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;AllA'S SUPER SOCCER - SIMPLY SENSATIONAL
Superb fast action gameplay featuring real teams from the Football Leagues.

e  Each team defined with the correct strips.
Create your own superleagues, cup competitions and build your strongest squad,

(fi  Each player in the team has his own charactenstics- skill level, speed and
style of play. The skill level of your team can be improved through playing well.

•',Ve Realistic ball control allowing you to chip over, curl round CX dribble through
the opposition, The unique "Boot-O-Meter
- e n a b l e s  y o u  
t o  v a r y  
t h e  
s t r e n g t h .  
h e i g h t

and spin of any kick.
▪  Full control of corners, tree kicks and goal kicks.
IP Heading, tackling and fouling.
•  Full, realistic control of goalkeepers.
lit  Superb one or two player action.

Play in a whole range of league. cup and practice matches or just practice
penalties, tree kicks and corners.
The Country's most exciting computer game, endorsed by the country s most
exciting player!
"Don't forget, buy Gazza's Super Soccer. It's the No 1 Computer Game."

Available for Amiga, Atari ST, Spectrum, Amstrad and C64E
.
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Pipe Mania is "a classic puzzle arcade game that is so addictive, it
Pipe Manta is a game ot areal ingenuity. simple in concept and
You il need to act instinctively, but think strategically'
One wrong move, one brief hesitation or misplaced pipe
ST Action
"Pipe Mania is a conceptually simple and cheeky
game which is incredibly addictive"
Commodore User Screenstar
"Terrifically a t iv e . .  oultasis any arcade conver

itasea of slime!
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In.s game and u  may neve
, sThe Games MadAlm Star Player Award 83/0

"A puzzle gamegtOreat ingenuay and addictivity,
Maniallit inple in concept, tiendiShly

tri play. and attractive to look a!

guaranteed to drive you round the

Amiga Computing Excellence Award 95%
A game with a game play that shines

Game Players Award USA
Best PC strategy game of 1989

AVAILABLE FOR
Commodore Amiga

PC and Compatibles
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above the seamy streets of GOTHAM, he is a
criminal's nightmare.The only hope for a desperate
city - BATMAN.
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THE HOTTEST COIN-OP
NOW FOR YOUR HOME MICRO

"This is definitely the best film be-in
to date, and is an utterly superb game
In its own right — don't miss - it."

PART MAN. .  PART MACHINE
ALL COP... ROBOCOP

SPECTRUM A m I G A£9.95 .  E24.99
COMMODORE A T A R I  ST
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Ocean Software Limited • 6 Central Street Manchester • MT,' 9NS Telephone: 061 832 6633 • Telex: 669977 OCEANS G Fax: 061 834 0650
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GRAND GAMES
8 FERRARI FORMULA ONE
Electronic Arts convert their classic Amiga rac-
ing sim to the 64.
16 PIPEMANIA
Empires plumbing game will give you the
bends.

70 MIDWINTER
What's cold but also red hot? I ts Rainbird's winter wonderland, an Amiga Gold Medal!
76 WARHEAD
Save the earth in this Sizzling Sci-Fi shoot-'em-up from Activision.

AFTER THE WAR
AFTER THE WAR (Amiga)
BARBARIAN (Amiga)
CHAMPIONS OF KRYNN
CRACKDOWN
CRACKDOWN (Amiga)
DAY OF THE VIPER (Amiga)
DEMONS TOMB (Amiga)
E-MOTION
E-MOTION (Amiga)
FERRARI FORMULA ONE (5)

78
78
45
19
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19
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72
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OM 43, -

FERRARI FEATURES

26 THE CHALLENGE RETURNS!
Robin Hogg gets caught up in Snare.
41 THE ZZAP/ BIBLE
The second part of the 64 games index, plus
the complete Amiga index.

54 NEW YORK KNIGHTS
Robin visits accomplished programming
team, Teque, and meets some Shadow War-

IK - (SM)
!KARI WARRIORS
KNIGHTS OF THE CRYSTALLION
(Amiga)
KNIGHTS OF LEGEND
MARAUDER
MIDWINTER (Amiga)(GM)
MOUNTAIN BIKE RACER
OVERLANDER (Amiga)P47
P47 (Amiga)

REVVING REGULARS

6 THE WORD
7 THE CHARTS
19 NORMAN NUTZ
33 RRAP
45 BUDGET
49 SCORELORD
51 ZZUPERSTORE
57 CLASSIFIEDS
58 RESULTS
59 PIG IN A POKE
80 PREVIEWS

CRASHING COMPS

30 WIN AN ATARI LYNX!
From Empire in this mind-

bending comp!
30 REV UP WITH EA!

And win a Formula One
Scalextric set!

45
45

74
19
45
70
45
75
12
12

PIPEMANIA (5)
PIPEMANIA (Amiga) (S)
PLATOON (5M)
SAMURAI TRILOGY
WARHEAD (Amiga) (5)
WEIRD DREAMS
WEIRD DREAMS (Amiga)
WINDWALKER
WINDWALKER (Amiga)
WORLD SOCCER

Watch out for Issue 61 -  it hits the streets on April 12!
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From the top there's little change in the 64 charts with Turbo Out Run way ahead in
the lead with near double the votes over Batman. Nice to see Space Rogue climbing
(if a little slowly).

Ocean have a vice-like grip on the tog of the 16-bit charts which will probably stay
like that following the release of the excellent The Untouchables. The rest of the chart
is fairly tight though.

Oh, nearly forgot This month's winner of a £20 software voucher is Adam Powell of
Chippenham in Wiltshire. Well done Adam!

Send your chart entries to d2API Charts, ZZAP1 Towers, PO Boa 10, Ludlow, Strop-
shins, SY8 1013.

T O P 1 0  C 6 4  G A M E S
1. T u rb o  Out Run   ( U S  Gold)
2. Batman:  The Movie   ( O c e a n )
3. G houls 'N' Ghosts   ( C a p c o m / U S  Gold)
4. Po w e r  Drift   ( A c t i v i s i o n )
5. St u n t  Car Racer   ( M i c r o S t y l e )
6. T h e  Untouchables   ( O c e a n )
7. M y t h   ( S y s t e m  3)
8. Retrograde  ( T h a l a m u s )
9. Sp a c e  Rogue   ( O r i g i n / M i n d s c a p e )
10. MicroProse Soccer   ( M i c r o P r o s e )

T O P  1 0  A M I G A  G A M E S
1. Operat ion Thunderbolt   ( O c e a n )
2. Batman:  The Movie   ( O c e a n )
3. F - 2 9  Retaliator   ( O c e a n )
4. K i c k  Off  ( A n c o )
5. St rid er  ( C a p c o m / U S  Gold)
6. S i m  City   ( I n f o g r a m e s )
7. B lo o d  Money  ( P s y g n o s i s )
8. N o rt h  And South   ( t n f o g r a m e s )
9. Xen o n  2   ( M i r r o r s o f t )
10. Atron 5000   ( P l a y e r s )

C 6 4  M U S I C
1. T u rb o  Out Run   ( M a n i a c s  Of Noise)
2. G houls 'N' Ghosts   ( T i m  Follin)
3. Batman:  The Movie   ( M a t t h e w  Cannon)
4. T h e  Untouchables   ( M a t t h e w  Cannon)
5. M y t h    ( M a n i a c s  Of Noise)

A M I G A  M U S I C
1. Xen o n  2   ( D a v i d  Whittaker)
2. Ghouls 'N' Ghosts   ( 1 1 M  Follin)
3. Batman:  The Movie   ( J o n a t h a n  Dunn).
4. Do u b le Dragon 2 ( T o m a s  Dahlgren/Steve Barran/Richard klin)
5. L E D  STORM  ( T i m  Follin/Mike Follin)

C O I N - O P S
1. Afterburner  ( S e g a )
2. T een ag e Mutant Hero Turtles   ( K o n a m i )
3. C h a s e  HQ  ( T a i t o )
4. ST U N  Runner   ( A t a r i )
5. H a r d  Drivin
1   
( A
t a
r i
)

IS ZZAPPED!
ZZAP! EDITOR

Tonight the readers of that
amazingly happenin' may,
ZZAP!, paid their respects at
the funeral of Editor, Stuart
Wynne, who was sliced in half
by an alien laser bolt. The fact
the terminally ill Mr Wynne,
83, has not quite snuffed it
yet didn't put off the mour-
ners, who were determined
to 'have a good time griev-
ing'.

The circumstances o f
Wynne's death .  . er, fatal
injury, are still very vague,
but he remembers seeing a
strange b lu ey whiteness
which b o re a n  amazing
resemblance to his mother's
toilet bowl. This claim is sup-
ported by nurses at the hospi-
tal who said that Mr Wynne's
underwear was remarkably
clean for the victim of such a
worrying accident

Police have given out a
detailed description o f  Mr
Wynne's assailant. He is a bio-
mechanical extraterrestrial
about 6  feet 4  inches tall
(without h i s  reinforced
leather boots on), and about
300 pounds in weight (with-
out his combined hand drill
and household detergent
utility belt). His hair and eye
colour are unknown as his
head is completely hidden by
the respirator helmet which
he always wears (even in the
shower). The only other clue
is a '5p off' Vim coupon which
he dropped upon leaving the
scene of the crime.

A one-legged Albanian
dwarf a r m
-
w r e s t l e
r  i s  
h e l p
i n g

police with their inquiries.
Detective Inspector Bert Fas-
cist-Pigg stated, 'We think
we've got our man.'

STOP PRESS
EXCLUSIVE!!

Talk about arriving at the
eleventh hour!! With the April
issue just a day away from being
sent off to the printers, Out of the
blue we were sent a demo disk
of the C64 conversion of Virus, a
graphically awesome game
originally written for the
Archimedes by David Elite Bra-
ben.

Previously unknown prog-
rammer David Doll has been
working on the title for just over
a year now and from what we've
seen of it so far it's simply unbe-

lievable!! On the technical front
It's mind-blowing with a full col-
our 'patchwork' effect of the
land below, moving map dis-
play, and a superb thrusting
effect as you move around the
landscape.

David has yet to incorporate
enemy vehicles into the game
and the frame update needs to
be increased a tad, but rest
assured it's looking superb so
tar! Exclusive review next
month!!
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CONSOLING THE C64
•

After last month's Amiga console story. Commodore's console-mania has -:
extended to the C64 with strong rumours indicating cartridge software will
be released for the machine. All C64s have a cartridge port and In the early:
days software was released to take advantage of it, 2

The first new games will most likely be bundled with the C64. allowing
.Commodore to drop the C2N datasette from the starter pack, and hope- !

