major, Norwich, Norfolk
456,060 Chris Goodswen, Norwich, Norfolk

GREEN BERET (imagine)
1.301,550 Mark Cunningham, Newtown
Abbey. Co Antrwn
1,204.150 Paul Wheatley, SNorwoed, London
1.059.890 Simon Cole, Chelmsford, Essex

GUNSHIP (Mitroorose)
278,785 Richard Mellor, Bridgwater,
Somerset
265,990 David Nicol. Hewortb, York
262,960 Mark Logan, Inverness, Scotland

HEAD OVER HEELS (Ocean)
70.000 Caron Brennan, ZZAPI Towers
69,360 Darren Cole. Chingtord, Lcrekan

HERCULES (APO's/Omega)
1.159,880 Thomas Broers, Lurk:Patti Norway
815,920 Nils•Ola v Bervag, 8770 Nordeorcleed.
Norway
756,500 Robert Hemphill, POrt Glasgow

HERO (Firebird)
177,762 Patncii Lammers, 1403 Wristlet,
Belgium
125.324 Julian R igr1
,  Z Z A P I  
T o w e r sI. BALL (Firebird)
47.760 Marc Spence. Leeds 10
21.300 Stuart Scattergood, address not
incitided
10.030 Alistair Cnceton, Irvine. Ayrshire

INTERNATIONAL KARATE (System 3)
382,250 Steven Bodey. Perth, Australia
336.750 Peter Hunt. Hook, Hants
335,220 F Lapp Newcasilleupon-Tyne
INTO THE EAGLE'S NEST
1,143,300 M Boomen, D u d - t r a
w
l  T h e
Netherlands
1,048,800 Frank the Mentor. Hens
995,600 Aaron Lindley. Messing/lam, SHumberside

IRIDIS ALPHA ( L im n o s"
599.760 George Bray. Areithorpe, Doncaster
349,520 Cohn Redfern, Heywood. Lance
204.390 Jonathan Wood. Edgeware, Middy
J A I L B R E A
K  d i e

ssol pw••••
195.500 Paul Gibson, Sunderland, Tyne And
Wear

102,500 Malcolm Reclisim, Preston, Lanes
89,500 Stephen Lund. Bradford, W Yorks

JEEP COMMAND (Bug By(s)
303,990 J Gheorghisor inurisoftl, M eourne ,Australia
250,350 Dave Breed, Cullercoats. Tyne &Wear
227,380 Marc Hodge, Selby, N Yorks

KNIGHT GAMES (English Software)Total:
68.355 Hassan Musfad. Riyadh, Saudi Arabm
67,620 Paul Rate!, Newport, Isle of Wight
66,345 Simon Wilcox, Ipswich, Suffolk

KNUCKLEBUSTERS (Melbourne House)
11,700 Craig Bent, Paesivorrn, Manchester
8.300 Steve Qu o
-
m o ll,  
N e w  
E l l h a r
n ,  
L o n
d o n

5,700 Bharat Vaghelis Rugby, Warts

KRAKOUT (Gremlin Graphics)
21.184.770 Michael EllandlIS, The
Netberlancis
12740,800 Dave &Brett Warburton, Cheshire
3,060,500 Steven Packer, Chelmsford, Essex

KUNG-FU MASTER (US Gold)
4,785,852 Liam Chivers. Batter:teal], Wares
4.386,920 Stephen Penne, Fordinglondge,Hants
3.802,983 Andrew Dedlyn, Braughton. Devon

LEADER BOARD (US Gold/Access)
NOVICE
-39 Robert Smith, Edgbaston, Birmingham-25 Jukon Smith, Holesowen, West Mids
-25 Christopher Lamb, Liverpool

AMATEUR
-27 Jonathon Webb, Highbridge. Somerset-23 Paul Allan, Aberdeen
-23 G McKenzie, Dunbar, E Lothian

PROFESSIONAL
-33 Philip Astey, Kin ewinfcce W Mies
-24 Paul Allan,
-22 Robin Evans. Tring, Hefts

LEADERSOAR 0: EXECUTIVE EDMON (US
Gold/Access)
NOVICE
-21 Stuart Maclessack, Knightswood.Gita ow
-14 C Knowles, Sydennam, London

PROFESSIONAL
-30 Steve Jones, North End, Portsmouth
- le  Stewart Rogers, Tunbndge Wells. Kent

LIGHTFORCE (M t )
3,239.250 Richard Burgman, Seaford, Essex
2.526.975 Jake E, West Bromwich. W Yids
2,296,360 Taki Liberceoulos. Athens, Greece

6.012,300 Steven Roil, Kettering. Nothants
5.096.003 Kevin Lennard, St Heeer. Sao<
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MARIO BROTHERS lOc,ean)
449.380 Jake E. West Brarnsinch, W Mos
252,620 Ozz, New Eltharn. London

MERCENARY
.
: T H E  
S E C
O N D  
C  
/
T Y

(Novagen)
7.942,196cr R e n e  Wallace. OunuOgreire,
Co Dublin
7,442.000cr Bnan Manwanng. Take Pas,Staffs
7.086.000cr Glenn Haworth, Swallow, Linea

METROCROSS (US Gold)
311,7130 Lows Farnham, Twickenham,
Micidiesem
157,900 Gary Smith. Basingstoke. Hants
90,000 David Bond. Sw,ndon, Wilts

MILK RACE (Mastereonic)
7.794 Gary Smith, Basingstoke, Hants

MISSION AD (Odin)
59.455 Mark Craft, Bearwood, Bournemouth
48.670 David Barker', Follham, Middx
36.475 Jez Foy. Tring, Hods

m o o n - m o w s REVENGE (Oatabyte)
1.127.500 W Dress, Einsbanern, Australia
412,450 Adam Trewella, Stapleton, Bnstal
396,450 ozz, New Ellham. London

MUTANTS (Ocean)
51,644,500 Adie Bonner, Southboume
31,025.750 Gareth Williams, Swansea. W
Glamorgan
26.460.850 Gavin Richardson, Swinton,
Manchester

NEMESIS (Kermerni)
19,346,400 Stephen Grady. Wigan. Lanes
12,341,200 Terry Bourdram, Coenciale,
London
11,241,100Stephen Ross Ftycks, Isle°,  Wight

NEMESIS THE WARLOCK illAartechl
12,770 Mike 'Mynas,  Caerphilty. Mid Glom
7,600 Gavin Shute, Aylesbury. Bucks
4,540 Dale Somerset. Wadsley Eindge.
Sheffield

NISNIA MASTER (Mastertronic)
485.840 Gordon Shearer. Bottles, Morayshire
198.8E0 Robed Fuller, Downharn Market,
Norfolk
196,315 Michael Ph i,  Kumm, Sweden

NOMAD (Ocean)
5264 John Gheorghisor, (Runsofti, Australia
4,065 Paul Want, Harrogate, N Yorks
3,885 Paul Tudor, Stourbndge, Padmons

O W  AND LISSA ()rebird)
19,820 Lee Barker, Northvach. Cheshire
14.098 Stuart Scattergood, address not
included
10,000 Damon Boocock, Colne t a lcs

PANTHER thlestortronic)
250,900 Liam Chtvers, Batterthall, Wares
215,500 Jason Elitmie, Crank/vb. Surrey
200,940 Steve Lee. Guildford. Surrey

PAPERBOY
301,400 Mark Rolf, Kettering, Northares
300,700 John White, Whiterield, Manchester
140,700 Steve °Linnet!, New Eltham, London

PARADROID (Heween)
364.290 Shazad lqbal, Bury, Lanes
300,850 Gavin Burnell, Westhill. Inverness
302,604 Gary Wrillta. Ctingtord, London

PARADROID PLUS (Heerson)
86,500 Bria r Yea. Tarnoltort Ayrshire
63,200 Adam BeattieS, Tarbotton, Ayrshire
45.500 Karim Boual,, Tooting. London

PARALLAX (Ocean)
106,850 All Kersweal, Guildford, Surrey
89,300 Jason Birrue, Cranteigh, surrey
78.400 Adam Pracy, Newton Flotrnen,
Norwich

PARK PATROL (Firebird)
994.990 Simon Jones. Chelmsford Essex
993.130 Paul Harwood, P r o w  London
991,570 Andrew McMinn, Colchester, Essex

POD (Mastertronic)
1,468,440 Karsten Toltsvig, 8832 SKAIS,
Denmark
1,082,440 Matthew Penn, Ormskirk,
Lancashire
919,040 Adam Layton, Street, Somerset

QUARTET (Activiston)
295.385 Julian Rigneli. ZZAPI Towers
160.100 casey Goliacher. Swallow/etc/.
Reading

IRANARAPAA (He we r*
3.358,400 Richard Leadbetter. Witham, Esse.
1.822200 Craig Knight. Keyworth. Notts
1.555,700 Marlin Draper, //Aston, Derby

RIVER RAID (Firebird)
259.235 Jukan Ronal!, ZZAP
, T o w e r sROCK I V WRESTLE (Melbourne House)
3.125,100 Jarn,o Orndge
. G e d 1 „ 9 ,Nottingham
2,1355,200 Alan Smith, Gienrothers, Fife
941.300 (3raeme Dutch. Tillyclrone, Aberdeen

SABOTEUR (Duren)
£2,789,600 Growth Mitchell, Mirtleict. W Yorks
E1,175,000 Daniel Maurice. Rediand, Bristol
E971,300 Jan Jaakola, Inkerainen. Finland

SANXION (Thalamus)
1,006,468 Steven Malpass, Stoke-on-trent.
Staffs
784,390 Stephen Gandy, Hatesawerk W Mids
517,860 peter waken
-
is. P r e s t o n .  
L a n e s

SCOOBY DOO (blite)
248.600 Sean MeDonagh, Jarrow. Tyne &
Wear
194,550 Gareth Macke. Peterhead.
Aberdeen shire
153,600 Stuart Kelly, Reading. Beats

SHAG- UN'S ROAD (The Edge)
128,420 013Miall Boocock, Coins. Lanai
36.164 Steven Young, Waasend, Tyne & Wear
31,430 Howard worton, Southwark, London

SHOCK WAY RIDER (FM)
1,524,798 Matthew P'hypees, Sumyhill, Derby
291,000 Julian R ive n  ZZAPI Towers
m o s °  Howard Worton, Southwark, London

SILENT SERVICE (US Gold/Microprose)
(TONS St/ NKI
910.100 Karsten Tokisuig, Drosselvel 6,
Denmark
563.100 Sieven Hall, Oraughtort, N Hants
763.203 Howard Clarke, Inverness, Scotland

SKATE ROCK (Bubble Bus)
288,430 Justin Cole, Huddersfield, W Yorks
239.020 Sean Walker. (Runaoln, Australia
223,280 Stephen Blow', Nuneaton, Warks

SKY RUNNER (Cascade)
$669.700 John Doyle, Kilmamoch, Ayrshire
$190,800 Martin Dobson, London E12
$125,500 Peter Hulme, Bishop's Stanford,
Herta

SKOOL DAZE (Micromegal
126,910 Anthony Duater (Runsorti,
Melbourne, Australia
120,7800ordon Shearer, Rothe's. Morayshire
104,340 Scott Moore, Fixby, Huddersfield

SLAMBALL (Americana)
7.482,660 Carleton Shaw. London, NI  0
5,504.870 Gavin Burnett, We s
-
t h i l l ,  I n v e r n e s s
4,684,710 Martin Dalton, Rochester, Kern

SLAP FIGHT (Imagine)
111,050 Julian %nett ,  ZZAPI TowerS

SPLIT PERSONALITIES (Oonsedt)
680,400 Mrs L Hayden, London E 16
685,200 Mrs J Carroll, Burnham-on-Sea,
Somerset
505,100 Michael Sketcher. Wentonmg. Beds

STAR GLIDER (Rainbird)
110,725 Brian Mainwanng, Tante P m  Staffs
54,930 Ian Su lle n ,  Forest Hill, London
46,325 Damian Ward. Harrogate. W Yorks

STAROUAKE (Bubble Bus)
287,763 Nigel Fraud, Godaiming, Surrey
287.140 Dye Knudseu. 5033 Fyllingsdaleu,
Norway
273,667 Per KO/lender, Stenungsund,
Sweden

STREET SURFER (Bubble Bus)
21•I08 Jonathan Stock, Demon,
Northampton
16.270 Howard Clarke, Inverness. Scotland
15,811AI:be Griffiths, Crovebor ough, E Sussex

SUPER CYCLE (US Gold/Epps)
700.400 Declan Quinn. Bessbrook, Newry Co
DINYTI
320,160 A Verhaeghe. Bletchtey, Bucks
269,310 Andy Girven, Corby. Northants

TAU CETI (CAL)
21.055 Andrew Tarsal, Dursley. Otos
20,485 Robed Elliot, Middlesbrough,
Cleveland
20,440 Shaun Russell, Sn ikla r , Co Durham

TENTH FRAME (US Gold/Access)
Amateur
279 R Goons, 138470 De Panne, The
Netherlands
278 Michael Eley. Wimboume, Dorset
277 R Guicit, 98470 De Panne, The
Netherlands

Prolessionel
233 Nell Taylor, Bractmell Berke
214 Graerne Dutch, Tiltydrone, Aberdeen
202 Graham Millie, East Haenharn, Wilts

TERRA CRESTA (Imagine)
402.100 Michael Dunaj's% Adelaide, Australia
371,800 Robert Hemphill, Pori Glasgow,
Rentrewshire
341,000 Marc Hodge, Selby, N Yorks

THRUST (Firebird)
4,182,050 Aria Swinson, Doncaster, S Yorks
3,500.800 Declan Quinn. Bessbrook, Newry
Co Doom
3,670,700 Anon, Newry, Co Down

TOY BIZARRE (Activieion)
223.420 J D Oliver, Ipswich. Suffolk
144.700 Sherif Salome, Cairo, Egypt
102.900 Julian Rignall, ZZAPl Towers

TRAILBLAZER (Gremlin Graphics)
1,123.350 Jason Cooper, Wednesbury, W
Mica
1.120.040 Henry Rewlinson, Salisbury, Welts
828,270 likil Robinson, Tottenham, London

TRAP (Alllgeta)
481,900 Lavery Simm. Liverpool 1.23
429,510 Cohn Bayne. Glenrothes,
328,500 Robert Elliot, Middlesborough,
Cleveland

OCHI MATA (Mariech)
378,760 Mark Seiton, Lancing. W Sussex
353.7915 Nicholas Lester. Dudley, W Masts
326,8.550 Simmons, Wythenstewe,
Manerester

URIDIUM (Hewson)
22,906,385 CN, SP, MO, JK. Marston Green,
Birmingham
18,228,125 Andrew Simmonds, Deal, Kent
3.820,020 David Hoesburgh, Uddinglon,
Glasgow

IRIDIUM PLUS (Howson)
197,925 Russell Wallace. Co Dublin, Ireland
175,405 Paul Wheatley, S Norwood, London
167,000 Damian Boocock. Caine, LEVICS

VIDEO MEANIES (Mertertronic)
57.798 Adnan Smedley. Manby, Lines

VOIDRUNNER (Mesterei:mac)
5.403,550 Mick Wall, Hillsborough, Sheffield
4,903.840 Aciam Loxton, Street. Somerset
3.800,564 Steven Young, Walsend, Tyne P.
Wear

WAR HAWK (Firebird)
6,229,528 Glenn Haworin, Swallow. Unes
4,459,784 Hamlet Patel, Northolt, Middlesex
3.322,648 Jamie Omdge, Gedling,
Nottingham

WEST BANK (Gremlin Graphics)
210.000 Jon Cullen, Regale, Stockport
141.250 Mark Huck, Washington, Tyne &Weer
131,0300 James Lavetie, Copmanthorpe, York

WIZARD'S LAIR (Bubble Bus)
154.1.110 Craig Wills, Taunton, Somerset
152.735 Steven Medcraft. Rayleigh. Essex
133.085 Nik Yankee. Malay, Leicester

WIZEIALL (Ocean)
999,999 M Walston & G Elltnngham
Fleetwood, Lancs
999.9990 Fttzgerald & G Rucklock, Liverpool
999.999 Gareth Williams, Swansea, W
Glamorgan

WONDER BOY (Activision)
2 2 2 .
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168,170 Gary Biackiedge. Crowborough, E
Sussex
153.420 casey Gallaciner. Swallowfield.
reading
i  34.3 70 Tony b e ll,  Whitley. Rtiochng

XEVIOUS (US Goad)
281.280 Jonathon Webb, Highbndge,
Somerset
224,100 Steven Parkes, Newcastle, Australia
196.270 Fintan Brady, Virginia. Ireland

Y E  AR KLING-FLI (irnogine)
1,307.000 Gavm Conway. Paisley, Scotland
394.700 M  Brown & M Grange. Borroareln
iDerby
355,300 Andrew Crowlher, l l
,
b w o r t h  
l o o e s t e r
YSE AR KUNO-RI  II (imagine)
288.300 Cart Adams, Tooting, London
183.300 Ian Coulter, Leeds
134.400 Rene Groenewoud, l4eerhugawaant
The Nothertands

Z (Rhino)
701,250 Howard Clarke, Inverness. Scotland
871.450 Jake E, West Bromwich, W Mids
578.200 Stephen Ross, Ryas, Isle or wight

ZOLYX (Firebird)
172.161 Mrs Sue McGovern. Leighton
Buzzard, Beds
158,375 Harnish Patel. Northolt, Midcaesex
157,163 Joan  Rignall ZZAP
,  T o w e r s
ZONE RANGER (Firebird)
18.720 Marc SpenCe, Leeds 10
14,650 Jonathan Wood, Ersgewate, Midair
12,904 Mrs Sue McGovern. Leighton Buzzard,Beds

A

ApplicéWons tthe Scorelord
should be made on a postcard
or the back of a sealed envelope,
and entries which contain more
than three high-scores will not be*
accepted.



US Gold, £9.99 cass, 04.99 disk, joystick only
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mers a n d  Gobots .  c omes
yet a n o t h e r  r o b o t i c

metamorphologica I hero —Decep-fOr
After many years of training by

his Elders, Deceptor has now suc-
ceeded in mastering the series of
transformations that allow him to
alter his shape, from swift-moving
land vehicle, through robotic alter-
ego, t o  gent ly  hovering aircraft.
Now he has to prove his worth by
complet ing a series of hazardous
assault courses.

There are four available options,
allowing t he player t o  pract ice,
adjust t he control settings, v iew
the high-score table and fi nally
start the mission.

Although t h e
gameplay is sim-
ple, o f f e r i n g
nothing m o r e
than a  r a c e

against time across an assault
course, i t's still highly addic-
tive. Negotiating the courses
requires a  bl end of  reflexes
and quick thinking, and a keen
eye i s  ne e de d dur i ng t h e
shoot-out phase.  That,  com-
bined with the urgency gener-
ated by the timer produces an
exciting a n d  m e n t a l l y
stimulating chal lenge.  I t 's  a
shame that the multi-load cas-
sette version is so frustratingly
awkward— the way Deceptor is
structured means that  mor e
time i s spent rewinding and
waiting than playing. On the
other hand, the disk version is
great and well wor th lookingout for,

Having seen the
ad for Deceptor, I
was e x pe c t i ng
the worst, maybe
because o f  t he

quality of the previous Trans-
former type games.  However .
I'm pleasantly surprised. The
gameplay harks back t o the
old Zaxxon style, but  from a
more oblique view. The forced
perspective graphics are a lit-
tle crude, but they portray the
action well, and the transfor-
mation sequence is well exe-
cuted. The  game's only ugly
feature is the sound, with the
title tune being a little 'bassy',
and t h e  e f f e c t s  i nstant l y
forgettable. This is well worth
a look — especially the disk ver-
sion, as the multi-load on the
cassette version reduces the
enjoyment somewhat.

Just part of the vast landscape that Doceptor must negotiate in Order to
complete his miss ion

The Dec ept or ' s  a l i en  wo r l d
takes the shape of a three-dimen-
sional. hor iz on t a l l y  s c ro l l i ng ,
forced perspective assault course.
The obiective is to reach the Guar-
dian at  t he end of  each assault
course and destroy it  before the
time limit expires. The player has
unlimited Deceptors to complete
the task, wi t h t he miss ion only
ending when the t ime runs Out

Throughout the level there are
square packs which yield one mis-
sile (used to combat a Guardian)
and t en  seconds  o f  ex t ra t ime
when touched. When a Guardian
is encountered. Deceptor reverts
back to his human form and uses
a hand-held blaster to despatch
the creature.  Shot s  a re  a imed

This issue's 'Odd
game o f  t h e
month'  p r i z e
goes to Deceptor.
It's a cross betw-

een Marb  e Maoness,  Zaxxon
and Transformers —honest! The
perspective gr aphi cs  w o r k
pretty well and a good feeling
of a  solid, three dimensional
world i s  ge ne r a t e d.  T h e
Deceptor's m e t a m or phos i s
sequence is also quite impres-
sive, but  I  ul timately found
myself setting the transforma-
tion control  to the 'off ' posi -
tion, a s  i t  i ntr udes o n  t he
action too much. The presen-
tation of  the di sk version i s
superb, al though the ability to
alter the control  settings is a
nice, but somewhat ineffective
addition. I ' m  n o t  t o o  s ur e
about the appeal  of the cas-
sette version,  but  o n  di sk ,
Deceptor's a winner.

using the joystick, with the result-
ing explosions giving the only indi-
cation of a shot's accuracy. When
the Guardian is destroyed the time
left is  converted to bonus points
and Deceptor progresses to the
next, more difficult sector,
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Guardian of Level One must be destroyed

DISK
PRESENTATION 90%
Plenty of options to alter the
gameplay. plus the ability to save
out the high scores A  practice
and demo mode are also
included

GRAPHICS /KI%
An effective three-dimen5ir
landscape and some suitabl
yalien sprees. The transformatiOn
sequence is especially neat
SOUND 69%
The unusual soundtrack ar
spot effects add to the eller
atmosphere
HOOKABILITY 68%
Addiction sets in as soon as the
control method and perspecti
become familiar

LASTABILIN 75%
Plenty of screens arid enough
variety to provide a lasting chal-
lenge

OVERALL 80%
An original and unusual variation
on the transforming robot theme

CASSETTE
PRESENTATION 76%
Includes all the features of the
disk, except for the high-score
save option. Unfortunately the
mult i-load is far too intrusive.

1GRAPHICS 80%
Soo disk

SOUND 69%
See disk.

HOOKABILITY 62'
1
/0
The tricky control method and
cumbersome mult i-load system
is a hurdle, but oerseverence
reaps its own reward
LASTABILITY 70%
Plenty of action-packed
screens, but haying to rewind the
cassette after e%er, game might
prove too much for the impa-
tient.

OVERALL 72(
1
/0
An original and LinliSoa
, \ • a r i a t i o non the transforming robot theme
unfortunately marred by a
clumsy loading system



FIND STRANGE AND EXCITING NEWVORLDS
then b ' i e m  to pieces!

Featuring;
One player, Two players, Dual

allies or Dual enemies. Five
channel sound which utilises two

separate speech channels with
sampled dialogue and effects. Super

• f a s t  3150' fire power. Collectable
• p o d s  to enhance your spacecraft's shield,

tire power, manoeuvrability and speed.
Hi-Score, Ultra Score and Galactic Hall

of Fame
Credit.
Program and sound effects
Simon Nicol.
Graphics by Bob Stevenson.
Music by Rob Hubbard.

Commodore 64/128. 0.95 cassette, f•12.95 disc,

mactech
Mratech is the registered trade mart of Martech Gatnel Limited,
Martech House, Bay Terrace, Pevensey Bay
s E a s t  S u s s e x  
E I N 2 4  
6 L E

TRADE ENOUIRIT S WILCOME. PHONE (0321) No84S6 TELEX 878373 Martec G



c50f0)(W
- 1 1  A n  arcade strategy game with enough

addictive qualities to turn even the toughest
coin-op critic Into an arcade lunkr. C & VG

CBM 64 128
9.99 NA_ (14.99

ATM! ST 119.99

Return to n  age of mystery' and Intrigue, a place In which the fabled
tsasut e of King Solomon shone brightly with its gkulous wealth.

Where amongst the network of mysterietts rooms Iles the next key
that will bring you nearer to these fabukitts rkhes. Where amongst
the stone pillars and hidden dangers lie my a l  cleat ur es that an

perpetuate your life long enough to lea r  uithnate goal.

AMSTRAD
t.au-t 9.99 rst4.1 4.99

SlICTRUM 48 128K 18.99

U.S. cold Ltd.. Units 2 3  Holford Way. Holtord. SIMI' nithani lb 7AX. Tel: 021 356 3388

%I, oa t%  %owl% ' K t I K  %Ll %110,it )%
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in their beds  once again.
The reason? Paul Kersey's

back in town!  Charles Bronson's
vigilante character from the infam-
ous Michael Winner films surfaces
on the '64 to continue his one-man
fight against crime and injustice.

Our people's hero is armed with
a 475 Magnum hand-gun, a pump-
action shotgun,  a  sub-machine
gun and, to cap it all, a shoulder-
held r o c k e t  launc her .  E a c h
weapon is  brought  into play  by

Computer  games
don't  o m  MS. .41
gorier than this!

J . R
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r
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nicely ani mated,
and the way they're shredded
by gunfir e a nd bl own apar t
when bombed is amusing,  I f
not a bit gratuitous. The prob-
lem is the flawed gameplay.
Weapons and safe rooms are
far too easy to find,  and you
can l eave  t he  s tony  faced
sprite alone every so often to
replenish his lost energy. My
first go went on for ages — and
with ver y  l i ttle practi ce i t 's
possible to play for  hours on
end. T h e  acti on I s  sti l l  f un
though, but the enjoyment Is
only shor t ter m as  shooti ng
down people wears off qui te
quickly. T h e  pr ogr ammer s
have obviously made the best
they coul d out  of  the pretty
limited film, but i t just hasn't
got enough depth or variety.

This i sn't  near ly
as g o o d  a s  I
expected. Apa r t
from bei ng mor -
ally u n s o u n d

(shooting down human beings
with bazookas and guns can't
be that good for  publ ic rela-
tions), Deathwish is also badly
constructed, I quickly got lost
within the very similar streets
of New York, and the pointless
rotational control method just
served to confuse.  I t's all s o
Illogical, you clear a screen of
bad guys and leave,  only to
return a second later and find
them a l i v e  a ga i n! ! !  T h e
graphics a r e n' t  par ticular ly
brilliant e i ther ,  a n d  o n c e
you've seen t he  gor y death
sequences a couple of times,
the novelty wears off. Not even
one for  fans of the movie I 'm
afraid.

pressing the control key to cycle
through the armoury. The weapon
in use is pictured at the bottom of
the s c reen,  t oget her  wi t h  i t s
remaining ammunit ion.