I

y Its price. This obviously opens the question of whether software
. ses will release cartridge versions of C64 games along with tape and
, versions. Cartridges obviously eliminate lengthy loading times - a big ...;.
efit for all multiloads - and could make for much more complex games,. !
cy is also made unlikely.
nfortunately cartndges are expensive to make. US Gold, Domark, •
emus, and Palace all seem to be taking a 'wait and see' attitude to
ther they'll produce CM cartridges. Only Activision and Code Masters
e been enthusiastic, suggesting they could produce slightly enhanced
es for the format But as yet Commodore are refusing to confirm, or

y, whether the rumours are true.

FIGHTER BOMBER GROUNDED
Activision's excellent and Sizzling)
Amiga Fighter Bomber has suffered a
brief grounding due to a bug on one
of the very last missions, namely Bro-
ker Arrow, Once you land a menu
comes up, but due to the bug the

111

mouse pointer can't click on any of
the options, effectively ending the
game. This bug was limited to the very
first few copies of the game, and most
of those out now should be fine. To
.
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PORTAL -
THE
PAPERBACK
klivisioes Portal, one of the few
:games to go unrated in a ZZAPI review,
has come back in paperback form.
Written by Rob Swigan the novel is
being published by Grafton Books for
E3.99.

The story begins with an astronaut
returning to Earth only to find humanity
has vanished. In search of clues to
what's happened the astronaut finds
Homer, an artificially intelligent corn-
outer In the computer game Homer
was simulated by the C64, with you
going through the various files as you
wanted, slowly piecing together the
story. The novel describes things from
the perspective of the astronaut, Peter
Devore, and sometimes the computer!

Eventually we learn about the dis-
covery of a universe-spanning travel
system the Portal of the title), which
Devore must gain the psychic powers
to harness. Swigart is convincing in his
scene setting with a one-state world
and its Inevitable flaws,

Technology is cleverly used,
although the author sometimes goes to
extremes in describing it. Personally I
found Portal a compelling read,
although it's weird how the author has
decided to convert a game which was
so well-suited to being presented on a
computer. Not quite as atmospheric
perhaps, but definitely one for fans of
the game.

Robin Hogg

cheat mode in this month's playing
tips section and check out the mis-
sion. Activision's friendly and efficient
complaints department will be happy
to whizz you a replacement copy.

I i
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Electronic Arts, C64 E9.99 cassette, E14.99 disk (DISK VERSION REVIEWED!)
•0r i ve  like Robin Hogg and not get arrested!
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fastest and stunningly
designed sports cars in the

world. The Italian car manufac-
turer (owned by Fiat) also par-
ticipates in the glamorous sport
of Formula One motor racing.
But with glamour comes
danger: witness Gerhardt
Berger's horrific crash last year,
caused by a faulty steering sys-
tem. It only went to prove how
the life of a driver is firmly placed
in the hands of his mechanics
every time he races.

However, as Ferrari's newest
driver, you're not as trustful. You
insist on testing the car
thoroughly at the Ferrari test
track in Fiorano. Here, you can
analyse the car's aerodynamics
in the wind tunnel, adjusting the
front and rear aerofoils to create
maximum downforce with
minimum drag. In the dyno room
you can test your engine, adjust-
ing the revs, turbocharger, and
engine age -  and monitor the
effect on horsepower,  torque,
and fuel efficiency. Fl or a no's
test track allows you to measure
the car's performance (and your
driving skills). There are 45
special sensors placed around
the track -  you are given a split
time from each sensor to com-
pare with previous laps.

When you're completely
happy with your car it's time for
your first race, the Brazilian
Grand Prix in Rio. This (like the
other 15 Grand Prix) comprises
six track sessions: the first and
second day practice and qual-
ifying sessions (faster lap times
earn you a better grid position
for the race), and on the third day
the warmup followed by the race
Itself.

Each racetrack has a paddock
area (shown from overhead)
containing such things as the
garage, pits, race control, and
transport trucks -  selected by
moving a the pointer over them.
At the start of each day it's
advisable to visit the garage to
install a new engine and, in the
pits, adjust various parts of the
car (engine, gearbox, suspen-
sion, and tyres) to suit the track
and type of session. To help you
decide, your faithful mechanic
Mauro makes suggestions for
the optimum settings of these
Systems.

Once on the track, control of
steering and acceleration/brak-
ing is via the joystick (the Origi-
nal Amiga version used a
mouse). Changing gear is
achieved by pressing fire with
up/down (this is automatic on
the easiest of three difficulty
levels). A map of the track shows
the relative positions of all the
cars, while another display indi-
cates your current race position
and time. (C128 owners can turn
off these displays to make the

A Giving your Ferrari a thorough going over in the pits.

A I t's snowing and you've flying
off to the first track.

game run slightly faster.)
Taking a corner too fast (or

ramming another car) can cause
you to spin off the track -a seri-
ous crash can put you in hospital
for several days, possibly caus-
ing you to miss a race. If you're
not so good behind the wheel,
you can choose passenger
mode in which the computer
drives the car - you just make
tactical decisions such as
choosing when to come into the
pits.

This is one of my all-time favour-
ite Amiga  games ,  s o  I  wa s
pleased if  a mite doubtful about
a C64 convel soon. Could such a
complex s imulat ion b e  c on •
verted without major omissions?
I needn' t  have worried:  all the
features o f  the classic original
are here.  There are s o  many
things you can do to your car,
altering ev ery t h ing b a r  t h e
paintwork. The presentat ion is
superb with detailed static pic-
tures, easy-to-use icon driven
menus, very  quick disk acces-
sing, plus a neat loading screen
and ' revv ing'  t it le tune (better
than the Amiga's). The only slight
disappointments are the s low-
ness of  the 3-D track and the
' dying wasp' engine noise. How-
ever, these minor fl aws fail t o
spoil t he rac ing action, mainly
due t o  rt s  ult ra-realism. Th e
handling o f  t he c ar  is  totally
authentic: overtak ing and cor-
nering are arts to be mastered -
and more often than not I found
myself spinning o f f  t he t rack
(straight int o a  hospital bed!).
This toughness -  even on easy
level -  makes winning a race a
rewarding achievement with the
longer term objective of becom-
ing World Champion offering an
irresistible challenge. No motor
racing fan should be without Fer-
ran,



The default distance for each
race is 18 kms (three or four
laps, depending on the track) -
this can be increased up to the
real-life (but gruelling!)
maximum of 315km. At the end
of the race, championship
points are awarded for the first

a Revving your engine on the sterling grid at Rio.

six finishers (out of the eight
drivers). After sixteen Grand
Prix, the World Champion will be
the driver with the most points

LAP 0 0
S

0 ° 0 0 : 0 0 . 1

from his best ten races. As a
whole season takes a fairty tong
time to complete, there's an
invaluable save game option.

So they think these racing cars are last? Pah! I can out-accelerate
them in neutral. But after several crates of Vim even I found it hard to
stay on the track. What's more, to get the best out of the car you have
to tell your stupid mechanics what to do with it. This makes trying to
win a race with this  primit ive technology as  sensible as being a
kamikaze pilot. At  first I s imply enjoyed smashing the other cars off
the track but when Phil had the temerity to win a race I had to prove
my superiority. That 's  when I really started gett ing into the game.
There's so much to it; organizing your campaign to win the World
Championship right  f rom t he early  days at  Florano,  altenng the
aerodynamics and engine performance,  t o  specially tuning your
engine f or qualifi cat ion heats. Not  one for the typically moronic
human, but those with above-average intelligence might just be able
to grasp it (Phil's winning was obviously a fluke!).

v Increasing simulated speed at the wind twosl beck at Soren°.
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The Amiga version was (and stii.
is) superb and here we are with a
remarkably similar 64 version, in
fact it's the most faithful conver-
sion I 've yet  seen. When you
consider how much there was in
the original,  t he conversion is
something o f  a  mirac le.  Th e
attention t o  detail in Ferrari is
phenomenal.  S p e e c h  a t  t h e
start, a useful demo mode,  the
sheer quality of  the graphics, a
friendly icon system - this is one
classy product that's for sure! Of
course, as  with all car s imula-
tions the core of  the game is the
racing ef fec t  and  Ferrari per-
forms admirably. The illusion of
movement i s  conv inc ing,  t h e
road perspect ive work ing wel l
with speed kept up to match. I ts
not quite a Revs for realism but
like Phil and me you can have
some great times trying to reach
1st position! A great game which
can be as complex, or as simple
as you want it.

PRESENTATION 95%
Detailed, infonnatem manual. A large
array of options includng save game,
three difficutty levels, and passenger

;nixie Easy-to-use, icon-driven
menus, heavy but fast disk access,

GRAPHICS 94%
Excellent. detailed static screens.
Respectable driving section with
good looking cars - faster in 128

mode

SOUND 90c
1
/41

Great sampled speech and title tune.
Good mixture of effects, especially in
the pits. Engine noise is a bit weedy

though
HOOKABILITY 85%

At first it's hard to keep the car on the
track, but the menus are very user-

friendly.
LASTABILITY 96 VG

An immense challenge offered by the
18-race season. Fiddlin! with •  ur

O V E R A L L
9  5 c'10

A superlatively presented, ultra.
m asti c  simulation of Formula One

racing.

ZZAIP! APRIL 1990



US Gold, C64 £9.99
cassette, £14.99 disk;
Amiga E24.99

I F
l u
s
h
e
d  
w
i
t
h  
h
i
s  
s
u
c
c
e
s
s

creating a breakfast
cereal, Dr K has decided to

take over the world. Secure
within his gothic castle he has
created an army of genetically
engineered soldiers to
accomplish his mad ambition.
All that stands in his way are the
terrible twosome -  Andy
Attacker and Ben Breaker.
Sounding like a pair of cartoon
characters to promote 'Special
K', they must progress though
the 16 levels of K's castle, plac-
ing at least three explosives on
each.

To be effective the explosive
must placed in the correct posi-

C vino!"
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V In the kink yard and Ban Is about to be hit by a wrecking ball. (Amp)
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Two-player arcade action In Dr K's massive, c a s t l e . ,  (1;66

2600
Cannon 8 4
M.Gun 1
1 9- -

dons, but thankfully Dr K's
Interior decorator has placed
large 'X's to mark these. They
also show up on your radar
scanner, which can be vital for
finding your way through the
mazes, with just three minutes
per level. The main screen is
divided into two: one half for
each player, with an overhead,
G a untl e t
-
s ty l e  
p e r s
p e c t i
v e .