New York is displayed as fl ick-
screen backdrops, inhabited by all
manner o f  Ne w Yorkers ,  f r om
thugs a n d  punk s  t o  grannies.
police and even prostitutes.

Whenever a street intersection
is met, Kersey turns to face in any
of tour directions, with the back-
ground s c ene alt ering ac c ord-
ingly. A  map of  the area is  dis -
played be low t he main screen,

DEATH WISH Ill
Gremlin Graphics, £9.99 cass, E14.99 disk, joystick with keys

showing Paul's location within the
city. Pressing 'M' toggles the map,
first to show the gang leader's
positions, so they can be located
and dest royed (the object ive of
Kersey's self-appointed crusade),
and secondly to display replace-
ment weaponry .  Bot h weapons
and leaders  a r e  f ound  wi t h in
houses which Paul enters from the
streets. In some rooms Kersey can
look out  of  the window Onto the
street and safely take out baddies
at his leisure.

As the slaughter continues, the
score reflects the accuracy of the
vigilante's shoot ing.  A  negat ive
score is achieved only when good
guys are being blown away — by-
standers or the police for instance.
Despatching bad guys results in a
healthy posit ive score, and suc-
cessfully quelling riots and killing
gang leaders results in large bonusscores.

Gremlin m i g h t
well have gone to
the Board of Cen-
sors wi th Death-
wish III, as it con.

thins s e v e r a l  bl oodthi r s ty
death scenes — not least of
which i s  t he  total  bl owi ng
away of someone with a rocket
launcher g r u e s o m e !  The
method of changing Paul Ker-
sey's situation within the city
is somewhat misleading, and
an eye must be kept glued to
the m a p o r  el se confusi on
soon sets in. Unfortunately, it
seems that the game lacks a
definite conclusion,  a nd a s
such becomes a  matter  o f
stamina rather than skill. This
completely under mi nes t h e
achievements w i t h i n  t h e
game, and results in a rather
mindless s h o o t  ' e m  u p .
Another uni nspi r ed r el ease
from a  company of consider-
able talent.

PRESE I O N  67%
Fes c , : e r i d  a stru
that's v a r L a t i o r ,

GRAPHICS 69%
Some decent spites and ani-
mated death scenes, unfortu-
nately set against dull back-
drops.
SOUND 52%
Ajaunty soundtrack which lacks
the appropriate air of tension a
,
1
menace

HOOKABILrry 7 3 % • 1 0CoreJsing directional c
but otherwise deathly simple.
LASTABILITY 59
6
/0
The game could go on forever -
but boredom sets in long betu
a satisfactory conclust
reached.

OVERALL 64
Mirrors the pointlessn
films a little too well.
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STREET SPORTS BASEBALL
US Gold/Epyx, E9.99 cass, £14.99 disk, joystick only

S wa p  the grass diamond for a
parking iot ,  t he homebase
for a trash can lid arid Babe

Ruth and Joe DiMaggio for Bojo
and Kitty from the next block. This
is street level Baseball with local
kids forming the teams and the
two 'ball parks '  consist ing of  a
vacant patch of waste ground and
a deserted car park.

Having decided on a one or two

With two strikes already against
A
h
i
m
,  
C
a
m
e
r
o
n
'
s  
I
n  
t
r
o
u
b
l
e

I rea l l y  l i k e  t h e
idea o f  hav ing a
non-profess ional
baseball p a c k -
age, a n d  t h i s

game's presentation suits the
Idea perfectly. It's nice having
players that are slower than all
the rest, and even those who
drop t he  bal l  dur i ng tense
moments! The pitches are also
pleasantly tatty -  littered with
debris and having makeshi ft
bases, Al t hough ther e 's  a
more than wor thy computer
adversary, i t 's i n two player
mode t ha t  t he  ga m e  real ly
comes to life, and I  found i t
enjoyable and lively t o play.
Obviously, i f  y ou don' t  l i ke
baseball than this Epyx offer-
ing i s in the  wr ong bal lpark
completely, otherwise I  c a n
thoroughly recommend this as
an addi t i on t o  your  spor ts
simulations library,
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player game,  a coin is  tossed to
see who gets first choice of player.
A group of 16 kids appears loafing
around a building frontage, and a
cursor is  guided f rom person t o
person t o make the selection. As
the cursor falls upon each young-
ster, a head and shoulders picture
is displayed, together with details
about their style of  play. Hav ing
put a full team together, you can

adjust the positions and batting
order to suit -  alternatively, you
can g o  straight  int o t he game
Selected teams can be altered to
suit, or saved to disk as required.

Depending on the location f
.
o u

have chosen,  t he selected dia-
mond appears as a split  screen.
The main display shows a close up
of the current action, and to the left
an overhead scene gives a view of

the entire play area.
The visiting team bats first, with

the overhead view showing a close
up of  the pitcher and hitter. The
pitcher throws the ball by pressing
fire, and has control over the ball's
flight unt i l  i t  passes  t he plate.
being able to swerve it left or right,
and alter the speed of flight. Bat-
ting is merely a matter of pressing
the fi re  but t on a t  t h e  correc t
moment s o that  t he bat  makes
contact with the bail,

When the ball is hit, the main dis-
play changes to a view of the cor-
responding fi elder as  he or  she
attempts to catch or stop the ball.
The overhead scene shows  the
relative positions of the ball. fielder
and batsman as he runs from base
to base.

There's a  r e a l
sense of fun gen-
erated f r om t he
moment that this
program h a s

loaded. The team-picking sec-
tions are quite enjoyable, pro-
viding a background and team
spirit which lasts throughout
the game -  and the different
player's characteristics add a
lot of variety to the proceed-
ings. The only real problem is
the lack of control  in batting
mode -  the player has no real
control over where the ball is
going, and vital shots such as
punts and ground strokes can-
not be executed.  I  hope that
the rest of  the Street Sports
range live up to the high stan-
dards set by this product,  and
I l ook forward to seeing the
gang again pretty soon.
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sees the Eagles take an early
lead

2 P A U S E  B A L L  S I R  O U T
ROCKETS 0  I N N I N G  I .  0  0  0

*EAGLES



A  W o u l d  you buy a  use d  ca tch e r's mit t  f rom the se  kids?

CIA 6526 E11,95 ROM 901227-0 114.
99MPU 6510 E11_99 ROM 901225- 01 0,...10

PLA 906114-01 £9.99 SOUND 6581 c14,10
ROM 901226.01 0.99 RAM 4164 1:1 4

4

Whenever a score is made, the
corresponding information is dis-
played on a panel above the main
screen. This display also includes
details about  t he current  bat ter
and innings.

This i s definitely
one of  the  best
baseball ga m e s
around, boasting
beautiful presen-

tation a n d  a  v e r y  nov e l
approach. E a c h  p l a y e r ' s
characteristics are visibly dif-
ferent, a n d  W s  i nfur i ati ng
when a  particularly useless
player drops the ball, or throws
it very slowly. The trouble is
though, when it boils down to
it, Street Spols  Baseball is just
another i n  a  l ong l i ne  o f
baseball simulations. The dif-
ferent players' characteristics
and s t r a nge  se t t i ngs  a r e
something new -  but  other -
wise i t  pl ays t he  same  a s
almost ever y other  basebal l
game on the market.

A normal game is made up of
nine innings and if the scores are
tied at the bot tom of the ninth, the
game continues by innings until a
winner has been decided.

PRESENTATION 94%
Generally superb - loads of
options, neatly implemented and
user friendly.
GRAPHICS 86%
Occasionally lacking in the ani-
mation department. but other-
wise good.
SOUND 75%
Sparse but suitable spot effects
HookAsury 75%
The t iming of the batting takes
little getting used to but the urge
to succeed is great
LASTABILITY 70%
Should find its greatest lasting
appeal in the two player mode

OVERALL 82%
Afresh approach to an othenNis
,jaded format_

LOOK FOR
THE PLAIN
PACK .  .
THAT PACKS
TWO PLANES!
DeveloPed from 'Double Phantom

(Link cable voucher with program)

E9 . 9 5  Turbo Cassette 064
E l l  .95 Disc 064

on the BBC, as seen on 'Micro Live TV..
Runs on single or linked C64's.
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DENARIUS
Firebird, £1.99 cass, joystick only
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known a s  t h e  Rignahan
(sic) h a v e  s t rat egic ally

positioned their fleet of  16 space
arks around our solar system in
preparation f o r  c o lonis at ion,
Desperate for a saviour. mankind
has turned to you. captain of the
three-strong Denartus fighter fleet.

The action takes place over the
16 vertically scrolling space arks.
Denanus fl ies over each ark, col-
lecting t he chlorine pods  which
cover t heir  exteriors.  Kamikaze
Rignallan def enc e c raf t  at tack ,
and must be shot or dodged. Con-
tact wit h alien craft  reduces the
Denarius fleet by one, with the new
fighter starting at the beginning of
the current ark.

In e x t r e m e  e me r g e n c i e s ,
Denarius• single shield is activated
by pressing the space bar, This
Only lasts for a few seconds, but
during that t ime the ship remains
invincible. Each fighter is  equip-
ped wit h one shield, wit h extras
available along the way.

When Denarius has flown over a
space ark,  all t he chlorine pods
collected are turned into bonus
points and a sub-game comes into
operation.

Gas c louds  s c rol l  d o wn  t h e

SNAPDRAGON
Bubble Bus, E8.95 cass, £12.95 disk, joystick only
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say that to win the ultimate
accolade of *Master of the

Snap Dragon' a novice must enter
the nine-level Dragon Temple, and
do bat t le wi t h  t he  increasingly
proficient Dragon Warriors  wh o
dwell within.

Your character begins his mis-
sion as a red belt  Karate expert,
equally adept  wit h his  fists, feet
and the bamboo pole. As he prog-

It m u s t  h a v e
taken a  l o t  o f
audacity t o
release Snapdra-
gon -  especial ly

at t h i s  pr i ce.  T h e  contr ol
method i s  hor rendous,  a nd
there's a  di st i nct  l a c k  o f
'Interaction between you and
your on-scr een counterpar t.
You can actually complete the
game qui te easily by finding
one move which defeats your
opponents t i m e  af ter  t i me.
Snapdragon i s
badly desi gned a n d  utter l y
unrewarding.
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screen, each incorporating a small
gap through which Denarius flies
to gain bonus  points .  Denarius
moves further and further up the
screen until it hits a cloud, where-
upon the sub-game ends and the
next space ark scrolls into view.

When all 16 space arks have
been traversed, the mission starts
all over again -  this time with dou-
bled defences.

I d i d n ' t  e n j o y
playing this aver-
age v e r t i c a l l y
scrolling blaster .
Going back to the

beginning of a stage after los-
ing a  l i fe i s  annoyi ng a nd
unnecessary, and in the end I
only found myself enjoying the
sub-game because it's simple
and chal l engi ng.  A t  t w o
pounds an avid shoot 'em up
fan might be able to milk some
enjoyment Out of it, but avoid it
if you'r e getti ng bor ed wi th
playing the same sort of game
time and time again.

resses t hrough t h e  levels ,  h i s
grading increases f rom red belt
through to fifth dan black. A level is
completed when all of its warriors
have been destroyed.

There are 16 available moves,
accessed v ia  a  combinat ion o f
joystick a n d  fi re but ton,  Thes e
include s weeping k icks,  s ome-
rsaults and bamboo combat.

A display panel at the screen's
bottom contains four bars, repre-
senting the damage incurred to the
warrior's body,  head,  arms  and
legs. These diminish as the fighter
sustains hits, with a life lost when
one fa lls t e  zero -  the  bars
replenish t '
-
i e m s e l v
e s  
n a t u
r a l l
y  
i
f

Just w h e n  y o u
though the verb-

yro catty s c r o l l i ng
format had been
milked d r y ,

another attempt i s made t o
squeeze a little more life from
the genre. Denanus is polished.
but it lacks two vital elements
-  excitement and novelty. The
lack o f  var iety i n t he  al ien
attack patterns is a detraction,
and bei ng put  back  t o  t he
beginning of an ark each time
you die is extremely annoying.
The bonus  ga m e  c om pe n-
sates a little, but in the end the
action becomes repetitive. It's
a shame there isn't more depth
of gamepl ay t o suppor t the
polished graphics and sound -
as it stands, Denanus only con-
tains enough t o gi ve shor t-
term satisfaction to even the
most ardent shoot 'em up fan.

This is one of the
most unchalleng-
ing games of  all
time. All you have
to d o  t o  b e a t

every opponent  i s  hol d t he
Joystick to the bottom left and
press the fire button! It says on
the cassette inlay 'the Dragon
Warriors are clever and soon
learn your  favourite move' -
but they don't,  you can beat
them time and time again with
the same move.  Even mor e
annoying is that after enduring
the t e d i ous  a c t i o n  l o n g
enough to conquer  the final
level, I was most surprised to
see my man being put back to
the beginning of  level nine!
As f o r  t h e  n i n e  p o u n d
price t a g  -  would y o u
pay that for something you're
only likely to play once?
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ultimate accolade of Master of the Snapdragon
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battles on

PRESENTATION 78%
Decent title screen and crect 1
but no options.
GRAPHICS 79%
Colourful and effective bas-relief
backdrops and Sprites.
SOUND 78%
Stirring title tune and reasonable
sound effects.
HOOKABILITY 63%
Straightforward enough.
although returning to the start of
each stage every time you die
annoying.
LASTABILrry 48%
Enjoyable, but the repetitive
action and levels eventually lead
to boredom.