Of course, each level is
packed with K's goose-step-
ping soldiers who are weighed
down with weapons such as pis-
tols, machine guns, and even
flamethrowers. Thankfully our
daring duo are not pacifists, and
begin the game with rocket
launchers. If these run out of
ammo they can switch to
machine-guns or -  as a last
resort -  fists and feet. They can
even use smart bombs. Refills
for the weapons can be found in
boxes scattered around the cor-
ridors. You can also flatten your-
self against walls, to sneak
along without being hit. Later on
In the game there are poisonous
rivers, lava puzzles, and some
nasty traps to beat.

Ben
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1.Gun
5uperBomb
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A Plenty of time left to
plant the bombs in
the junk yard. (61)

I'm a big fan of t w o
-
p l a y e r  
g a m e s

-  and this month we've had more
than o u r  f a i r  s h a r e  w i t h
Pipemania and E-motion: both
excellent. B u t  I ' m  a f r a i d
Crackdown left me cold. Admit -
tedly. US Gold have done a fine
job with the conversions, but the
coin-op wasn't  that hot  to start
with; just a souped-up Gauntlet,
really. I found it frustratingly hard
to get into, especially as you can
never hit the smart bomb key in
time -  surety holding down fire
would've been a better way to
thgger t hem? Still,  bot h Robin
and the Scorelord really enjoyed
blasting all those androids, and
technically bo t h  vers ions  a r e
quite impress ive.  Th e  Amiga
game is part icularly good value
at just f20 for virtual arcade per
fection. Worth considering if you
like this type of game.

I'm amazed just how close the Amiga translation is with the looks,
quality, and feel of  the coin-op.  Progression through the levels is
rewarded with significantly different graphics, some stunning effects
and gameplay changes making it one of the best two-player games
for the 16-bits that I've seen. Crack Down works extremely well on a
technical level, more so on the C64 with smooth scrolling and fast
paced action to match -  the collision detection is a little suspect but
it makes for a little more lenient game. The C64 game is let down a
little by the lack of extensive colours per level although this is com-
pensated for by some superb static backgrounds and a general vari-
ety in the graphic style throughout -  look Out for the System 24 chip
on level eight; well worth fighting through to see!

three and Ben is In the lead, getting close to a bomb cross.

PRESENTATION 80%
Nice toading wean,  simultaneous
two-player option. three continue

plays. tour levels pet load.
GRAPHICS 83%

Main sprites are a little blocky, but the
backgrounds are great, with plenty at

detail and variety.
SOUND 81%

Some really good i n
-
g a m e  
t u n e s ,

although the Idle tune is a bit 'Intl
HOOKABILITY 90%

Couldn't be easier to get into
LASTABILIrt  87%

while 16 levels ot a-maze-mg
action provide a generous amount of

entertainment

A great conversion and an
extremely playable game.

. Z Z A P I  A P R I L  l e i gol l
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US Gold have produced yet another first-class conversion with this
one. While the C64's sprites are a bit blocky, the backgrounds are
very good indeed and move surprisingly fast -  even in two-player
mode. The variety within the four levels per load is excellent. I particu-
larly like the junk yard's mangled cars as well as the conveyor belts
and deadly lava flows on the later levels. Of course, the Amiga version
has more detail: the swinging wrecking balls in the junk yard, a sign
you have to knock over, and the way your sprites shrinks as he falls
down a gap. Intact, the graphics are virtually arcade perfect -  though
they still don' t  really push the Amiga. I  think the C64's  are more
impressive for the host machine, although Robin would disagree.

What we do agree on is that the Amiga game is the hardest -  you
have much less ammo for the weapons, arid the machine gun is much
less effective than the cannon. This makes it a bit harder to get into,
but improves testability.

Crackdown's gameplay  is  clearly second-generat ion Gaunt let ,
with the need to plant bombs. collect ammo and the 'sneak' feature
making for a much more cohesive and involving game than simply
finding keys to exit all those dungeons. What's more the levels contain
a surprising amount of variety, and the different layouts force you to
use different tactics. What I think is particularly good is how, in two-
player mode, you can compete with each other over score -  but the
joint bonus  depends on you both gett ing out together. On the first
levels you can race to plant the few bombs  needed, but  later on
co-operat ion is essential.

O V E R A L L
8 8 %

PRESENTATION 88%
Intro. Iwo modes ol scrolling —
o n ecentred on the player, the other anti-
cipating movement, simultaneous

two-player option.
GRAPHICS 90%

Quite a bit of vanety, some good
detail and scrolling

SOUND 86%
Arcade sampled FX and some good

music.

HIN3KABILITY 85%
A bit hard to start with, takes more
practice to get into than the C64.

LASTABILITY 91•Ao
Lots 01 levels with plenty of variety

mean this will take some completing.

O V E R A L L
9 0 %

An arcade-perfect convention
which rewards persIstenoc
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1Firebird, C64 £9.99 cassette, £14.99 disk ;
„
„
Amiga £24.99
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one of the top fighters of
WWII; a massive, heavily

armoured plane built like a big
old Cadillac. MicroProse/Fire-
bird provide a nice blurb on the
plane with their instructions/
poster but it's pretty much
irrelevant. Jalecte*s coin-op is
another horizontally scrolling
shoot-'em-up and realism has
nothing at all to with it.

There are eight long levels,
and the objective on each is to
fight through to the end and
obliterate the massive baddie at
the end. Along the way are scat-
tered a wide range of pick-ups.,
'B' is for bombs which are useful
for blasting battleships, anti-air-
craft guns, tanks, and massive

trains.
'E' is for spray missiles which
break into bullets, all the better
to smash up Nazi fighters, bom-
bers, monster planes, and huge
anti-aircraft rockets.
'M' is for multi-missiles, which
can be launched two at a time.
trashing helicopters, guns on
towers, and more besides.
'S' is for speed-up, revving your
engine up for much-needed
extra manoeuvrability.
'T' is for directable fire. Suspi-
ciously hi-tech, laser-like bolts
zoom off in the direction you're
moving.
'I  Up' is for an extra life, for early
grave avoidance tactics.

None of the weapons can be
combined -  you can only have

The Amiga's slick presentation compares with any con-
sole and the in-game graphics are as good as. if not
better, than anything the Sega Megadrive's produced.
But if P47proves the Amiga can do console-type games
as good as anything out of Japan, gameplay is severely

lacking variety. At El 5 it would've been irresistible, but ii:25 is way too
much.

Of course, the C64 game is much cheaper, but the levels are too
long and easy -  making non-simultaneous two-player games very
tedious. The graphics are okay, although the ground attack missions
are coloured oddly, and the camouflage works too well, leading to
vehicles disappearing! Not a bad game, but lacking the Amiga's
superslick presentation the unimaginative gameplay is all the more
apparent.

V Avoiding the flak on level one. l'.54;I
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your standard machine gun and
one of the add-on weapons. This
is obviously where tactics come
in; bombs are crucial for level
one's end-of-level baddie, but
fairly useless for level two's.
Most of the weapons can be
upgraded, from 2-8 projectiles
as you pick-up more of the same
letter. Should you complete the

While not  exactly
innovative, P 4 7
provides s o m e
straight bl a s t i ng
action a n d  i s  a

good conversion of  the rather
dated coin-op. Although most of
The enemies are small and impre-
ssive, the huge end-of-level bad-
dies a r e  g o o d  ( o n  b o t h
machines) -  especially the huge
battleship wi th i ts masses of
guns. However, Selo players will
find the unvaried action repetit-
ive, so the Amiga's simultaneous
two-player mode is a welcome
feature.

eight levels then it's back to the
start, Amiga owners with the
added benefit of a congratulat-
ory screen and increased tough-
ness (there are four levels of
difficulty).

No

• •
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C •
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dfl
RESENTATION 6 4
6
/ e
simultaneous Iwo-player mode.
Itiload. but there is a keyboard

lion and nice interievel screens

GRAPHICS 6 7
6
/ o

alias a bit jerky. indistinct sprites
but some nice detail

SOUND 64%
ntinuous tune with nice spot FX

OOKABILITY 72%
ant ly playable, fairly easy to begin

with

LASTABILITY 56%
in only eight not-too-tough *vets

1 as slick a conversion as the
a game — simultaneous two-

player option le particularly
missed.

O V E R A L L
6  1 c•lo

al rye I gall
PRESENTATION 88%
Simultaneous two-player mode,

scrumptious loading screen, plus
okay o n
-
g a m e  
m e s
s a g
e  
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good demo mode
GRAPHICS 86%

Nicely detailed spritesend attractive,
parallax scrolling backgrounds

improve upon the coin-op
SOUND 765/0

Jolty Japanese tune accompanies
explosion FX•

HCKIKABILITY 75*Am
Tough at first and not very original.

but attractive presentation and
shoot-'em-up gameplay draw you in.

LASTABILITY 70%
Eight levels aren't that much, but its
toughness and the ability to wrap

round provide a fair challenge

O V E R A L L
7 2  c'10

A mediocre shobe'em-up gets a
superb but overpriced conversion.



S Y  S  T  E  M  •  3
SYSTEM 3 SOFTWARE ITO-, BLENHEIM HOUSE,' ASH H i l l  ORME- PINNER. MIDEILESEX HA5 2A6

Telephone: 01-E166 5692- Fax: Li1•866115E14
AVAILAIII F 1 IN SPEC_ IRI JM. AMrmIliAll 11
1
G  0 b 4  •  - -  
V 7 1 , ! 3 9 .  A  
t A R I  
T .  
A M I I  
i L A
-  
S i r -
- 1
. 4 •
1  
V  
I



Micro rose, C64 E9.99
cassette, €14.99 disk;
Amiga E24.99
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person. Of all the
unlucky love matches

made through the millennia,
Steve's love for fellow worker
Emily  is mos t  likely the worst .
Because, in truth, there aren't
that many daemons  that have
been banished to Earth. And
Zelloripus ,  the one possess ing
Emily, is the mos t  evil daemon
there has ever been O f  course
Emily  might  look attractive, but
after centuries of  tedium in
Plymouth her out look on life is
not sunny...

To begin with,  Emily  gives
Steve some 'headache pills '  to

Well, t h i s  i s  er. . .
weirdl I  mean,  what
other g a m e  c a n
boast g iant  wasps ,
floating fi s h,  o r  a

carnivorous football (my person-
al favourite)? Some of  the very
attractive, s urreal is t  g raph ic s
are also pretty gruesome; espe-
cially when you get  get  shred-
ded by  a runaway  lawnmower!
The gameplay, although innova-
tive. doesn't really live up to the
great presentation. But  if  you're
looking for something a  bit  dif -
ferent, Weird Dreams is it!

Teri

heighten his senses — so as to
make the coming agony even
worse: Then she unleashes the
eponymous  weird dreams
which have such an intense,
v ic ious edge they soon put  him
in hospital for a life-threatening
operat ion.. .

For Steve to wake up f rom
his terrify ing dreams,  and
survive the operat ion,  he must
collect  various objects f rom the
mult iple,  interconnected
dreams which haunt  him. His
quest  begins in a candy floss
machine,  a great  metal tub with
sticky pink  floss whirl ing
around to be gathered up by a
stick. Steve mus t  jump up at
just  the right  moment  to grab
hold of  the stick without  being
fl attened by it. (C64 owners
cannot  be k illed here, but  it 's

" 1 , • • • • •
V All the fun of the lair; a giant bev likes the taste of your candyfl oss. (64)

harder to grab the stick.)
Once lif ted out  of  the tub

Steve is deposited outs ide a
fairground,  just  in t ime to face a
giant  wasp carry ing a very
useful object. Unfortunately  the
wasp has a lethal sting... Amiga
owners  can run left into the hall
of mirrors  where there are five
mirrors  (two of  which are
temporarily  barred), giv ing
access to the other dream
levels. C64 owners  however,
must  play the game in a set
order to make mult iloading
easier. (This  is an intelligent
use of  machine,  but  f requent
death forces so much
rewinding and reloading that
the cassette vers ion seems
almost  point less.)

There are about  nine sub-
games in all, inc luding a beat-
'em-up one where you fi ght
rock creatures with a fish,
some swordplay  with roses and
a lethal game of ball with a
young girl.

V You'v e caught a fish n o w  use it to batter the 'thing ' on legs. Amiga)

I n  1 -4 . . A . 1 - !  A  1R  IL 1-1•90

eird re a ms  has
obvious s imilarit ies
with Space Ace, in
that both have some
spectacularly imagi-

native graphics — at the price of
heavy disk  access and limited
gameplay. The sub-games look
weird, but  as there's only about
i
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vide s o me  s or t  o f  value-for-
money. Th i s  s o o n  bec omes
extremely irritating, forc ing lots
of reloading wh e n  y o u  d ie .
Obviously the Amiga game has
faster disk access, but  its  more
frequent (unless you have one
.
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while t h e  graphics  a r e  great
(especially o n  t h e  C M ) .  t h e
gameplay wi l l  please only  t he
patient and persistent

AS

PRESENTATIO N 85%
Some attractive intro screens soon

berorrie irritating as dying forces
reloading i unbearable on cassette,

marks are for disk version)
G RAPHICS erve
Big. bold. colourful, and very

imaginative The wasp is particularly
nice

SO UND BO%
Some Fuca loading music and in•game

tunes
HO O KABIL ITY 4 2 %

The first game is one of the hardest
and least enioyable

Toughness makes for a formidable
challenge but weak gameplay makes

perst, v
O V E R A L L

5 2
4
" /
o

A bold conversion, which fails
mainly due to weaknesses in

the original's gameplay.
(Deduct 20% for cassette

version.)

PRESENTATIO N 78%
Quite a readable novella, but elaborate
death sequence soon becomes imlat

ing
G RAPHICS 84%

Definitely weird, and nicely drawn but
yam*/ is lacking

SO UND 7 2
2
/ 6

Some good tuneS and Fx
HO O KABIL ITY srYo

Initially confusing and high difficulty
makes compulsive addiction unlikely

LASTABILITY 63°16
Limited

Compensated for by imtating tough-
gamep i s  hardly

nes s
layO V E R A L L

6 0 %
An ambitious idea which

lacks sufficient thought over
gameplay.
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Empire, C64 E9.99 cassette, El 4.99 disk; Amiga E24.99
*Plumbing the depths of deviousness to drive you round the bend!
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things? You can smoke
them, play them to make

beautiful music, and pump
water, gas, and sewage down
them (although these activities
are not recommended with the

same pipe!).
In Pipemania however, you

must simply join them together.
Straight bits. bendy bits, cross-
overs, ones which only flow one
way: they all must be assembled
into as long a pipeline as possi-

1

(This is  t he bes t  puzz le game
ince the classic Tetris. The con-

cept i s  s imple,  bu t  fi endishly
difficult t o master as you con-
struct a huge spaghetti junction
of pipes, frantically trying to out-
run t h e  dreaded gunge!  Th e
graphics aren't  that impressive
but they're clear and serve their
purpose well; as does the gradu-
ally accelerating one  note jam
sound on the Amiga, while C64
sound is limited to tunelets and
sparse but informative FX. Unlike
many o t h e r  puz z le  games .
Pipemarna isn' t  limited t o  thu
same style of screen: for getting
onto h i g h e r  lev els  y o u  a r e
rewarded with not  just different
graphics but  lots  of  extra fea-
tures. The excellent expert and
two-player modes are the icing
on the cake. Brilliant.

V Doing weil in expert mode, with two sets of pipes to choose from
and a reduced t ime limit. (C641



IN* for the yellow gunge which
emanates from the 'start' pipe
to flow through.

Sounds easy enough. The
trouble is, your pipeline must
stay within the confines of the
screen. And you don't even get
to choose which pipe section to
use next. A supply of random
sections scrolls down in a win-
dow to the left of the play area:
you must use the one at the bot-
tom in order to access the next.
If you've placed a piece in the
wrong place, you can 'bomb' it
by laying a new section on top -
though this incurs a 50-point
penalty.

Obviously, you need a few
seconds to prepare any pipe at
all, so at the start of each round
there's a short time allowed
before the gunge emerges.
When you've laid a very long
pipeline you can even make the
gunge flow faster for double
points. The round ends when the
gunge reaches the end of the

pipe. To get to the next round
you must make the gunge flow
through the required number of
pipe sections. Don't go laying
pipe recklessly though; 100
points are deducted for each
unused section laid.

In some rounds there are also
deadly obstacles such as fish
(?I) to avoid, plus bonus pieces
(for extra points if the gunge
flows through them) and reser-
voirs which take a while to fill,
giving you extra time. There may
also be gaps in the playing area
wall -  when gunge flows
through one, it reappears from
the opposite side of the screen
(providing you've got a pipe
there!).

Every four rounds you're
given a password (to return you
to this point if you die) and you
get a go at the bonus level. Here,
pieces appear in turn at the top
of the screen -  press fire to
make them drop, hopefully
creating a long pipeline from the
start-piece at the bottom of the
screen.

For novices there's an easy
Trainer mode, while profes-
sional plumbers can play on
Expert level where there are two
(differently coloured) section
supplies to choose pieces from.
There's also a Competitive two-
plumber mode in which both
players plumb simultaneously,

each having his own separate
section dispenser and score.

I've had so much fun playing Pipemano. The perplexing, pipe-placing
action is so incredibly addictive, and even when you lose it's not that
frustrating - t he action is so panic-inducing you usually end up laugh-
ing at  all the stupid mistakes you've made under pressure. Two-
player games are even more fun, and although competitive you really
need some degree of cooperat ion to Stand a chance -  Phil and The
Scorelord kept bombing each other's pieces and ended up with woe-
fully low scores! The excellent bonus levels add extra variety, while
the password system allows you to get further through the levels with
each attempt. With its fast arcade action Pipemania is more than just
another puzzle game and will appeal to all gamesplayers.
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Pipemania is one of those games
you really have to play to believe
how addictive it is. A mere one
life to complete four levels of the
game bef ore get t ing t hat  al l -
important password is  lust  s o
sadistic -  we really must have a
challenge on  this  game soon
The number of t imes I've nearly
blown a circuit when I've died on
the fourth in a series of  levels is
beyond counting. If I knew where
programmers, Assembly  Line,
were based I 'd reduce them to
hamburger in seconds! But you
just keep coming back, because
it's so enjoyable to play. Unlike
most p u z z l e  g a m e s  t h e
emphasis is on arcade reflexes
as muc h as  thinking, as  each
new piece comes up the rush to
place i t  somewhere is  frantic.
And when you've got two people
playing w e l l ,  Phil (the thiev-
ing, selfish protoplasmic slime) is
still talk ing in a whisper after I
very nearly throttled him for ruin-
ing one of my lines. 'Co-opera-
t ion' he kept on saying, before
replacing my pieces so he could
get the most points!

As for differences between the
two versions, the Amiga has a
much greater variety of graphics,
not that they're particularly stun-
ning o r  useful considering t he
once. The C64 makes do with
some t a s t e f u l l y  r e s t r a i n e d
graphics which do without  any
mult iload irritations. In Short, this
is an utterly fiendish game that
no Commodore owner should be
without. Forget  shoot -'em-ups
and beat-'em-ups:  this game is
going into the arcades, and once
you play it you'll know why. Buy
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A Hurrah! The bonus level where pipes
are dropped from the top.
Cam isn't doing well at this onel (C64)

SAS
ESENTATION 93%

adoptions including useful
System and brilliant sir,,

Otis two-payer mode.
GRAPHICS 78%

designed for maximum clarity. A
it lacking in variety, though.

SOUND 69%
assortment of spot FX and

tunelets.

OOKABILITY 97%
Let me have another go'

STABILITY 91%
lent two-player mode will keep

est high (as well as causing loads
of arguments')

amazingly addictive puzzle
D B M S .

D V E R A L L
9 4 %

PRESENTATION 90%
Same as C64

GRAPHICS 78%
Functionally dear with more variety

Man C .

SOUND 60%
Panic-inducing one note lam ' sound.

adequate FX
HOCHEABILITY 9 7
6
/ •

Er.. i t ' s  a bit addictive'
LASTABILITY 91%

The emphasis is on tun rather than
frustration, so the appeal is long last-

orig.

O V E R A L L
9 4  cilo

II plumbing's this much fun, we
can't watt tor the next burst pipet

z Z A P T  A P R I L  1 9 9 0
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is an East European dic-
tator with a fist of iron, lit-

erally. The metal monarch of
Latveria has s wiped a US nuc-
lear missile,  and is threatening
to blow up New York unless the
USA surrenders  and becomes  a
colony of Latverial Naturally  the
Pres ident  and his men objec t  to
this proposal,  and call on those
two pat riot ic  superheroes,
Spider-Man and Captain
America,  to help.

The two heroes must  enter
Doom's  cast le complex  and
stop the missile launch. Not  that
diffi cult  a task it seems, but in
addit ion to numerous  robots,

Empire, C64 E9.99 cassette, 04.99 disk; Amiga E24.99
Doom has enlisted the help of a
large array of superv illains
inc luding Batroc. Boomerang,
Oddball,  Electro, and the thick-
sk inned Rhino, each having dif -
ferent  superpowers /weapons .