OVERALL 57%
A colourful and noisy shoot 'ern
up which lacks substance.

the hero remains unscathed. An
initial complement  of nine lives is
increased by an extra nine for each
level completed.

An unusual feature is that if the
joystick i s  lef t  during play ,  t he
computer t ak es  ov er  a n d  t h e
character continues the quest on
his own. Should the player wish to
step in and take over, a  s imple
press of the fire button regains fullcontrol.

PRESENTATION 73%
One and two player mode,
pause, restart and pleasant t
,
f
screen layout.
GRAPHICS 57
6
/0
Simple backdrops with avera
,
:
sprites and animation,
SOUND 34%
Irritatingly monotonous orient
singles
HOOKABILITY 28%
A sluggish and unnecessarily
comp/ex control method dic-
tates what little action ensues

LASTABILITY 9%
Find the one move which
destroys all opponents and It
game is eftpct.volv over.

OVERALL 14%
A poorly designed ani ti al l y
unchallenging beat '
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% G A  RKLAS CLONICOS (specialists in following trails

A challengef o r t h e brav e
A challenge only for h e r o e s . G A M E  o v  e t *
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A u t o Du el  is a f ast -paced , st rat eg y ro le
p laying ad ven t u re  set  in t he year 2030. A
t im e w h e n  t h e  A m e r i c a n  h i g h w a y s  a r e
cont ro lled  b y  a rm ed  o u t law s,  an d  w h e n
d an g er lu rks around  every bend.

Your a im  is t o  earn  f a m e  an d  f o rt u n e.
Co m p et e  in sp ect acu lar auto dogfi ghts in
t ru e g lad iator style - t h e  priz e m o n ey will
buy yo u  a p o w erf u l  cust om- bu i l t  veh icle
eq u ip p ed  w i t h  lethal w eap o n s,  includ ing
lasers, m ach in e guns and fl am et h ro w ers.
U n d ert ake  lu crat ive co u rier ru n s f o r  t h e
A m erican  A u t o D u e l  A sso c ia t io n  o r  b e -
co m e a  v i g i l a n t e  o f  t h e  o p e n  r o a d .
So m e w h e re  o n  y o u r  t ravels b e t w e e n  16
cit ies are  t h e vital clu es yo u  w il l  n eed  to
co m p let e  t he fi nal mission.

A
• A

SURVIV T  E
21ST CENTURY DRIVING TEST

(-- 1 1 0
Drive aggressively and give w a y  to no one.

Only t h e  m o s t  cu n n in g  ro a d  w arr i o rs
are en l ist ed  b y  t h e  FBI t o  d r ive  o u t  t h e
ut t imate evil  f o rc e -  Win yo u  g ain  h o n o u r
an d  e n t r y  i n t o  t h e  e l i t e  c i i c l e  o f
AutoDuell ists?

Au t o Du el .  Pi ck  u p  t h e g au n t let .  Avail-
ab le o n  d isk f o r  t h e  Ap p le,  C o m m o d o re
64, Atari.  At ari  ST and Amig a.  Prices f rom
E19.95.

Based on t h e aw ard - w in n in g  Car Wars
board  g am e by St eve Jackso n .
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Bond is back on the silver
screen i n  t he  lates t  007

epic, The Liv ing Daylights. He's
also on your monitor screens in
Domark's officially licensed game
of the film. Here, the player takes
the role of the man with the licence
to kill,  bat t ling his  way  through
eight levels to defeat evil internat-
ional arms dealer Brad Whittaker.

Each level is based on a scene
from the film and consists of a hori-
zontally scrolling backdrop. Bond
runs along this f rom left to right,
jumping o r  duc k ing obstac les.
Every so of ten an enemy sniper
appears f rom behind a part of the
scenery. Bond has to shoot him
before he opens fire by aiming a
cursor ( repres ent ing  B o n d ' s
Walther PPK gun sight) and pres-
sing the fire button. If the enemy
opens fi re Bond los es  energy ,
represented by a shrinking bar. A
completely diminished ba r  has
fatal results, and one of Bond's five
lives is lost

At the beginning of  each level
(apart from the first, where a paint

cabriolet has to stay in the garage

gun is automatically chosen) Bond
is taken t o O 's  and asked t o
choose one weapon from the four
provided — only one is of real help.
so choose carefully. Bond reverts
to his  trusty Walther PPK if  the
wrong object is chosen.

The hunt for Whittaker begins in
Gibraltar, where Bond is involved
in an SAS training session (hence
the paint guns). SAS men appear
in t he background,  occasionally
popping up over the bushes while
Bond runs along to the end of the
landscape.

Levels Two and Three take 007
behind the Iron Curtain. The first
location is Lenin People's Music
Conservatory where Bond is help-
ing a Russian defector. Success-
fully negotiating this section leads
to t h e  Trans-Siberian Pipeline.
This escape route presents Bond
with an assault course of pipes at
different heights, all of  which he
has t o avoid t o progress to the
fourth level.

Back in  Britain,  one o f  Whit -
taker's henchmen has  infi ltrated
the the safe house where Koskov

V  With a choice of only four weapons, it looks like the Aston Martin

All the fun of the fair, as 007 earns his licence to win coconuts

is being debriefed. He's armed
with exploding milk  bot t les and
doesn't hes it at e t o  l o b  t h e m
Bond's way as he battles through
the building.

After that comes a trip through a
fairground. Thi s time explosive
balloons fl o a t  t h rea t en ing ly
toward Bond. Tangiers is the next
port of  call, and Bond leaps from
rooftop to rooftop before reaching
the penult imate level — a Russian
airbase d e e p  wi t h in  oc c upied
Afghanistan.

With more henchmen disposed
of, Bond enters the final level —
Whittaker's house, where a final
confrontation between Bond and
Whittaker takes place I f  Bond
destroys him, he earns the thanks
of the Prime Minister.

es
Bond fil ms have
always been fam-
ily o c c a s i o n s ,
with p e o p l e
queueing d o w n

the streets to get into the local
cinema. Ha v i ng l ook e d a t
Domark's latest tie-in, it looks
as though it'l l  be some time
before such things happen at
the local  computer  shop. The
game's pl ot fol lows the film
very loosely, and requires a lot
of imagination i f  you ar e t o
relate with the characters. The
film's main features are also
lacking in the computer  ver-
sion — where's the Aston Mar-
tin, or  Maryam d'Abo and her
equally attr acti ve co-star s?
The action is very much in the
Missile Command vein, but with
different backgrounds in each
stage to attempt to add vari-
ation to what's otherwise rep-
etitive and boring. Whichever
way you look at this, there's
very little here for  ei ther the
filmgoer o r  t h e  opti mi sti c
games player.

This g a m e  s uf -
fers f r o m  a
severe l a c k  o f
imagination. I t IS
quite a  di s a p-

pointment, because all it really
consists of is a dull eight level
horizontally scrol l ing Missile
Command variant. Each level
sticks closely to the film plot,
but t hey  al l  play  exac t ly  t he
same — run along,  s hoot  t he
men, j ump over  an obstacle
and shoot more men. Unsur -
prisingly, this does not tend to
raise the pulse rate. The music
sounds exactly the same as
any other Dave Whittaker tune,
and the sound effects are just
as bland. I 'm sure somebody
might fi nd some fun playing
The Liv ing Daylights, but  I got
bored of playing Missile Com-
mand years ago.

TEST

I haven't seen the
film y e t ,  a n d
therefore c a n ' t
really c om m e nt
on how strong a

connection there is between it
and the game. As far as it goes
though, there are some parts
that s e e m  ver y  unrealistic,
such as the fact that Bond's
Walther P P K ha s  unl imi ted
firepower, he  can suffer  a n
enormous amount of gunshot
wounds before he eventually
dies, and he even has five lives!
It does seem a pity that there's
so l i tt l e var i ati on be t ween
levels (short of graphical di f-
ferences), and the game soon
becomes a recurring case of
deja vu.

FtisENTATION 67%
Instantly forgettable title screen
and no options
GRAPHICS 79%
Eight impressive scrolling
drops, let down by blocky
sprees
SOUND 49%
Unremarkable ditty with no rela-
tion to the Bond theme, com-
plemented by barely average
spot effects.
HOOKABILITY 68%
Straightforward action, marred
slightly by a badly considered
control method

LAST/URI-11Y 43%
The unchanging action doesn't
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OVERALL 57%
An uninspired and slightly repet-
itive Missile Command variant.
Not what you'd expect from an
officially licensed James Bond
gamc MIL
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„ T E S T
UNDERBOLT

Ode Masters, £1.99 cass, joystick only
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and Proxima are caught in a
deadlock, with neither side

having the ability to gain the upper
hand. However,  after many years
Of intense research, bot h races
simultaneously discover a weapon
of t errif y ing pot ent ia l  . . .  t h e

Unfortunately,
there's n o  c o m-
mandment  t h a t
says ' thou shaft
not steal  some-

one else's i deas' -  i f  there
were, Gavin Raebum,  author
of thi s latest Code  Masters
offering, would be in trouble,
His previous efforts were the
highly de r i v a t i v e  b u d g e t
games  Terminat or a n d  T h e
Equalizer -  a nd  Thunderbol t
only continues this trend. Take
Undium, give it different back-
drops, c ha nge  t h e  spr i tes,
knock the playability down a
couple of  marks and you've
got Thunderbolt. It's not neces-
sarily bad, but we've seen it all
before.

1 1 4 9 1  T h e  objective ofThunderbolt i s  t o
T take control  of a

craft, fl y  over  a
two-way horizon-

tally scrolling landscape and
shoot down strange alien craft
until pr ompted t o  l and.  I f
you're thinking 'that sounds a
bit like Uridium', you'd be right
-  bec aus e Thunderbolt  i s  a
shameless clone of the Brayb-
rook  classic. The graphics and
sound ar e di fferent,  but  the
basic gameplay is identical in
every respect! Moreover,  not
content with swiping the plot
and basic gameplay,  the prog-
rammer has also copied some
of t he  attack patterns fr om
Sanxion and sprites from Delta!
As a  game i n i ts own r ight,
Thunderbolt is slick, pol ished
and playable -  but  i t's onl y
worth consi der i ng i f  y o u
haven't already got Uridium.

Chronoclasm Bomb,
The wa r r i n g  f ac t ions  a g r e e

never t o  use t he device, and a

MYSTERY OF THE NILE
Firebird, E7.95 cass, E12.95 disk, joystick with keys

D eep in the Arabian desert,
the evil Bedouin Abu-Sahl
has s t olen t h e  priceless

Jewel of Luxor and plots to sell it
to t he equally despicable South
American c ollec t or Baron  v o n
Bloefeldt.

Loyal Egyptian, Al-Hasaan, got
wind o f  Abu-Sahl's  plans  and.
determined that the Jewel should

Mystery of the Nile
is neither engros-
sing or addictive,
but there's  fun to
be gleaned f rom

It, mainly  due to the s tupid the
scenario and awful  graphics.
The s p r i t e s  l o o k  l i k e
cardboard c u t o u t s  ( w i t h
appropriate animation),  a n d
the backdrops look like some-
thing you'd get off the back of
a Shr edded Wheat packet.  I
can't understand why this isn't
on the  Silver range -  i t cer -
tainly l acks the  r ewar d a nd
enjoyment of  some of  Fi re-
bird's budget titles, which are
available at  a  quar ter  of  the
price.
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stay in its rightful place, has con-
tacted the American adventurer-
archaeologist, Nevada Smith and
his s t u d e n t  as s is t ant  J a n e t
Dwight.

No, it's not a Radio One roadshow, it
of the evil Abu-Sahl

fragile peace ensues until the year
2555, when out of  the blue a
bomb is exploded by an unknown
force, The resulting explosion rips
a hole i n  t he  space-t ime c on-
tinuum, leav ing  a  s wa t he  o f
destruction covering five centunes
either side of the detonation point.

War machines from each of the
affected eras engage in a massive
battle, and as  a pilot  of  one of
Earth's Thunderbolt  bi--fighters,
it's y our task  t o  des t roy  these
anachronistic airborne interlopers.

Flying low over the landscape,
you avoid ground features such as
buildings, rocks and defence bar-
riers. Contact reduces the plane's
fuel reserve,  represented a s  a
diminishing bar. A complete loss

Smith has managed to pinpoint
Abu-Sahl's headquarters  t o  t he
military base at Jarga, and it is to
here that the intrepid threesome
must venture in order to foil the

the high-tech headquarters

10- Chronological confbcts abound
in Thunderbolt

Thunderbolt i s
remarkably simi-
lar to Undium. The
graphics a r e
reasonable a n d

the s ound i s good,  but  the
familiarity of the gameplay and
concept make the whole thing
rather tedious. Shop around if
you're after a really good shoot
'ern up -  you may not find one
that looks better than this, but
most will have more content.

Having l o a d e d
r o y b w l  y  U i  111U IT IM
and l a u g h e d
heartily for  sev-
eral mi nutes,  I

finally got down and began to
play t h e  g a m e .  I nfant i l e
graphics apart, Mystery of the
Nile is actually quite playable. I
particularly l ike the way that
the char acter s a l l  s huf fl e
round to let the controllee take
the lead, and then leap out of
the way  whenever  a  shot is
fired by that character. I t's a
rather humourous game and
should be played with tongue
firmly i n cheek.  At  r e ,  y ou
could certainly do with a sense
of humour.

plans o f  Sahl and  ret rieve t he
Jewel of Luxor.