Of course, apart  f rom punch-
ing and kicking, the amazing
Spidey can cast webs  (although
he has a limited supply) while
Cap can throw his indestruct ible
shield. Hav ing split  up, the
characters  take it in turn to beat
up an opponent  and, some-
t imes,  dodge a trap such as fi re-
balls or a hole in the floor! Spidey
and Cap each have an energy
bar which mus t  last the ent ire
game — when either hero's

v  A close shave for Spidey with superv illain Machete * Na l
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V Some superhero - Captain America gets beaten up by Metal Mickey! MI

•

1  8 M O  z z A r t  A1•1111_ 1 9 • 9 0

i i  W h a t e v e r  has happened to my favourite comic heroes?

Both Spidey and Cap have developed severe limps and,
on the Amiga, move incredibly slowly—perhaps they've
lost all their superpowers. In fact, I must wonder if this
was programmed by  a  dev ious supervillain, as  it 's

enough to make any Marvel devotee cringe with embarrassment.
Both C64 and Amiga versions feature jerky animation and appalling
horizontal scrolling plus some very heavy disk accessing (or a super-
slow tape mult iload too awful for words). And as in many other poor
beat-'em-ups you can succeed by repeating the same moves over
and over again as the supervillains aren't exactly super-Intelligent?
The only consolation is the free comic, but that hardly makes up for
the coma-inducing game.

Superheroes
would s eem p e r -
fect mat er ia l  f o r
computer games ,
but with the excep-

tion of  Batman most have been
dire, and Captain America has
now starred in two of the worst.
His latest is basically a beat-' em-
up wit h a  f ew subgames and
comic strip screens dividing up
the sections. These add-on bits
may seem interesting, but  turn
out to be not worth the loading
time, not  even on t he Amiga.
That leav es  t h e  beat - ' em-up
sections w h i c h  h a v e  g o o d
potential due to all the different
supervillains, but are crippled by
unbelievably s low response t o
the joyst ick.  Th e  C6 4  g a me
makes the best use of  the host
computer, but loading times are
bad. The tape version is a night-
mare with loads for each section,
plus the comic screens in betw-
een. Dy i n g  o n c e  res ul t s  i n
rewinding to the start of a mas-
sive tape.
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energy reaches zero, the other
is also strangely defeated, and
New York is nuked!

Purchasers of the game get a
free collector's  comic  (the fi rst
part of the 'Dr Doom's Revenge'
story), although C64 cassette
owners must send away for
theirs (it's too big to fit in the
smaller box).

•

O d a

PRESENTATION 60%
Excellent manual with superhero/vil-
lain biographies, free comic otter, but

horrendous tape mutilload

GRAPHICS 68(
1
/o

Detailed backgrounds, attractive
sprites, but poor animation

SOUND 44)%
Sparse FX.

HOOKABILITY 42%
The beat-'ern-up action is over-sim-
ple with too few moves available tome heroes.

LASTABILITV 52%
A fax-sized challenge. although the

villains are too easy to beat

O V E R A L L
4 8 %

A big disappointment for Marvel
fans.

ai rind cp4i
PRESENTATION 52•As

Lots of slow disk accessing, but the
free comic and good manual are

some consomme.
GRAPHICS 40%

Mediocre characters and back-
grounds. jerky scrolling, and pooranimation.

SOUND 30%
Sparse spot FX

HCMDKABILITY 2 4
6
/ o

Horrendousiy sluggish response
ruins unoriginal gainepkily
.LASTABILMf 32%

Tougher than the 64, but less enjoy-able_

O V E R A L L
2 6 %

Superheroes turned into geriatrics!
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HEAD SCIENTIST: Prof NORMAN NUTZ Phd,

Bsc, KR

R E S E A
.
* H  
E Q U
I P M
E N T
:  
C
6
4
,  
A
m
i
g
a  
A
5
0
0
,

Cray-2.
LAB ASSISTANT: The Geek

Npw I don't wish to get you all too eited but
actually got a letter. It's from Miss 7M Cooperand
she mentions something about doing a Best Adventure
Tames oft/it Eihtles, like what the arcade guys did
Oh aft right.- as if I hadn't got enough to do.

A D v E N
-
I w T O P

FIVE -
Amiga
1) Drak,khen (Infogrames)
2) Yournes:(Infocom)
3) huliana 3ones & 'The
Last Crusade
(Lucas-film/VS Gold)
4) Future Wars (Delp/line
Software/Palace)
5)Space Quest II  (Sierra-
On-Line/Activision)

Commodore 64 (cassette)
1) The Hobbit
(Melbourne House)
2) Mordon's Clues t

(Melbourne House)
, 3) Heroes Of gcarn

(Melbourne House)
4)Dracuta
,5)'Tower Of Despair
(Games Workchop)

Commodore 64 (Disk
only)
1) Zorkt I  (Infocom)
2)Starcross (Infocom)
3) Guild Of 'Thieves
Rain bird)
4)Dragon Wars I
,(Interplay)
5)The Hobbit
(Melbourne House)

THE HO D
OF SHADOW'
Electronic Arts, Amiga C24_99

I nspired by t e  works of •-

H P  L O Ye a U f t  -  a  r
sive, eccentric a
whose contributio
macabre fiction includ
'The Shuttered Room'
and 'The Call Of Cthulhu •
-  The Hound Of Shadow

(THOS) isn't, as you might
think. about Hank Marvin's mutt
but revolves around the occult
and demonic doings of 1920 Eng-land.

It transpires that a devil doggy
is about to leap into our
dimension and hound humans to
death. It's up to you to doggedly
mar the mutt's malevolent
mischief and send it back to the
hairy hell from whence it came
(B,arkshire?). •

Before you undertake
(probably not a good word to use
in the circumstances) this
terrifying task you may either
create a characor of your own to
play with, or Use one of three
supplied with the game.
Character creating is a complex

job but b a s i l  yiou cheose yoursex, nameit'a t i t l e ,  nationality
(American briiiiit ish),
profession (sit , i a s
i
t i l l k o c r a t ,
scholar, or private eye), and
skills (physical, social, acadeinic,
creative, logical, spiritual, and
investigative). Oncelou've
provided your character with the
basics, they (hopefully) hone
their particular skills as play
progresses.

The game begins with you in
your fiat awaiting a visit by youi
best friend - this character is the
same sex as you and, if interacted
with correctly, can be a great help
to you When he/she arrives you
both hop into a cab to attend a
seance. It is at this seance that
you receive an ink!**  of the

presence of the hound and get
dragged into doing something

ut it.
u strive to discover more
e Of t  happenings at the

ftedontyou're given

gt( S
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it take the tube or
to

ce n  catch a bus to places all -
around The BigSmoke. Walking
the streets is limited however, as
you're required to name (and go
to) your destination after only a
few Moves. This is for your •
benefit • THOS is  played in real
time an n o t  got forever
to corn a c t  the system
used t( S  is called
Timeli g a m e s  of this
type are f o r  release.

You interact with THOSusing
typed input and, although the
parser leaves a lot to be desired.
most commands are catered for.
'Lott is used very well to create a
believable atmosphere and is
enhanced by nicely-drawn
graphics.

At the start of THOS you're
guided a bit too much by the
game and have no real freedom
to do as you like, but as the plot
thickens so your freedom to
explore grows. Having the ability
to create and play with as many
characters as you like (only one
at a time though) means that
even once you ve completed the
game you can play again using
another character and their
different adventuring s k i l l r

-
A
i

ATMOSPHERE 8 1 %
PUZZLE FACT
INTERACTION
LASTABILITY
OVERALL

ary
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CHAMPIONS
OF KRYNN
SSI/US Gold, C64 (disk only) 2 9 9 9

K
r
y
n
n  
h
a
s  
h
a
d  
a

rough time of late,
what with the
Queen of Dark-
ness trying"
-
to 
o v e r -

throw the land,
and RaistKn •
Majere'- a one-

time friendly mage - almost
destroying the kingdom when
attempting to Itecome a super
god. Fortunately, the last few
years have been relatively quiet:
armies have been disbanded afts4
it is only knights who, from their
strategic outposts, remain per-
manently vigilant against evil
doings.

However, rumours of Draco-
nian devilry are spreadin0
(again) and as Krynn:k iVinies are
no more it's up to o r y  lolk
to patrol Krynnanctrepvt theite
findings. Unfortunately, as the 1%
1
,
plot thickens the evil grows and • •
eventually onlyoyou and your
party are all that stand in the way
of evil tyranny.

A party of characters is formed
at the start of the game (or should
you be in a hurry, you can use the
one SSI prepared earlier). Attri-
b utes include Class, Gender. Hit
Points. Armour Class, and so on.
A graphic depiction of each .
member of your party maybe
subtly chartged (colour of
armour, weapons, and hair, fob,
example) sogyou•May distinguigh
between characters when.in ani-
mated combat mode,

Controlled is with keys and
joystick, via options displayed at
the bottom of the screen. Each
scenario is depicted in a different
fashion, but all feature very nice
pictures (except for your being
shown as a square dot when
travelling over land). The

. I .

•

number of options available to
you are many and d ive rse 4 c
.
sp e -
cially in combat, although you
can let your computer take over
for you h e
lp
) .  -

'Hie first thing I noticed atotnit
Champions Of Krynn was the
alkful title music, thankfully the
stab of a key gets rid of it.
Gameplay is very similar to
Curse o f  The Azdre Bonds
(another Dragonlance RPGibut
this is no bad thing, although play'
can get a bit annoying from time
to time: ONE (I emphasise one
as I could only see a single enem)
in the graphic window) guywouldn't let me into the town of
'Mo t ! ,  so !decided to attack and
teach h im
.
a  
l e s s
o n ,  
H o
w e
v e t

when the combat screen
appeared I found there were act-
ually about 20 hobgoblins facing
my party of fouk: it was trouser-
changing time. Luckily, one can
run away when faced with such
an irnpossible situation,

Apart from the fact that only
one saved-ganw position is
allowed per character disk.

Champions Of K r
f
y r
o
c i s  a n  
e x F

lent RPG featuri agic. 011
Acts, datith, an intricate combat
system, depth and a very large
pia/area. It seems better than all
previous Dragonlance releases,
but then maybe I'm just getting
used to them. Whatever the
reasoy, I think Champions Of.
Krynn is a must for your collec-
tion.

ATMOSPHERE
PUZZLE FACTOR
INTERACTION
LASTABILITY
OVERALL

8114
86%
88 'Ye
87p/0
87%

• i a -

w • hat do you cadl

a moor that
isn't? No, not
a less but an
ex moor. And
it's here, in
deepest, dar-.
kesi Devon

(and Somerset) that an ancient
horror stirs. The very fabric of
time anaspace is attisk as forces
o f  good and evil prepare to bat-
tle. And guesrwho's in the thick
of it (but thankfully you've got
your trusty dog Sam with
you. . . just in case things get
woof).