The act ion commences in the
bustling market place with Janet
negotiating the teeming stalls and
buildings o f  downt own Lux or.
Having cleared the initial screens,
Miss Dwight  eventually meets up
with her colleagues. Each charac-
ter is controlled independently by
selecting the required person from
one of three numbered keys. The
characters change position so that
the one under control takes the
lead, a n d  c an us e  h is  o r  her
specific we a p o n  (Janet 's  g r e .



of fuel results in the Thunderbolt
nose-diving i n t o  t h e  g r o u n d
below, and thus the end of the mis-
sion_

The shif t  in the t ime barrier is
dangerously uns t able,  ma k i n g
landing nec es s ary  w h e n  t h e
chronologically dis rupt ed l and -
scape begins  t o fluctuate. Suc -
cessfully landing the craft on the
nearest airstrip warps your ship to
the next area of conflict ready to
continue the onslaught.

PRESENTATION 65%
No options and only a basic
high-score table and title screen
GRAPHICS 62%
Varying from awfully pretty to
pretty awful
SOUND 68%
Neat effects and an average title
tune

HOOKABILITY 64%
The action is straightforward (if a
little uninspiring), but the speed
takes a lot of getting used to.
LASTABILITY 47%
The levels only vary visually, a
consequently the action loses
appeal quite quickly.

OVERALL 52%
A reasonably playable but
unoriginal shoot 'em
Uridsuin mould_

nades, S mi t h ' s  rev o lv er  a n d
Hasaan's brol ly ) t o  def eat  t he
hordes of Abu-Sahl.

As the threesome continue their
travels, the screen flicks to the new
location where all of  Abu-Sahl's
men must be killed in order to pro-
gress. Every ten screens, a pass-
word is  given that  allows direct
access to that part icular section
on subsequent plays.

PRESENTATION 88%
HUMOUrOUS scenario and plenty
of options. including a password
sequence which allows the early
Screens to be by-passed
GRAPHICS 40%
Hi-res backdrops and a gaudy
colour scheme give a rather
Soectrumesque feel.
SOUND 67%
Suitably Middle-Eastern sound-
track but few spot effects.
HOOKABIllrY 71%
The simple control method and
c
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mmediate appeal_
LASTABILIIY 73%
P Lenty of Egyptian locations to
visit, and the use of passwords
simplifies progression..

OVERALL 58%
A comical, but overpriced
arcade adventure.
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"TRANS-ATLANTIC BALLOON
CHALLENGE
Virgin,E7.95 Cass, joystick or keys
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couple of  months to when
Richard B rans on  d o m i -

nated the headlines with his inter-
minable attempts to get a balloon
across the atlantic. Well, now you
have your chance to participate in
this exciting and necessary event,
by t ak ing t he  grinning beard' s
place and at tempt ing to emulate
his achievements.

The game takes the form of  a
two player balloon race between
your V i r g i n  b a l l o o n  a n d  a n
annonymous c hallenger.  E a c h
player is given control of a flock of
three Sonic-beam spitt ing eagles,
used to guide and defend their bal-
loon as it makes the perilous jour-
ney across the sea. The birds are
also used to sabotage the oppo-
nent's bal loon a n d  reduc e h is
chances of success.

The screen is split  horizontally.
with the Virgin Balloon at the top.
To the left of each display area is a

The e f for t  t h a t
went i n t o
generating public
Interest i n  t h i s
ballooning n o n -

event was  admirable,  i f  not
totally over  the top.  Our local
radio s ta t i on cover ed j us t
about every minute of the jour-
ney and every telly news bulle-
tin showed pi ctur es o f  t he
floating cheshi r e c a t .  N o w
we've been treated to an infan-
tile and unchal lenging com-
puter game' There s imply isn't
enough i n t he  gamepl ay t o
amuse a player for more than
an hour  -  all you have to do is
protect your balloon from two
types of hazard and occasion-
ally change the controls.  I t's
true to say that the player is
kept busy -  but the action is
just too boring and overpriced
to be worthwhile.

status panel containing three bars,
representing Fuel, Altitude and the
eagle's Energy Status. Also pre-
sent is  a map showing the bal-
loon's position. On the right hand
side are four icons which are acti-
vated to move the balloon left and
right, increase att itude or switch
screens (so that  your eagle can
visit the opponent's screen).

The eagle loses energy as it flies.
causing its bar to shrink. Sitting on
top of the balloon replenishes the
lost calories and the bar adjusts
accordingly. The problem with this
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I,,, . .......businessman hits 1
the headl i nes - 1
and his game hits 1

the fan.  Trans-Atlantic Balloon i
Challenge i s  completely and,
utterly di r e -  I  cannot  pour
enough scorn on this patheti-
cally contr ived program. The
link between the farcical aerial
escapades of Mr Branson and
this 'game' is tenuous to say
the least. Save for the fact that
it features a red bal loon with
'Virgin' s l ashed a c r os s  i t ,
there is no real connection with
the chal l enge pr oper .  T h e
addition of 'sonic beam spi t-
ting eagl es' t o spice up the
action is the final straw. There
is some Trans-Atlantic, a little
Balloon, b u t  absol utel y n o
Challenge whatsoever .  I  be t
Mr Branson hasn't seen It.

is that the bird's weight causes the
balloon to lose altitude! The bird
dies when its energy drops to zero.
and it is then replaced by one of its
colleagues.

Throughout t h e  c ross ing a n
unfriendly biplane flies in and. if lee
alone, drops either a pot of paint or
puncture device. If ignored, these
deadly objects cause the balloon

It. I t 's  the battle of the sonic beam-spitt ing eagles - and not a lesser-
spotted Branson in s ight

As i f  t he  e v e nt
itself hadn't been
over-hyped to the
point of  internal
collapse, here's a

computer game just to remind
you of  the 'thri l l ing' Atlantic
crossing. I  wouldn't mind if it
was a good game, but it isn't.
The two player mode is very
badly designed,  and a game
only l asts a  mi nute or  t w o
before one  player 's bal l oon
plummets into the sea. Playing
against the computer  is even
worse -  the wally of an oppo-
nent is completely unchalleng-
ing and is disposed of within a
minute. The graphics are poor
and only the title music stands
out as bei ng good.  At  eight
quid i t just doesn't offer good
value for money.

to lose height. Large missiles also
cause grief and deflate the balloon
completely if they hit their target.
Children occasionally  sail pas t ,
carried through the air by bunches
of balloons .  Thes e y ield ex t ra
points i f  collected,  o r  remov e
some o f  t he  ex is t ing s c ore i f
destroyed.

The game ends when both bal-
loons have burst, all the eagles are
dead or one of the players crosses
the Atlant ic.  However,  sc raping
your balloon of f  the Ulster land-
scape is not  recommended,  and
dropping the game in the Irish sea
only s e r v e s  t o  i r r i t a t e  t h e
coastguard - happy record break-
ing!

PRESENTATION 74%
One or two player option and
sensible, (if a little unaesthetic)
on-screen presentation.
GRAPHICS 38"'ct
Mostly simple and uninspired.
SOUND 79%
A pleasant 'floataiong Mob Hub-
bard tune plays on the title
screen.

HOOKABILITY 32%
The simplistic action is almost
too easy to gel to grips with.
LASTA8ILM
9
19%
Thouldn't appeal for more than

of goes

OVERALL 23*/o
A poor piece of software which
offers little to an intelligent
games player.
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CONVOY RAIDER
Gremlin Graphics, £9.99 cass, £14.99 disk, joystick only
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of a modern warship? If you
have, y ou' l l  be  pleased t o

know that  you can now live out
your f a n t a s y  w i t h  G r e m l i n
Graphics' Co n v o y  Raider.  A s
commander of  a modern battlec-
ruiser, your mission is to patrol the
inner sea, protecting the ship from
enemy attacks.

The v ers at i le v es s el  c arr ies
three types of  weapon -  Exocet
ship-to-ship missiles. Airwolf ship-
to-air missiles and a depth-charge
dropping He l i c o p t e r .  E a c h

Strategy/arcade
° er nes s u c h  a n

1 1 1 1  Co n v o y  Raider aresomething o f  a
new a r e a  f o r

Gremlin, a nd i t  woul d seem
that they di dn't  real ly know
where to go with this idea. It's
neither strategic enough for
wargamers, nor of a sufficient

lity to appease an arcade
ak. The three main sections

are all fairly derivative, espe-
cially the  anti -aircraft scene
which is straight out of Beach
Head (a  game whi ch is now
collecting its pension) without
even improving on the basic
theme. I f  ther e wer e a  l ittle

ore var i at i on w i t hi n t h e
me and more control  over

different sections then i t
t may have been something

jai. Unfor tunatel y ther e
t, and it isn't.
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helicopter a n d  s ubmar ine a r e
shown on a representative screen.
A marker moves up and down and
the fire button drops charges. The
depth charges explode at the point
where the marker was when theywere released.

Enemy shipping i s  dest royed
using the video-linked exocet sys-
tem. The player keeps the missile
on course using the joystick, guid-
ing it towards a ship before it runs
out of fuel.

The s h ip  i s  damaged i f  a n
attacking craft is not destroyed. As
damage is inflicted, a display of the
ship on the status screen changes
colour from an undamaged black
to ruined red. A  repair ship sets
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mouse with an enemy sub

weapon has  i t s  o wn  act ivat ion
system, so only one type can be
used at a time.

The ma in  sc reen consists  o f
three radars, showing the relative
positions of enemy ships, aircraft
and submarines  in your vicinity.
Beside each radar disc is an icon
which fl ashes  y el low when  a n
enemy attack is imminent, and red
when t he enemy  are attacking,
allowing t h e  c o r r e s p o n d i n g
weapon to be accessed.

A missile and plane attack look
very similar. The player controls a
gun at  the bot tom of  the screen
and shoots down the flying craft
as they come over.

When d e p t h  c harg ing,  t h e

lo• Belting along at 34 knots, your Convoy Raider patrols the coast of
a friendly nation

Take a couple of
slices o f  Beach
Head, add a sub-
standard missile-
guiding s e q u -

ence a n d  a  t ouc h o f  t he
anc ient  Depth Charge arc ade
game -  then hal f-bake t he
whole mixture. Finish it oft with
some below-average graphics
and t h e  ba r e s t  o f  s ound
effects. The  resul t? Convoy
Raider -  a  bl and mixture of
ancient ideas.  Ther e simply
isn't enough in it. All three sub-
games offer  very little in the
way of action or addiction, and
the w h o l e  g a m e  s i m pl y
doesn't hang together.  I f you
went some salty action,  buy
Destroyer instead.

sail f rom port  when  things  are
looking grim, and has to be found
before the ship sinks. Accessing
the map screen shows the position
of both ships. A  notched c irc le
representing the current heading
is shown at top right, and can be
rotated left or right to change the
current heading. When the repair
ship is found, the ship is fixed and
can continue on its mission.

No s oone r  ha v e_
Gremlin cheer ed
us up wi th thei r
stunning n e w
release Re-Boun-

der, than they go andbr i ng
Convoy Raider to bring us back
down again. It attempts to be
an arcade/strategy game, but
in truth it lacks the qualities of
both. The three sections are
visually bland,  a nd onl y the
'depth-charging subs' section
entertains t o any degree.  I n
fact, the anti-aircraft section is
almost poorer than the equiva-
lent part in Beach Head, which
Is now almost four years old. I
really can't recommend this.

PRESENTATION 78%
Well laid out, with an easy to use
icon system.
GRAPHICS 41%
Occasionally detailed, but in ail
the wrong places.
SOUND 9%
Sparse and grating white noise
effects

HOOKABILITY 38%
There's no problem starting- it's
lust that the action lacks reward
or excitement.LAsTAsErry 21%
The mixture of old ideas fails to
capture the imagination for more
than a couple of plays.

OVERALL 28%
An unremarkable attempt at an
arcade wargame. •
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urses in which each hole is authentical ly r

The Gaunt/el  -  designed to create the greatest tesr d
olfer's true skills and abilities Few courses combine such a

arching trial of accuracy and courage. harrowing and
Mous in the extreme.

EUROPEAN COMPUTER
GOLF CHAMPION 1987

In honour of the  outsta nding e xce lle nce  of  this,  the
ultimate  golf  game. U .S. Go ld  have  orga nise d a
competition to  find the  Europe a n Compute r Golf
Champion of 1967. In every World Class leaderboard
game the re  is a  scoreboard. Pra ctice  your skills,  te st
your courage semi then play your best possible  round
on the  Ultimate  course -  The Gauntle t -  Record your
best score, ha ve n verified by an Independent witness
and send it to U.S. Gold. Novice. Amateur and
Prolesskmal -  there's a prize for each:
-Professiona l: a  full se t o f  Ping go lf  dubs -  T h e
ultimate  d u b  in the  wo rld .
-A m a
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asset in  I mproving your game .
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losing date  3 1 st Se pte mbe r 1987  -  the  top
ilf players M  each le a d will be  ca lled to a

ctntr ve n u e  to play-on for
the title  European Computer
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receive their Implies
and prizes.

Pe
ACCESS

O no Looderboard ,  Ultimate test
Executive. y o u  have the.

three famous is s i c ,
or s  t r a p s ,  m i d  water hazards.