While working in an archaic •
tomb your father, an expert •
Egyptologist (what's he doing •
diggin• in Devon then?), dies a
sudden and horrible dean. His
disappearance naturalliehites
concern and you Set oul to'dis-
cover what's become of him.

However, plunging you .
straight in at theleep end.

engon's Tomb begins with you

DEMON'S
TOMB: TH
AWAKENINq
Virgin/Melbourne House, Amiga £19.99

actually playing your father ash
explores .
t h e  
t o m
b .  
A c c
i d e
n t a
l !

- or so he thinks! - his lasno tips
over and ignites the dry leaves
that lie on the floor of the
tomb j u s t  4, the door slams
shut, He s fi t s '  has very littletime in w O d u r e  his records
in a place sa f ro m the now-rag-
ing fire, especially.if future
explorers are to learn from his
findings/There is no way to save
your father though, he's doomed
to die.

If he doesn't manage to save
everything from the flames
before they engulf him, comple-
tion of Demon s Tomkisirnperr

:sible Fo  rt nine I y , you regi Ye!
..the chance to play the prologue

again beforexnteritg the a d v
,
o n -

ture proper: •
In the mainarne- you play

Richard as hetArives to tliscover
what's happened to hiralad,
Mapping is fairly logical and
Demon s p a th  let • u  wander
around without a v i n g



SOFT
OPTIONS

Please send me the following titles: (ZZC2)
Title

SALE
064 CLEARANCE CASSETTES

Amount

SALE
054 CLEARANCE CASSETTES

SALE
064 SPECIALS

SALE
C64 SPECIALS

ACTION BIKER . ........ ..... 1 75 KNIGHTMARE 1 99 OIJEDEX 2.99 BETTB1 DEAD IRAN ALEN

P & P (if applicable)
Total amount

CHASE HO 6 . 9 0

Name
Address

Telephone No

SALE
064 CLEARANCE CASSETTES

SALE
064 CLEARANCE CASSETTES

SALE
054 CLEARANCE CASSETTES

SALE
054 CLEARANCE CASSETTES

SALE
064 SPECIALS

SALE
C64 SPECIALS

ACTION BIKER . ........ ..... 1 75 KNIGHTMARE 1 99 OIJEDEX 2.99 BETTB1 DEAD IRAN ALEN 299 CHASE HO 6 . 9 0 RENEGADE 2.99
CYSERNOID 2 ..„... ..... .... 2.99 LEADERBOARD ............. 2

9
9

QUARTET 2.99 BEYOK) TT* ICE PALACE ,,. 2.99 STINT CAR RACER 6.90 PREDATOR ........ .. ..... ..„, 2.99
cHuoaE EGG   2 . 9 9 LAS VEGAS CASINO . 2 99 RETURN OF THE JEDI _ 3.99 ENING DAYLIGHTS 2.99 ROBOCOP ................... 690 TOP GUN 2 . 9 9
COMBAT SCHOOL .. ..... .. 2.99 urn.' COMM'S PEOPLE 2.99 RICK DANGEROUS 6.99 ENDURO RACER .......... 2 .

9
9

CASA' 6.90 RAMPAGE 2.99
EYE OF BORAS ....,- ....... 2.99 MAGNETRON 2.99 LAZER SOUAD .... ....... .... 8.99 CAPTAIN BLOOD 3.99 OP THUNDERBOLT ........ 6.90 SHORT cmcurt 2.99
FOOTBALL DIRECTOR ... 2.99 MA TORQUE 2.99 SMXION 2.99 CYBERNOID ......... ___ 2.99 TURBO OUTRUN 5.90 HYPER SPORTS 2.99
THE COMES CREATOR _. 2.99 MINI GOLF 2.99 SIGMA? 1 . 9 9 ELIMINATOR 2.99 STRIDER 5 . 9 0 IK+ 2.99
FRANIRLSTEIN   2 . 9 9 MIMII VICE 2.99 SLANE 1.99 ARMY MOVES ...._ ......... 2.99 GHOULS & GHOSTS 6.90 SUPER SPRINT ..... _..... 2.99
GOTRIK _  ....... __ ..... _.... 2.99 MIND SHADOW 2.99 SUPER SPORT ........ 2,99 ACTION FORCE „-_,........, 2.99 WU STREETS .._ 6.90 PING PONG 2.99
GAME OVER 2 . .  . 2.99 MOTOR MASSACRE 2.99 SABOTEUR 2 ............... 2.99 ATHENA 2.99 SNARE 699 TOOBRUK . . . 2.99
GARFIELD 3 . 9 9 NIGHT RAIDER . 3.99 SHADOWS OF MORDOR . 2.99 ANDY CAP? 2.99 BkLISTIX 6.99 THUNDEJIBLADE .-____ 3.99
HOPPING MAD   2 . 9 9 NEBULUS 2.99 SKATE CRAZY ............... 2.99 ANNALS Of ROME 4.99 VENDETTA 699 TRACKER . . .. ............ ... 2.99
IKARi WARRIORS 3 . 9 9 NETHERWORID . 2.99 STREET HASSEL 2.99 BOBS FULL HOUSE . 3.99 BLUE ANGEL ..... . . . . . . 699 UNTOUCHABLES 6.99
INDY JONES/TOE DOM . 2.99 PAC LAND 199 SORCEROR LORD 399 CHAMP BASEBALL 2.99 COBRA , . 2.99 BATMAN THE HOME 6.99
IMPLOSION   1  99 PINK PANTHER 3.99 SIDE ARMS ... 2.99 BASKET MASTER 299 THE GREAT ESCOPE 2.99 TOM & JERRY 2 699
STAR GLIDER 2 . 9 9 PASSING SHOT 399 STRIP POKER 2+ 3.99 BOMBUIAI. ................... 3.99 STREET FIGHTER 2.99 BLOODWYCH ............... 599
JACK THE NIPPER 2 - . .  2.99 OIONAWA ...... .......... .. 2 99 SIDE WALK . . 2.99 BLOCKBUSTERS.. 2.99 SPITFIRE 40 ,„ ...... _. , 2.99 I JONES LAST CRUSADE . 6.99
JOE BLADE 2 ..._ ..... _  2.99 ACTION SERS10E .... ....... 2.99 STAR RAIDERS 2 2.99 BATTLE FOR MIDWAY ... 2.99 SPOOKED ,.._ ..... . . . . .  ... 2.99 ALTERED BEAST - 6.99
KNIGHT GAMES? ...... ..„ 2.99 IMMOLATOR 3 . 9 9 SXDOL DAZE 2.99 BLASTEROIDS 3.99 MYTH 7.99 POWER DRIFT ,  .. ....... ... 6.99
KRYPTON FACTOR ___  2.99 GRANGE HILL . 2.99 SUPER WONDER BOY _. 6.99 BIGGLES . 1.99 HARD DRIVING 6.99 NEW ZEALAND STORY ... 6.99
HUNCHBACK 2   2 . 9 9 TIME SCANNER 3.99 GUNSHIP _  ....... _ _ . 9,99 TOOBIN 6.99 NINJA WARRIORS ___,_ 6.99
NODES OF YES00   2 . 9 9 HOLE IN Ott  _. . . . . . . 2.99 TOP FUEL CHALUERM .. 2.99 DAN DARE 3 6.99 THUNDERBIRDS ..... ..... .. 6.99
PHANTOM OF ASTEROIDS 1.50 KANE . 1.99 THUNDER  CATS 2.99 RACK EM 2.99 RETRO GRADE ............. 6.99 SHINOBI 6 . 9 9
PRESIDENT IS MISSING . 4.99 OLI & USA . . . . . . 1.99 VIEW TO A KILL 1.99 EAST BREAK 2 . 9 9 MICROPROSE SOCCB .. 9.99 REAL CHOSIBUSTERS _. 6.99
SPEEDKING   1 . 7 5 GREEN BERET ........,......,... 2_99 THEATRE EUROPE 2_99 MOORWALKER 6,99 BOMBER .._......., ..... ... 7.99 I  K 0 ....... .________ .... 2.9999

SALE TIME AT SOFT OPTIONS -  CAN YOU AFFORD TO MISS THESE.
ALL ORDERS SENT 1st CLASS POST, P&P UNDER E5

75p, OVER E5 P&P IS FREE
IN STOCK ITEMS DESPATCHED BY RETURN

THE BIZ
TYPE, BATMAN,

DOUBLE DRAGON.
OPERATION WOLF
OUR PRICE £9.96

FOOTBALL MANAGER 2

EXPANSION KIT
ONLY £6.75

100% DYNAMITE
DOUBLE DRAGON

LAST NOLA 2,
AFTER BURNER.
WEC LE MANS
ONLY £9.96

TV SPECIALS
BLOCKBUSTERS

EVERY SECOND COUNTS
KRYPTON FACTOR

NOW £5.95

BEST OF ELM VOL 2
PAPERBOY. GHOSTS N

GOBLINS, BATTLESHIPS,
BOMB JACK II

ALL 4 ONLY C3•95

MANIC MINER

I T  SET WILLY
BOTH FOR £3.95

THEY SOLD A MILLION
DECATHLON. BEACH-HEAD

JET SET WILLY
STAFF OF KARNATH

ONLY £395

SOLID GOLD
GAUNTLET, ACE Of ACES,
LEADERBOARD, VvINTER
GAMES, INf II TRATOR
ALL 5 GAMES E3.99

SUPREME CHALLENGE
FOOTBALL MANAGER.

HANDBALL MARADONA
WORLD CHAMPIONS,
PETER BEARDSLEY'S
SOCCER SUPREMO

ALL 5 GAMES C6.99

STATESIDE SMASH
RAID ON BUNGLING BAY

SPELUNKER
STEALTH

CHOPUFTER
ALL 4 GAMES E3.99

WICKED GIANT GAMES PACK
CONTAINS SO GREAT

ARCADE ACTION GAMES
TOO MANY TO LtST
EXCEL!. ENT VALUE_

£6.58

SOFT OPTIONS
6 HOPE STREET

HANLEY
STOKE ON TRENT

TEL: 0782 204269
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to do anything to begin with. •
However, as you stroll, the clock
ticks on. And as there's a time
limit to this adventure, it's best to
get down to business quickly.

A good atmosphere is created
using adequate text descriptions
and attractive graphics. Humour
nestles nicely in the prose; unlike
many adventures it doesn't thrust
itself at you but gently touches
your arm, leans forward and
whispers jokes in your ear some,
of which nearly made me, laugh,
Try typing in Staire . t h e n
hang on to y o
r i i vAs well as k  • ,

ADVENTURE
HOTLINE

Do you play computer adveniares?
Have you ever been laced with a
seemingly impossible situation?
WE CAN HELP

Our adventure rescue
team work 7 days and 7
evenings a week and will

be pleased to answer
your queries. Open
noon till midnight.

Vvre offer help with any
games or any computer

- so if you are tearing
your hair out ring this

number now!

0898 338 933

•  • •

Examine routine (although you
have to be carrying items before )
you can examine them),Denton's Tomb also includes a
Think About feature which
allows you to er w e l l ,  think
about items and people you've
seen or met in the game. This nice
little feature provides more clues
about your surroundings and
experiences.

Although m •  • roblems and
s s e n s i b l e ,
t l o g i c a l  but
o I  being able to

e across boggy
drags yOU

dog can I found
Ahd, whilst amid
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being. n v o r te d  to a different
l,ation. Very odd, particularly
as theres no indication of Acing
a magic wood.

The ability to customise the
screen (40160/80 column, two eol-
umns of text, and Text or Menu
optiOnlis great and Demon's'1 amtltWattires many more really
useful options; user definable
abbreviatioat(such as defining X
for Examine), undo last move,
previous line recall and edit, and
ramsaveil cad. The Text or Menu
option is most useful; playing in
menu mode (pick' n•click • basic-
ally) provides clues to playing
'cause all examinable and Think
About objects are listed, plus all
verbs and adjectives available.

The p4kaging claims that
Demon's Tom bffe4ures 'Some
of the toughest, prMWiris you'll
ever tacklif„liorrthis  wasn'ttrue, as Mb sure • won't be for
any seasoned adventurer (if!
were any mort seasoned I'd be a
Madras), 1 %
.
1 2 n e t h e l
e s s .  
t h e  
g a
m e

is good. I n d  it a little easy to
make progress but thoroughly
enjoyed my romp through
Devon •  w e l l  who wouldn't?
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ATMOSPHERE 7 8 * / o
PUZZLE FACTOR 6 4
1 )
/ 0
INTERACTION 8 0 %
LASTABILITY 5 9 %
OVERALL 7 5 %

DAY OF THE
VIPER

• Accolade, Amiga E19.95
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the human race
Wilds a mega .
machine only for it to
go berserk and
become a throW to
its creators you'd
think we would have

learnod our lesson by now. But,
oh no. here we go again . . .
' G AR was built to carry out all
those tedious deep-space tasks
that Man couldn't be bothered
with: mining, piloting cargo
ships, aud so On. A cross between
human and machine, GAR's bril-
liant bio-technoid mind eventu-
ally blew a fuse (probably&
through boredom) and it's cur-
rently busy creating mega-
weapons so ircan destroy all
biological life (it even surrounds
itself with a protective force: a
GAR-field). GAR is planning his
extinction of human life from the
relative safety of cold, lifeless
planets at the edke of our galaxy.

While cruising through deep
space in your attack frigate a dis-
tress signal interrupts your rain-.

ay back in
ZZAPI. 314
rather •
enigmatic
character
called Nik
Wild
(Superman

Ian and Blue Peter Gold badge
winner). reviewed Moebius, the
prequel to Winchvalker. It
received a cool reception and was
awarded a mere 48%. Two years
on, have Origin improved this
sequel enough for it to smash
through the 50% barrier

The Emperor of Khantun,
Chao Ti , has been imprisoned by
the evil Warlord, Zhurong and
his Alchemist sidekick. Shen
Jang. These two tyrants are rul-
ing the once-prosperous Khan-
tun in true, cr.. tyrannical style
You know the sort of thing, send-
ing menfolk to work in the jade
mines, making sex-slaves of
women, killing all who dare defy
their rut . n g i n g  forth evil
demollWa ramajikthe land and
suchliks, — 1 1
0
- 1
5 %

Moebius. the 414eeing, all-
powerful one, has decided that
Shen and Zhurong must be stop-,

derings. Earth's defence base has
been attacked and GAR is sus-
pect number one. An all-outstrike is consider ' L e
(wouldn't ya knovilr) and it's
deckled that oas ship - Yours -
may just be able to enter GAR's
defences undetected. It's times
like this you wish you'd left your
cdrnmpnications switched off. •

You're told•that back-up disks
of Earth's defence system are
stored at the besieged base anct,
as your ship comes equipped witha remote-control-a Viper Droi
led atick um y ou're  volun-
teer_ g o  and sortahe situation
out. e  ide f  u r  Viper to
bea ctoWn o ha n d ,  con-

. trolled by .yob from the' safety ot,
lour ship, find the disks
reboot the defence system.
Unfortunately yourdyiper ,
aitt damage durin

more difficult.
eion amaking you

The screen very n catty displays
your view of the base (as seen •
throughtVipers unfeeling eyes)
plus its various systems. These

a
t

INDWALKER
Origin, b64 (disk only) E19.99; Amiga £29.99

ped and the rightful Emperor putback on the throne. Only right
and proper'. I hear you say. But
does Meby tackle the situation
himself! Does he use his incredi-
ble powers to put right wrongs?
Nol He gets some untrained,
inexperienced disciple to do his
dirty work for him w h i c h  is
where you come in.

Before you set out on the long
and arduous road toward freeing
the Emperor and gaining a bit of
enlightenment along the way its
a good idea to indulge in a spot of
combat training. Becoming
proficient in both armed and
unarmed combat against a vari-
ety of foes not only prepares you
for future fights but also rewards
you with greater attributes
(karma, honour, body, and
spirit) for when your journey
begins.• Once in the adventure proper
you control a head icon of your-
self as it jerks through interesting
landscapes and dull indoor loca-
tions. All characters are depicted
in a similarly heady way, except
when at sea where a boat icon
takes over.

While wandering, you talk to



; include a SC4nner direction indi-
cator. computerised jotter for
making notes on your surround-
ings, laser, shields, and inven-
tory. A ll of which a re
.
i c c  d

using the old point 'n
routine..

You4ave fivtlytitt s  con-
sisting 6141Ve fit5 1'reatuling up
to fifty rborns each to search for
the five disk,. Number five is
definitely alive in this game!

Not only do yot 'have to find
the disks but also keep y o u r
-
d r u i d
in good repair and maintain
eneriy levels (made all the more

14 lb

other characters, fight a variety
of adversaries, pray for help and
find objects such as money, -
health clixiN and scrolls to help
you on your way. The idea is that
you remain a good Flisciple and ,,tos
not indulge inTlishbmsurable
deeds such as stealing or running
away from fair fights.

Controlling your head as it
jerks around the play area is par-
ticularly boring - especially when
indoors - and communicating
with other characters takes an
age. Combat is more interesting
but animation remains jerky and

difficult by the base'stiktence sys-
tems and GAR's secunty
mechanoids). A ll functions -
such as scanning, using shields,
and firing weapons - uses energy
but, fortunately, energy-givin'g
crystals are to be found in the cor-
rident. Also to be found 'lying
around' tire colout--coded pass

, keys for access t t  equivalently
colour-coded rooms, and various
spare parts for maintaining
Vipet.

All in all, Da l  Of Ihe Viper
seems quite statl-of-the-art.
However, early it i l9  a  game 7

limited a it-moves soon induce
yawns.

Tee research into oriental
medicine, alchemy, archaeology
mythology, and so on has obvi-
ously been extensivq, but it's
rendered uninteresting due tO
simplified gameplay.

Windwalker suffers the same
fate as its predecessor. Moebius
in that it features some poten-
tially good ideas but remains
flawed. It's just too slow and
unrewarding to warrant perse-
verance.

Differences between Amiga

LALUM1111

• k m . -

1 1 . 1 . 1 1 0  r
A

called Slaygon was released for
another 16-bit machine begin-ning with an A. Reviewed in our
sister mag, The Games Machine,
it was reported to have been
created with a utility called G M
Basic. The authors of Slavgon,
John Conely and gnies Oxley, -.I
are credited for Day Of The
Viper and, if memory seryes (and
looking at the screen shots of
Staygon), this is an incredibly
similar game. Charging £19.95
for a game that's two years old
(and doesn't seem to have been

I ri...
11

and C64 versions are minimal,
restricted to the quality of sound
and-grapffics (generally disap-
pointing for the Amiga) and the
ability to use a mouse witlIthe 16-
bit rendition,
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PUZZLE FAcIOR
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updated) is a hhsusp
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the urge to Ili m o r e
corner and n e m *
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SCIENTIFIC
SUG G ESTIO NS

Hobble gobble. Geek here, just to
say I haven't gone for  good -  it's
just that Norm nicked all my space
for  extra reviews. I'll see you all
next m onth w i th lots of tips and
Clever Contacts. Before 1
9 0 ,  W a r -ren Lee Melia asked me to amend
his list of solved adventures

Shadows of M ordor. Guild of Thieves.
linkte r. Enchanter,  Sorceror.
Warren Lim M elia ,  I  Thornhill Avenue ,

Blackburn. Lancs. el31 4 EL

48%
42%
12%
24% j
39% 1



LEGEND
Origin/MIndscape, C64 (disk only) El  9_99

-  he kingdom of

elves, magic and

Ashtalarea is one
shrouded in a history
of dwarves, ores,

mystery. A kingdom
o(adventurers, by
adventurers, for

adventurers. I f  you're not the
type to settle down and earn a
decent living, trading or farming,
then Ash talarea is for you:
Inhabitants offer rewards for
quests successfully undertaken.
priests offer their healing powers
for wounded heroes, and weapon
masters offer training in the art
of surviving. I f  not for all the
enemies wandering around,
Ashtal area would be a great (and
safe) place in which to make a
fortune as an adventurer.

As with most R Kis your first
task is to create characters with
which to explore Ashtalarea.
You can ereate as in
-like but only play
maximum of six,
do this to give a be
surviving). Charae
issxtensive and time n s u
but interestirtg. It features
gender, class, and all other
options usual with this style of
game yo u  can even edit graphic
depictions of your heroes..

Play begins at a tavern in the
town of Brettle a t
hostelries s ü c i t  you
may save you t i n
(achieved by n i g h t ) .
Most Inns char &  B so
you need gold t o w '  a game.
However, should you be skint.
you may risk your inventory (and
worse) by staying in a free but
sleazy hostelry.

In towns you discover all •
manner of retail outlets (weapon
smith, armourer. and shops)
froth where the wealthy

adventurer may purchase most
items required for a successful
quest. As you wander around
town you and your party are
depicted as a spinning helmet.