•  C o u n t r y A l l t r b  l i i
*  C t i p r e s s  C r e e kAnd the fourth, the "Gauntlet Country  Club" has been specifically
designed for the 'World Class Leaderboard" challenge - only those
who can master  the testing conditions
of the best golf courses in the world will come near to mastering
"The Gauntlet
-
.
Whether at novice, amateur or
professional levels. "World Class
Leaderboard" vilifichallenge you with
the same demanding strategy, skill
and decision making options set
by its real life

eihil,counterpart. • • •

C B M  64 / 128  S., 9 . 9 9  TApE L 1 4 . 9 9  tsrsk
A M S T R A D  L 9 . 9 9  TAPE L 1 4 . 9 9  DISK

S P E CT RUM  48 / 128K £ 8 . 9 9  TAPE -
S P E C T R U M  + 3 £ 1 2 . 9 9  DISK

U.S. Gol d Ltd. .  Uni ts 2/3 Hol ford Way, Hollcwd. Bi rmingham B6 7AX.  Tel  0 2 1  356  3388.

Mal view gives you a lAres
tile view of the course and your
position.
•  One to four players can
compete In MEDAL MATCHPLAY
and BETTER BALL competitions.

.0  Realistk choice of ciub, distance. type of
shot (hook, slice or putting).
•  Unintited biKkups of W
Leaderboard can be made
for your

IPLE
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S U B S C R I B E R  D I S C O U N T S
Subscribers ca n save an a dditionsi 50p on each game that coa ls t5 .0 0  or more, it  you're  a  subscribe r,  make sure  you write  Inyour Subscriber Number when cla iming ma rs discount

Nes Some of the software reviewed may not be available until its release date. Ft you are m any doubt about availabildy, pleas. ring first,
We can b e  hold resaerisible fat dialers resulting from late releases or indeed releases that don't take place! Don't forget, we often previewgames long before they are ready for release

All priciest areas quoted under review hescitngs or known retail prices and include VAT. Z2AP! Mail Order doesn't chews customers Wong
In the UN for Poet and Pecking. Customers in Continental Europe should odd ithe equivalent of lOp per item ordered. If you live  outside
Europe, please write to Aggie before ordering -she  can tell you all about postage roles and Ak Mail delivery.
HOW TO PAY
Please make chequesdPostal Orders payable to NEWSFIELD LTD, It you want to pay by Access or Vise, fill in the form below and make sure
the cardholder's address is included Don't send cash through the post -  it clogs up the noshes' sorting machines and results in delay andSC sorbs ol expensive problems!
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Please send me the following items:

' itle (BLOCK CAPITALS please) Software House DiskicasS Amount

R E G U L A R  D I S C O U N T S
t  I off any single  order worth more than £20

50p off any single  order worth more than t  10
tartly o n . discount pe r order,

DELIVERY ADDRESS

Name
Address

Post Code
SUBSCRIBER NUMBER — IF CLAIMING SUBSCRIBER DISCOUNT
I wish to pay by Visa/Access (Delete as applicable) =Wm
Please Debit my Visa/Access Account
Name (please print)
Cardholder's Address:

Please charge my Account Number:

sub-total

less discount

Total enclosed

Expiry Date

1 1
Signature

ADDITIONAL
DISCOUNTS FOR
SUBSCRIBERS!
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BY MAIL
When i t  comes t o  bilw
games, you can spend -
M Iof hard - earned  m o n e y
trudging to you local com-
puter store - only to find that
they haven't got the game
you want in stock. Our Mail'
Order Queen, Aggie, will do
everything in her power to
get any game you might
want.

Apart from saving money
on bus fares, the Aggie way
of buying software means
your game arrives through
the letterbox, wrapped in a
tastefully stapled jiffybag.
We don't charge for post-
age, and we even allow you
to save money -  check out
our Discount Schemes!

ANY o f  t h e  sof tware
reviewed in  this issue o f
ZZAP -  or in any back issue
-  can be ordered via Aggiels
Mail Order service. All you
have to do to buy a game is
use the price given in the
review, or the known retail
price, fill in the form, calcu-
late t he discount Aggie's
going to allow you and send
a cheque/postal order o r
credit card order off to her.

If you have a query on the
price o r  availability o f  a
game, g ive Aggie a  ring
before you place your order
-  it 's worth checking b y
phone first if you're ordering
unusual items

ZZAPI  MAIL ORDER PO BOX 20, LUDLOW SHROPSHI RE SY8 1DB

Please do not enclose this form and your payment with a competition entry or any other letter to ZZAPl. If you do, interminable lie very long
and painful) delay could be result. Your order might even be lost completely, which would be sad. So deal with Aggie direct, okay?



KIKSTART II
Mastertronic, £1.99 cass, joystick or keys
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and burn across the dirt track
-  Kikstarr is back with a ven-

geance. This enhanced version of
the classic motorcycling s imula-
tion boas t s  2 4  n e w  courses ,
improved g r a p h i c s .  t we a k e d
gameplay, a  c o u p l e  o f  n e w
hazards and a course designer.

Either one or t wo players can
tackle a combinat ion of  any five
courses at one time The screen is
split horizontally, with each motor-
cyclist v iewed side-on. There are
five separate t imers  above each
display (one for each course), a
total t ime elapsed meter and a
speedometer.

The start of a race is announced
by a  k laxon,  and  bot h cyclists
zoom o f f  o v e r  t h e  s c rol l ing
courses. Th e  bik es  accelerate,
decelerate, wh e e l i e  o r  l u mp ,

If you've got little
patience and are
easily a nnoy e d,
then Kik s t ar t  I I
could dr i ve y ou

hopping mad. If you're like me
and l ove t he  Kikstart ser ies
you'll love every minute of it.
Controlling the bike is frustrat-
ingly hard to master,  but the
game's gr e a t  addictiveness
keeps you playing and playing.
When you get bored of the 24
programmed courses, you can
design your own with the built-
in screen editor. At  two quid
Kikstart combines great value
for money,  variety, addiction
and long-lasting appeal.
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run the gauntlet of fl ame throwers  that can turn the unwary  bik er to
charcoal

A J
/

After being none-
too i m pr e s s e d
with t h e  fi r s t
Kik start ; and t he
subsequent 1 2 8

version), I am slightly less dis-
enchanted w i t h t hi s  l a test
offering. To say the graphics
have been improved is some-
thing of an understatement -
they're now very smart indeed
and give the game a  much-
needed shot in the arm. Unfor-
tunately, however, the gamep-
lay remains very similar to the
first, and I  find it rather frus-
trating and tiresome to play.
The course designer us, with-
out doubt,  the real star of the
show, and for fans of the origi-
nal it should more than justify
the purchase of this new ver-
sion. After all, it's what they've
been after  for  the past t w o
years.

depending on the way the joystick
is moved.

Hazards l i t t e r  t h e  c ours es .
Steps a n d  P ic n ic  Tab les  a r e
jumped over, and Tyres, Hedges
and Barrels  have t o be crossed
quickly -  however, the opposite is
the case f or Ramps,  Sand Pits,
Brick Walls ,  Sc reen Walls  a n d
Gates. Mud patches slow the bike
down and spikes and flame shoot-
ers completely wreck it

If a n  obstacle i s  attempted

While player one is about to
traverse the garden walling
blocks, player two struggles over
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TEST
.ne rider is toppled and

the landscape scrolls swiftly to the
next convenient  pos it ion where
the rider can be put back on the
course. When the screen is scrol-
ling the t imer counts twice as fast
as a penatty for the mistake.

Whe 1 you get bored of riding the
preset k;ourses, the editor can be
accessed f rom the tit le screen to
create new routes, When a course,
or series of  courses have been
created or  modifi ed they can be
raced over and saved to tape or
disk for later use. Now you can
build the most horrifically difficult
courses a n d  c ha l lenge y o u r
friends over them -  he he!

This is it' Exactly
what  u s  Kikstart
fans ha v e  be e n
waiting for .  The
graphics are vas-

tly improved, with far, far bet-
ter motor bi kes a n d  ba c k -
drops. T h e  addi t i on o f  a
speedometer a n d  s l i ght l y
tweaked controls make riding
the bi ke sl ightly easier  and
more precise -  you can now
attain t h e  r i ght speeds f or
negotiating obstacles without
the need to guess. The screen
editor takes a couple of hours
of getting used to, but courses
are assembled easily enough
once the designer is familiar.
The best thing though,  is that
the edi tor  and game are both
loaded at  once -  there's no
clumsy loader  involving sev-
eral loads and reloads. Kikstart
I l
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offering two player simultane-
ous acti on,  a  brill iant com -
puter opponent and an excel-
lent screen designer for  only
two pounds.  How  c a n y ou
resist?

PRESEP4Th.I.91% I
Very polished J S er friendly, I
with one or two ;Ayer option an t
a well thought out designer. 4
GRAPHICS 79%
Much improved over the ori
with lovely use of colour.
SOUND 42%
Reasonable sound effects
bland title ditty
HOOKABILITY 82%
Initially frustrating. butim
course times is thoroughly
enjoyable and maddeningly
addictive.
usrmarry 90%
Twenty-lour courses and a
screen designer to keep you
scrambling for months.

•

OVERALL 86
u rI N N
%  
K i k
s

are
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NOW
STAR PAWS
Software Projects, £5.95 cass, £10.95 disk, joystick only
* J ohn Darnell's finger-licking frolics across the spaceways

A
s
t
r
o
-
t
e
l
e
x
e
s  
a
r
e  
n
o
t
o
r
i
-

ously unreliable -  espe-
cially t h e  Series  Seven.

Because o f  this,  a  message t o
'Captain Neil Armstrong' actually
arrived addres s ed t o  ' Capt a in
Prover Paws t rong' .  Th i s  mi n o r
error means that an inexperienced
canine space officer has been sent

vir  Deep below the ground, Rover must choose between a lamp or a
griffin

106 ZZAPI 64 September 1987

on a mission for which he is totally
unsuited -  and the future of  the
free Universe depends upon his
success!

A band o f  mercenaries  hav e
begun breeding the Tasty Space
Griffin, a selected delicacy among
the Universe's populace and pow-

erful force on the stock exchange.
By flooding the market with birds,
the me r c e n a n e s  i n t e n d  t o
destabilise the Universe's monet-
ary system and then, with Govern-
ments in chaos, they can step in
and t ak e  c ont rol o f  t he  Free
Worlds.

Strong o f  heart  (but  weak  o f
mind), Pawstrong sets forth on his
mission, eventually landing upon
the small moon of a distant planet
where the mercenaries have set up
the Griffin farm. Pawstrong's mis-
sion is  t o  dest roy  al l  20  Tasty
Space Griffins using only his cun-
ning (and one or two thermonuc-
lear devices that are thoughtfully
provided along the way).

Pawstrong a n d  t h e  sc rolling
lunar landscape are displayed in
the sc reen's  upper  half ,  wh i le
below lies  an informat ion panel
showing a list of  the objects col-
lected and a scanner giving the
relative posit ions of  the nearest
Space Griffin and our spacesuited
hero. Rover's  energy is  re; :res-
ented by  a cooked Griffin. which
disappears with t ime to reveal the
bony carcass beneath. When the
full skeleton is visible Pawstrong's
efforts come to an abrupt end.

The daring doggie can attempt
to capture the birds by  hand, or
can utilise a variety of equipment.
This is dropped from a supply ship
which constantly whizzes around
the moon.  When Rov er c omes
across one of  these crates, it 's

automatically unpacked and t he
equipment is added to his store.
The name of  t he it em found is
revealed in the slot below the main
screen. There are nine dif ferent
items to be collected ranging from
extra weaponry  arid transport to
food and a bonus puzzle which, if
correctly rearranged within a t ime
limit, awards  t he player wi t h a
bonus score.

Below the surface of the moon,

T he  humourous slant in StePaws m a k e s  q u i t e
change from the usual 'life an
death' scenarios. It's quite an
appealing game; easy on th -
eye and gentle on the brain.
The gameplay is deceptively
simple -  what appears at first
sight to be a rather dull chase
game eventually ends up being
extremely capti vati ng,  a n d
addictive enough to warrant
long-term attention, The chal-
lenge i s al so consistent: no
matter how many birds you've
despatched, the next capture
Is just as pleasing as the last.
Complete with lovely graphics
and some really smart parallax
strolling, I 'm sure Star Paws
will appeal  to many people -
and its mid-range price makes
It a real bargain.



lies a hidden mine with six levels of
passages which are also inhabited
by Griffins. A hidden map shows
the l e v e l s  a n d  c o n n e c t i n g
elevators, a n d  a  min ing  l a mp
allows Pawstrong to make light of
the situation. I t s  also within this
mine t h a t  a mmu n i t i o n  f o r
Pawstrong's laser gun is found.

Collecting a n d  act ivat ing t he
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Paws is going to have a lot to prove - luckily, i ts got a hell
of a lot going for  it. I t's original, pretty, funny, addictive and
great value for money. Although at first it seems that it's going
to be easily completed,  the going is deceptively tough and
requires constant attention. The graphics are not as polished
as they might have been, and the occasional bug appears dur-
ing play, but otherwise this has been one of the most enjoyable
games in the office for quite some time. I  suppose that Star
Paws' main appeal is that it has no pretensions, it's simply a
playable and enjoyable game.

matter transporter allows Rover to
be teleported t o  his  laser gun
which lies on another part  of the
moon. Here he bombards Griffins
from the catapult-style weapon -
once he  has  found their range.
However, the crafty Griffins occa-
sionally p roduc e a  t rampoline,
sending Rover's missiles back the
way they came w i t h  devestat-
mg results.
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goes in search of dinner

Pawistrong receives another special delivery  - courtesy of his
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Whenever any of  the birds are
destroyed t h e  s upp l y  s auc er
comes spinning down and collects
the corpse,  presumably  t o take
them back to headquarters -  they
are delicious after all!

I  t's really nice to see some-
thing a s  refreshingly pl ay-

able as Star Paws come into
the office. I don't what it is that
sets it apart, the graphics and
sound a r e  competent  b u t
that's not  the  point,  there's
some indefinable quality about
the gameplay that keeps you
coming back for more. Uke I
said, I don't know what it is - if
I did I'd be raking in the dough
designing games for software
houses. Star Paws is just great,
and however  simplistic that
may sound it's still the truth so
tough l uc k .  T h e  gr e a t e s t
recommendation I can afford
to this game is that it's one of
the f e w  games  w e  pl ayed
because we wanted to and not
because we had to.

PRESENTATION 91%
A novel loading screen, cinema-
tic scenario, rolling demo and
'paws' mode.
GRAPHICS 92%
The impressive title screen is a
good taster for the outstanding
scrolling, backdrops and anima-
tion.

SOUND 79%
A racy Hubbard soundtrack
plays continuously - pity about
the lack of effects though.
HOOKABILITY 78%
Accessing the equipment tends
to be difficult and the control of
Pawstrong proves a little fiddly
at first.

LASTABILITY 94%
There's four entertaining sub-
games. and catching all 20 birds
presents an absorbing chal-
lenge_

OVERALL 90%
A humourous and unusual
release from Software Projects.
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GAME OVER
Imagine, £8.95 cass, joystick only
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Gremla's a l l - p o w e r f u l
army. has  bec ome dis il-

lusioned with his monarch's grow-
ing greed and cruelty, and has
vowed to overthrow her.

Commencing i n  t he  deepes t
depths of the Planet Prison. Arkos'
objective is to run and jump from
left to right across 20 hazard-filled
flick screens. Lif t s  take h im t o
higher levels, and sometimes pro-
vide mov ing s tepping stones t o
the nex t  part  o f  the landscape.
Arkos can fall off a lift as long as
there is solid ground to break his
fall -  but tumbling into void results
in a loss of one of his three lives.

If y ou  c as t  y our
minds  back to the
previous
Imagine/Dinamic
release, A r m y

Moves, you'll remember that it
was consi der ed t o  b e  ver y
good,  but a touch too difficult.
Well, her e  w e  go agai n
Game Over is extremely nice to
look at  and great to listen to
(there's a  spl endi d Gal way
soundtrack) -  but it's an abso-
lute swi ne t o  play.  Ther e's
plenty of action, but death is a
frequent vi si tor  a n d  o n c e
again you have to go aflthe way
back to the start of each level
when you'r e ki l led s o m e -
thing that I find annoying in any
game. Game Over is challeng-
ing, but far  too frustrating to
be consi der ed a n  essential
purchase.

While p l a y i n g
Game Over, I sud-
denly t w i g g e d
that it's very simi-
lar t o  Hewson's

Exolon. Both feature a charac-
ter who has to battle over  a
series of flick screens to a set
-goal. However ,  i n this game
the char acter  i s  extr emel y
sluggish t o  r espond t o  t he
joystick and has an awkward
jumping a c t i on -  m a k i ng
jumping from platform to plat-
form very tricky. Even worse is
a bug where the arrnoured fel-
low falls through the floor  in
certain s i t u a t i o n s .  E v e n
though these annoyances are
almost  unbearable,  the act ion
remains  addict ive, fi red by the
urge t o  progress.  The  ti tl e
music deserves a mention, but
otherwise there's nothing out-
standing to warrant the price.
Take it or leave it.
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The dungeons  a r e  f a r  f r o m
empty, and within seconds of the
mission starting the air is filled with
flying Guardian Robots which fire
at the renegade soldier. Each hit
sustained result s  i n  a  los s  o f
energy, displayed at the bottom of
the screen as a diminishing bar.

For protection, the warrior car-
ries 20 hand 9renades and a blas-
ter with unlimited rounds_ Pressing
the fire button rapidly activates the
laser gun -  keeping t he but ton
depressed l aunc hes  a n  a l l -
destroying grenade.

As he progresses through the
environment, Ark os  encounters
red and white barrels. When these
are des t royed ( b y  t hree las er
blasts), they reveal a mystery fea-
ture wh ic h  i s  pic k ed u p  when

, O D E D I M

A  Arkesacurries across the screen
lust as an attack craft tries to
strafe our hero

touched. Thes e features inc lude
extra Grenades ,  a n  e n e r g y
replenishing Heart ,  a  ' Pow Up '
sign which increases his fire power
and a protective Force Field offer-
ing limited protection from enemy
fire, Occasionally a mine appears.
blowing up the hero if accidentlycollected.

After t h e  p r i s o n  c hambers
comes a slimy swamp, where fat
green monsters (riot unlike Liddon
in stature), emerge aggressively
from the ground.  I f  this  marshy
land is negot iated and screen 11
reached, a  huge  mud-gobbing
monster appears and blocks the
route. Shoot ing t h is  disgust ing
fatty 40 t imes rids it f rom the face
of the planet, but quick action has
to be taken before it's rapidly-spat
death phlegm depletes the hero's
energy.

More marshy land is  endured
before the 19th screen is reached.
Here, three Giant Robots appear
and hav e t o  b e  shot  20  t imes
before they're turned to scrap,

After the clash with the robots
comes a  testing t rip through the
forest land t o  Gremla's  Palace.
Here, blas ter and grenades are

Once aga in  y o u
boldly g o  wher e
no man has gone
before, t o  k i l l ,
maim, and gener-

ally make a nuisance of your-
self. Game Over isn't startlingly
novel, but does have a certain
addictiveness that keeps you
playing, for  a  whi le at least.
The control  method i s slug-
gish, and the main character
not only looks like a deep sea
diver, but  moves like one as
well. Consequently the game
is difficult and frustrating - but
the acti on remains strangely
addictive. The  ti tle music i s
superb, b u t  t h e  i n - g a m e
effects are very bland indeed.
There are plenty of this type of
game around -  so t ake y our
t ime choosing.

A T w o  Guardian robots close in tor the kill. Could this be Game Over for
Lieutenant Arkos?

exchanged f or a 25 round laser
cannon. Ark os  takes on  fi reball
shooting Leis er-Freis ers  a n d
jumping Kaikas before reaching
the Giant Guardian. This monster
soaks u p  7 5  well-aimed shots
before leaving his post. With that
destroyed, Arkos is  free to com-
plete his assassination mission.

PRESENTATION 78%
Competent throughout, with well
documented instructions.

GRAPHICS 71%
Blocky sprites, but reasonable
backdrops.
SOUND 92%
Great title tune (complete with
sampled effects) - the in-game
effects are rather poor though.
HOOKABILITY 63%
The control method is very con-
fusing but  the game's addictive
nonetheless.

LASTAIBILITY 66%
Plenty of action if you're pre-
pared to stick with it.

OVERALL 68%
A challenging, if rather frustrat-
ing shooting/exploring game
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The only  game t o  reach sizzler
status during April 1986 was Mar-
tech's officially licensed game of
the plastic Zoids toys. The action
was tar f rom k iddie though, and
the team spent many hours puzzl-
ing ov e r  t he  Z o e  s operat ion.
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It's time to delve back into the depths of history—one and a half years ago to be
precise. The items under scrutiny are ZZAPI issues 11 and 12 the March
and April issues of 1986. Julian Flignall and Steve Jarratt take a look at

the games reviewed and decide how the software in question would
hold its own today.

C OF YESOD
•
d
i
n

Controversy erupt ed ov e r  t h i s
sequel t o Nodes  of  Yesod. Gary
Penn t hought  Charl ie Fotherin-
gham Grunes' second lunar adv-
enture to be a lit t le too similar to
his first. 'I didn't  enjoy the experi-
ence quite so much the second
time a r o u n d '  h e  c omplained.
Julian and Gary Liddon were per-
fectly happy though, and argued
until sizzler status was awarded.
•A truly great game'  commented

Julian's observation that 'Zoo:cis is
a g a me  wh i c h  wi l l  k eep  y o u
occupied for months ' seemed to
hold quite true. Paul was  impre-
ssed wi t h  t h e  game ' s  dept h,
describing it  as 'one of  the best
arcade/strategy games I've seen',
and Gary Penn followed suit say-
ing that 'Zoids is amazing'.

The trouble with Zoids is that it's

Mr L iddon ,  wh i l e  M r  Rignal l
described i t  a s  ' a n  excellent
arcade adventure'.

Arc of Ye sod plays very similarly to
Nodes, but  its great graphics and
interesting features make it differ-
ent enough to be exciting. There
are plenty of better arcade adven-
tures around these days, but  Arc
of Yesod still provides a bit of fun.
JR

1 C I MP S  TAILS 1 1
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incredibly difficult to get in to. Per-
severence pays of f  though, and
once y o u  g e t  in t o  t h e  ac t ion
there's a whole new environment
to explore and team -  the depth
and complexity is incredible.
JR

I slaved long and hard over Zolds
-  and  go t  absolutely  nowhere.
Although being graphically impre-
ssive and very atmospheric (gen-
erated by  the incredible Hubbard
soundtrack), t h e  g a m e  w a s
severely lacking on playability and

SJ

I only ever played Arc of Vesod, so
I can't really comment on the simi-
larity between it and Nodes -  but
it's a great game in its own right.SJ

(Jaz) It was rated just right at the
time. Nowadays  though,  all t he
ratings except  Presentat ion and
Sound should go down by about10%.

(Steve) I'll second that opinion.

was far too difficuft.
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(Az) Apart  f rom t he excessive
Hookability mark (the game is very
difficult to get into), I think that the
ratings remain accurate.

(Steve) Presentation, Hookability
and Las tabilit y  d o wn  t o  mi d -
eighties. Sound up  slight ly and
overall 8 8
0
/ 0  -  
n o t  
s i z
z l e
r  
m a
t e r
i a l

these days.



HARD BALL
US Gold

Although by  no means the first
baseball game.  Hardball  proved
popular due to its impressive ani-

OJRIDIU1r11tiewson mar
When Andrew Braybrook's much
awaited hor izontal ly scr ol l i ng
shoot 'em up arrived, al l  work
ground to a halt. The reviewing
team battled Undi um for  hours
until forced back to their word pro-
cessors to write their comments.
'Immaculate in both its execution
and conception' w a s  Liddon's
innermost thoughts,  a nd Penn
proclaimed it the be 'one of the
most addictive and spectacular
shoot 'em ups yet seem on any
home computer'. Rignall's simple
comment, 'what an absolutely bril-
liant shoot ' em up' summed up his
simple feelings.

enjoyed playing this classic shoot
'em up,  but  in the end I  found
myself just hanging around waiting
to land- the shooting action all but
disappeared.
JR

a

mated figures. Many hours of work
were lost as the team challenged
one another and the computer to a
nine innings game. 'Hardball sets
new standards in gameplay, depth
and animation' ejaculated Rignall,
and Penn was happy to admit that
it was 'one of my favourite sports

I was surprised by how quickly I
tired of  Undium. The gameplay
soon reduced itself to a specific
routine for each ship, which was
memorised a nd repeated ti me
after time. Beauty is only skin deep
after all.
SJ

(Jaz) Graphics and Presentation
down by 3%, Sound down to SOW°,
Hookability and Lastability down
by 5% apiece and Value and Over-
all down by 6% each. In retros-
pect, I don't think it quite deserved
a sizzler.

(Steve) The Hookability, Lastability
and S ound dr opped t o  hi gh
eighties although the Graphics are
still deserving of a high nineties
mark. Overall to around 90% -  I'd
be in two minds about a sizzler rat-
ing by today's standards.

cj

r -
-

.
2 
-
1 
'
'
'
a
P
l
P
I
,
,
!
I
M
P
T
I
I
:
1

•  I  •

1 I 1
1
1  
P
i

fl e
,
A
m i
n a
l l o
n

7
.
7
:
0
?
.
=  
W
W
1

n r a p h i n  VP%

•

UNA/4 1 Mb

•A•Ixe m w o u • Ao
itammou.

0 1 0 1 .0 0 1 %
am•i lAa.

yosAvi
• • • .

t o n e .  loom my , .  Oa
kAmt

-  • -

PrO M PA. a . 1 / 0 1 6 . 4
•A•.; . •  • • • • a •
A
,
A
,
•
r
e  
'
A
.
m
.
.

.•1111. 2=••••,-.•

*A.  AP,
Ais le Al 
s u n
,  
M
N ,  
1 .
- •

ValhopPot Mensgt
• P C 1 1
0
1 .1 0  .
1
,
1 1 , •
•

evers01.11

simulations.' Hardball was also a
firm favourite with Paul Sumner.
who thought it 'the most impres-
sive baseball simulation yet seen.'

Hardball has some of the biggest
and most realistically animated
sprites ever seen. The only trouble

i r
R
C
E
N
A
R
I I

vagen a m
. "This much-heralded first-person

3D vector graphic arcade adven-
ture lived up to all expectations
when it finally arrived in the ZZAP!
offices -  a Gold Medal was there-
fore awarded.  Messr s Rignall ,
Masterson and Penn pul led no
punches when it came to airing
their views. 'Mercenary is about
the best computer game ever writ-
ten' spur ted a n  enthusiastic
Julian, Grinning Sean had 'abso-
lutely no criticism to make of it' and
Gary described it as 'one of the
most exciting releases ever  t o
appear.' Strong words indeed.

I enjoyed every second I devoted

is that it's difficult to play and con-
sequently very frustrating. Still,
practice makes perfect.
JR

Impressive animation and realistic
gameplay helped to create a great
atmosphere. Difficult t o  get  t o
grips wi th but  rewarding once
mastered -  acclaimed at the time
and deservedly so.
SJ

(Jaz) Graphics down to the low
nineties, arid Hookability, Lastabil-
ity, Value and Overall down to the
low eighties. I don't think it would
make a sizzler today -  especially
with the highly playable Street
Sports Baseball as competition.

(Steve) The Graphics were good
but lacked variety - down five per-
cent or so. Lastability. Hookability
and Overall should come down by
ten percent -  it's a good simula-
tion, but ultimately repetitive.
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to this -  it's absolutely bnillant.
Mercenary is undoubtedly a land-
mark in computer entertainment,
and a program that no 64 owner
should be without.
JR

I was truly stunned by Mercenary.
and played it continuously until I
managed to escape from Targ. I
can truthfully say that no game has
captivated me as much, before or
since. A product of pure genius.
SJ

(Jaz) It deserves every mark it got
-  although perhaps the Presenta-
tion should be lust a little higher.
It's a classic.

(Steve) I think the marks were bang
on.
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'PROBABLY THE BEST CARTOON GAME OF THE YEAR

ACTUAL CBM 64 SCRUMS
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1 (1) WORLD GAMES (13%)
US Goict/Epyx

2
(
2
)  
L
E
A
D
E
R
B
O
A
R
D 
(
1
2
%
)

US Gold/Access

3
(
3
)  
G
A
U
N
T
L
E
T  
(
8
%
)

US Gold

4
(
5
)  
D
E
L
T
A 
(
8
%
)

Thalamus

5
(
4
)  
U
R
I
D
I
U
M 
(
5
%
)

Rawson

6
(
1
2
)  
T
H
E  
S
E
N
T
I
N
E
L  
(
4
%
)

Firebird

7
(
7
)  
S
A
N
X
I
O
N 
(
3
%
)

Thalamus

8
(
8
)  
G
U
N
S
H
I
P  
(
2
%
)

Microprose

9 (-) WIZBALL (2%)
Ocean

10(6) NEMESIS (2%)
Konannr

11(21) INTO THE EAGLE'S NEST
Pandora

12 (-) BARBARIAN
Palace

1 3
( 1
0 )  
E
L
I
T
E

Firebird

14 (-) I, BALL
Farebird

1 5
( 2
2 )  
P
A
R
K  
P
A
T
R
O
L

Firebird

1 6
( 1
3 )  
G
H
O
S
T
S  
'
N
'  
G
O
B
L
I
N
S

Elite

1 7
( 9
)  
G
R
E
E
N  
B
E
R
E
T

Imagine

19 (14) ALIENS
Electric Dreams

20 (/ /) SUPER CYCLE
US Gold/Eoyx

2 1
( 2
5 )  
P
A
P
E
R
B
O
Y

Elite

2 2
( 2
0 )  
S
U
M
M
E
R  
G
A
M
E
S  
I
I

US Gold/Epyx

2 3
( 2
6 )  
M
E
R
C
E
N
A
R
Y

Novagen

24 (-) FLASH GORDON
Masterlronic

25 (-) THRUST
Firebird

26 (-) DRUID
Firebird

2 7
( 2
7 )  
1
8
0

Mastertron lc

1 8
( 1
6 )  
T
H
E  
S
A
C
R
E
D  
A
R
M
O
U
R  
O
F  
A
N
T
I
R
I
A
D  
2
8
(
1
5
)  
A
R
K
A
N
O
I
D

Palace Software Imagine

29 (-) THE LAST NINJA
System 3

3 0
( 3
0 )  
C
H
A
M
P
I
O
N
S
H
I
P  
W
R
E
S
T
L
I
N
G

US Gold/Epyx
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1 (1) SANXION (40%) I f
thalamus
Loading Music (Rob Hubbard)

2
(
6
)  
D
E
L
T
A 
(
1
7
%
)

Thalamus
Main Theme (Rob Hubbard)

3 (3) GREEN BERET (9%)
Imagine
Loading Music (Martin Galway)

4 (5) FLASH GORDON (4%)
Mastertronic
Tide Tune (Rob Hubbard)

5 (-) PARALLAX (4%)
Ocean
Man Theme (Martin GalwaY1

6 (-) I, BALL(3%)
Firebird
Main Theme (Rob Hubbard)

7(7) KNUCKLEBUSTERS (3%)
Melbourne House
Main Theme (Rob Hubbard)

8
(
6
)  
T
H
R
U
S
T  
(
2
%
)

Firebird
Firebird (Rob Hubbard)

9
(
4
)  
G
H
O
S
T
S  
'
N
'  
G
O
B
L
I
N
S  
(
1  
%
)

Elite
Main Theme (Mark Cooksey)

10 (9) ARKANOID % )
Imagine
Title Tune (Mart.n (3alway)
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P
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dventure through a complex and colourful Oriental world of magic. mysticism and intrigue.
Moebius - fabled deity of the island Kingdom of Khantun - has chosen you,
his disciple, to reclaim the stolen Orb of Celestial Harmony from the

renegade warlord.
Featuring superbly animated martial arts and sword-fighting combat.
Moebius is far better than other Far Eastern adventures. Strategically
and tactically more challenging, this odyssey
takes youlhrough the realms of Earth. Water.
Air and Fire. The dynamic playfield changes
constantly as you travel across 26 terrain types,
encountering earthquakes. rocks' ides. heavy rains and heat waves.
Graphics are top-notch and yells can c ommuia
,
ic ate w i t h  a l l  t h e  
t o w n s p e o p l e .

There are 2 distinct magic systems. mixed combat modes and a fearsome
array of enemies.
Strategy planning and quik thinking are essetitial to reach the final
confrontation in this engaging and unique fantisy.

Mbebius fills both sides of two disks and is available
for the CBM 64, Amiga. Atari ST and Apple.

Prices from E19.99'.



COMING SOON
TO A MONITOF
NEAR YOU

Al though quiet since SkyRun-
ner, Cascade recently burst
into the ZZAP! offices clutch-
ing a bundle of for thcomi ng
goodies.  First on the agenda
is Ace It (pictured top and
centre right),  the long-
awai ted sequel  to thei r
acclaimed flight combat
simulator  Ace. Pr ogr ammed
by Ian Martin,  the man behind
Sky Runner  (with graphics by
Damon)
! 
A c e  
I t  
t a
k e
s  
a e
r i
a l

combat a stage fur ther  and
introduces a split screen dis-
play, enabl i ng two players to
interact wi thin an aerial
dogfi ght scenario.

Implosion (bottom left) is
the ti tle of the second Cas-
cade release, pr ogr ammed by
newcomer s Joe Booth and
John Cassel 's.  The action
takes place wi thin a hi gh-
speed scrol l ing al ien ener gy
network,  which the player has
to patrol  in his speedi ng
attack craft.  Hosti le swir l ing
alien attack formations
hound every move,  as the
player locates and blasts
weak parts of the grid. The
game is virtually finished and

IP. W h i l e  Pilo t  two  is a irborne  a nd

wa it ing to e nte r the  tra y,  Pilo t
one  got  up la te  a nd is st ill sit t ing
on the  runwa y
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should be reviewed in our
next issue.

The Hrial Cascade release
comes in the form of a vector
graphic deep space combat
spectacular ,  pr ogr ammed by
Danny Gal lagher of Vektor
Gratis. Ringwor ld l o w i f e a -
tures a ser ies° ,  huge circular
Ringwor lds e n o r m o u s
wheel -shaped spaceships —



whi ch the player enters and
blasts before reaching Earth.
These wor lds becomes
increasingly di fficul t to
destroy,  wi th a gauntlet of
hosti le defendi ng spaceships
and gun empl acements to be
run.

Ace Hand implosion should
be in the shops as you read
this, with Ringwor ld fol lowing
for  the PCW show.  All three
games will retail at E14.95 on
disc and £9. 95 on Cassette

option5
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Bubbl e spi tting Bron-
tosaur '? Ho, we haven't been
dr inking —just feast your eyes
on the screen shot of the
ar cade version of Bubble
Bobbl e (top r ight) and all will
become clear.

Addi cts of the game will be
pl eased to hear  that Fire-
bi r d't  conversion is near ing

ddi••I'Je
Afi ke 4  M e
_ t a i l i m i

compl eti on and should be
l aunched at the PCW show in
September .  The folks at Fire-
bird reckon that it's one of the
most fai thful  conversions
around,  containing all 100
screens of the original  and
playing almost identical ly.  If
you're not for tunate enough
to win the arcade game in our
competi ti on on page 44, you'll
have to fork out E8.95 for the
cassette version or E 1 4.95 for
disk.

l i the  school  you happen to
be returning to in September
happens to be called Bounder
Hall, you'd better  watch out.
Ariola soft have just employed
a super -her oi ne cal led Mrs
Mop to keep the place clean!
Ar med with an arsenal of soap
bars and cans of Gleam* ,  she
under takes a never -endi ng
battle against di r t  The man-
local Mrs Mop not only
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PREVIEW
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b ai l ; attacks the stains and gr i m.
of the school  floors,  but also
any pupils that get in her way,
who are swiftly removed wi th
by a wel l -aimed bar  of car-
bolic soap.  Cans of Oleamo
are the sanitary equivalent of
a Smart Bombl  Detonate one
of these and instantly wipe
Out all the dirt in s i ght

On cassette only, Mrs Mop
will cost you a penny less than
sl i ver  and is due in the shops
ar ound now.

Smarter than your average bear
he may be, • but the Ranger is still
too quick for poor old Yogi

L I VES

Atht:
If you're smar ter  than your

average bear,  you'l l  recog-
nise the handsome hunk fea-
tured in Pi ranha's for thcom-
ing attraction,  Yogi  (below).
The perennial  Hanna Barbera
favour i te Yogi Bear  has to
rescue his diminutive buddy
Boo Boo, who has been cap-
tured by a dastardly hunter
and hidden somewher e in Jel-
lystone park. The only trouble
Is that winter  is closing in, and
If Yogi dawdles he'll automat-



1

I F  Another  scene from the Bernard Goetz life story

V  L i f e  is tough when you work for the Tubeway Army

ically go into hibernation.
The game,  which includes

loads of chase action and
some lovely car toon style
graphics,  should be in the
shops any time now,  pr iced
£8.95.  Hey-heeyyy!

.
o
c
e
c
r
i  
1

Oceans  duo of arcade con-
versions, FMK's Renegade
(above) and Tai to's Athena
(bottom right),  are bang on
schedule for  their  PCW
release. Both are violent beat
'am ups and featur e a fair
amount of blood and gore.

In Renegade you take the
part of a street-wise young
man who has to negoti ate
some of the r ougher  parts of
town to col lect your
girlfriend. Using hand-to-
hand combat and armed only
wi th your skills in the martial
arts, you battle your way past
mugger  thugs and bikers who
are all out for your blood.

The conversion of Athena
takes a similar theme,  but
involves a more strategic
twist,  in that you must collect

weapons and armour  in order
to continue.

Both games will be availa-
ble at £8.95 on cassette,  and
El  2.95 on disk.

Get Fresh tans will be
pleased to know that Centur -
ions, the car toon strip fea-
tur ed on the program, Is just
about to make the transfor-
mati on from drawing board to
pixel. The game,  pictured in
the centre,  is being program-
med by Chal lenge of the
Goboto authors,  Tony
Cr owther  and Kevin Goodley
and is set for a September
release on Aricolasoft's Reek-
tor  label.
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ZZAP! Backnumbers. All those ageing issues of your favourite Commodore
magazine. There's something for everyone -  from connoisseur to casual con-

sumer. Here's a quick look at what you're missing...
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•  ALL BACK ISSUES HOW El .20 EACH (including P&P)
PRICES

•  OVERSEAS ORDERS: £2.00 per magazine

PI ease make cheques/postal orders payable to ZZAP! It is best to avoid
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
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Update:
Saving young Pas and his sister from the clutches of
an ancient robot leads Cross -  pact man, pad
computer, pad Winn -  to their tribe's ceremony at
the Searing. a mysterious bolt at energy from space
- the dramatic prelude to the Ming.  And by the
lakeside •  ,
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- SPECTRUM +3 ,Z12.99.
SPECTRUM 48/128K £8.99
AMSTRAD TAPE £9.99 DISK £14.99
C13M 64/128 TAPE L9.99 DISK Z11.99
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Strap on your bmous
475 WILDEY
MAGNUM. turn your-
self into a one man
fighting force armed
with pump action
shotgun, machine gun
and rocket launcher.
Now turn the tables on
the punks and creeps
who certainly know how
to dish out the violence
but may not be so good at
being on the receiving end.

SPECTRUM 48/12.8K
4
/1

•
Cassette 1 7 . 9 9  4 , 7 '
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The big screen clusicin
which modern dry vigilante
Paul Kersey wreaks his own
form of revenge on the scum
and fifth that terrorise the
streets of modern day New
York. For too long the gangs
have run wild, un-
challenged in their peveited
attacks and violations of
innocent citizens. 4
-
•
Muggings and robberies
have become a daily
feature of city life. So

• when the chief of police
turns a blind eye you
decide to take over

• h e r e  the law left off.