Once you've seen enough of
town life (and armed yourself as
best you can - weapons can be
very expensive) it's time to
venture into the wilderness in
search of a quest or two.

There appears to be no real /
goal in Knights Of Legend, apart
from becoming a successful
adventurer and earning lots of
gold (enough of a goal for
anybody, I suppose).

The game is played using keys
only, or keys and Joystick, tochoose actions from an icon
panel at the bottom of the screen
(these change to suit your
l i f t la t io n )

'the Amplaints .
six minutes and seven

swaps to load the game. It
hen took me five hours to create
wo characters, walk around

Brettle, buy a Mt of armour, and
return to the Inn to save my
game. There was no challenge
during this time; only the,
impulsion to visit every building
just in case it contained
something of import (which it
usually didn't).

Communication with NPCs
(Non Player Characters) can get
c o n fi r
s
s in g ,  
a t  
o n
e  
p
o i
n t  
I  
a
s
k
e
d  
a
.

guard abouta certain person he'd
mentioned, from which he took
me to he that person and
proceeded to give me a task to
complete.

I came acrois a crumbly old
castle on the road and it took tour
disk swaps to get in.

Text was hard to read, even on
a 1084 monitor.

There are good bits as well•

epicting your success a combat
or displaying buildings or
characters they're very good.
Scrolling is very fast and smooth.
and the game has a huge play
area.

In fact, although when !set out
on my initial trek through
Ashtalarea I thought I'd die of
boredom. thk more I progressed
the better the game became.
Extensive combat commands
(such as panic, headbutt. Runch,
slash, and berserk) make Mir
interesting - even exciting -
conflicts. And the teachers of
magic, weapon skills, and the
todd arena where you can prove
your worth and up your grade as
an adventurer all add to the
depth.

The player's handbook is quite
hefty and requires reading

thoroughly but the reference
card speeds up initial plays. I f
you have the patience of Job then
Knights Of Legends incredibly
slow gameplay system won't
bother you too much and you'll
be able to enjoy the game for
what it is; if you're not patient.
forget it! Did I mention that the
graphics arc really good? (Yes -
Ed)

Really-useful information dept:
K ruins Of Legepq modules are
planned, through which you'll be
able to explore four more
Kinedoms.

ATMOSPHERE
PUZZLE FACTOR
INTERACTION
LASTABILITY
OVERALL 1

68%
71*/0
76%
61%
71%

GOMING SOON
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For too long my plotting against the vile ZZAP! crew has been
confined to the Scores page. Satisfying as it is to erase their
names from the score tables, I crave a more humiliating way
of exposing their feebleness. Yes, another ZZAP! challenge is
needed. Pressure from my allies writing into the Rrap has
finally forced the cowardly team to accept a contest.

I am determined to be victorious and have picked a brilliant
challenger from Liverpool. Andrew Roberts is one of the top
tipsters contributing to Pig In A Poke, and a master of games
such as Armalyte, Citadel and Snare. He's also contributed
articles to ZZAPI, such as technical pieces on CM reset
cartridges and pokes.

Inevitably, Z7API's most foolishly big-headed gamesolayer
-  Robin 'Fly Me' Hogg - has volunteered to take on my
formidable challenger. After long and protracted negotiations,
during which Robin keeps mentioning Dropzone and Insects
In Space, it is finally decided the challenge game shall be
Thalamus's mindbending Snare.

The Welshman hasn't a prayer, and I'm planning some dirty
tricks
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S N A R E :  T h e
G a m e

Snare just missed out on a
Sizzler back in Issue 57,
earning a worthy 88%. The
puzzle/arcade action
involves finding your way
through a maze to an
interlevel teleport. This
apparently simple task is
made infinitely more
difficult by a combination
of lethal walls, holes, and
aliens, plus the various
coloured floor tiles which
affect your ship's speed
and its ability to jump or
turn. On some of the
game's twenty levels,
switches must also be
activated in order to
access other parts of the
maze, and on certain levels
your ship is unable to stop!
Snap 90 turns  are
disorientating and can
easily make you dizzy.

Cameron tries out his new platform shoos.
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the challengur arrives
promptly at 9:30am after a

marathon train-trip from Liverpool
Bravery indeed, as the country is
being battered by heavy storms
and a town near Ludlow has all but
disappeared under water. Of
course, the Hogg man is late, sadly
not due to his being swept away by
a floodtide, but rather his usual
Inability to wake up in the
mornings.

Once he does crawl into the
office he greets the challenger with
a grunt. if only to swipe the
cartridge pokes Andrew has
brought with him. The standard
ZZAPI wimp junk food is duly
bought from the shop below, and
while the two are munching away I
subtly introduce the subject of
what a 'difficult' game Snare is.
The still half-asleep and very brain
dead Welshman naturally boasts
that it's 'easy' and loads the game
to show us his brilliance. My plan
is working and Andrew pays dose
attention to all Hoggy's tactics.
This is going to be too easy . . .

But once Robin has rapidly lost
all his lives, Andrew takes hold of•



the joystick and shows off his own
tactics! It takes a strong frothy
drink of Vim to stop me from
blowing a circuit. The vanity of
these loystick-wagglers Is truly
amazing, such vast egos are
incredible to behold. Several
hours pass while the two play the
game, always putting back the
challenge until they've had enough
practice. Since the Welshman has
all intelligence of a microwaved
pea, I feel certain he is getting the
most of this sharing of gametactics.

I  t's after lunch that the challenge
finally begins. Heavy play on one

of the C64s by the quick tempered
Hogg has temporarily reduced the
ZZAPI office to a single C 128. This
means there can be no
simultaneous play -a factor I plan
to make use of later,

With the bold, if completely
untrue boast that he doesn't need
a warm-up game Robin goes
straight into his first challenge
game. He is typically tortoise-slow
taking the extremely easy first level
-  the one where green arrows
show the way to the teleports. A
concemed-looking editor urges
the Welshman to go faster, and at
last he seems to wake up,
increasing speed on level two. His
success soon goes to his head
though, and he begins boasting to
Andrew that it's too easy. Andrew
takes advantage of Robin's
chattiness to engage him in
conversation about the relative
speed of multiloading on the disk
and turbo-cassette versions. The
Welshman soon begins arguing
the toss about whether disk is

A A concerned challenger watches the Hogg In action.

three times, or merely twice as fast
as the speedy cassette .  . arid
completely misses a jump.
'Smashing.' comments Andrew.
'just keep it up! Arid Hoggy
promptly loses yet another life. His
game is falling apart before my
very eyes!

On the next level he pathetically
cries. 'I've forgotten something'
and has to retrace his steps. On
level five he forgets the most basic
thing of all - the order in which
three coloured switches are
thrown to build a bridge to a
teleport. Simple enough you may
think. Round and round he goes,
trying new combinations while
Andrew smugly offers to tell him
the 'right' combination. Sadly, the
Welshman lucks onto the correct
order and teleports through. Now
he is onto lots of little platforms,
making jumps all the time while
emitting a strange ' mmming'
soUnd, almost like a squealing pig.
Very strange.

As Robin begins to pull himself
back together Andrew gives terra
very light, congratulatory pat on
the back. To which Robin
responds with typical charm: 'Oh.
what's that black eye you've got?'
Andrew laughs at this, and they
both agree that Rod Stevens
should be 'shot' for the murderous
level six. Lives soon begin to be
lost at a rapid rate, but in the end
it's the ten minute time limit which
brings Hoggy's go to an end with
128,520.

Confident challenger Andrew
gets off to a flying start, jumping
over the first gaps at top speed
and blasting the alien with real
purpose. 'Into level two in 30
seconds,' my proud challenger
boasts, drawing a strange grunt

from Robin which can be
translated (politely) as 'shut up'.
Levels two and three take little
longer. Even the Ed grudgingly
remarks how fast he's going.
Andrew responds by taunting
Robin with the fact that he only got
to level six, and then loses a life.

'You've sabotaged the
joystick" Andrew accuses the
Welshman, only to lose yet
another life, I urge him to get back
into the game, but then the ZZAPI
team's dirty tricks begin. Ex-
ZZAPI art person Mel Fisher walks
in to make some disruptive
comments before wandering
away. Another ship nosedives into
the void, drawing a cackle from the
hideous Hogg. Andrew throws a
mock punch and looks back at his
screen in time to see a collision
with an alien ship. 'I'm ecstatic!'
cries Robin, drawing lethal looks
from Andrew and myself. Seconds
later a wall is clopped and I begin to
reconsider my tactics.

No sooner than Andrew finally
gets a grip on his game, CRASH ' s
Nick Roberts comes in to look for
some Amiga games. Andrew skirts
death by millimetres to complete
level six with 71,000 points and
two minutes left on the clock. Time
•s tight. Level seven begins with
some slick switch activating, but
Andrew forgets the brakes and
drops down to lose another life. A
minute and a half left, and the TOM
crowd come in. Warren 'Wazza'
Lapworth wants to know ' what
fool designed the status panel' as
he squints at the confusing
numerals. Asher! debate is started
once the game is over as to what,
exactly. Andrew's score '&90,925
is the final decision a  hideously
untaor loss for my brave challenger.

Robin: 1 2 9 , 5 2 0
Andrew: 90 ,925

I  decide it's time to get serious,
and advise Andrew to play the

next game so he's still 'in the
groove' from his last match. The
Welshman foolishly welcomes thi
sand struts over to his desk to read
a Heavy Metal magazine, as if the
match were already over. Andrew
is still grumbling over his loss,
blaming the joystick as he
effortlessly runs through the first
levels. Robin looks up from his
magazine to condescendingly
congratulate Andrew on a 'good
shot'. Andrew scowls and says
he'd have won the first game if it
wasn't for Robin's sneaky tactics
-  'bribing people to come into the
office and distract him',
Undoubtedly true, but arguing
leads Andrew into a sickening
error; he misses an alien and it
begins to circle ever closer until his
shop is reduced to debris

Andrew pulls himself together
though, and not even the
reappearance of Wazza wielding a
ZZAP! binder as a weapon can
distract him Robin feebly calls out
'come on, Andrew' to make hem
miss a jump but it's too late.
Andrew scores 132,890 and
shakes a fist at the whingeing
Welshman to celebrate his
magnificent performance.

Robe) finally puts down his
magazine and sits down before
the C128. He's finally realised it's
far from allover and is looking a bit
green about the gills. Fire is
pressed and he nervously
exclaims, 'Come on, come on. I
can't playa blank screen,' as the
first level is prepared. He's a lot

Watz.e, Dom, and Hoggy give Andrew some helpful advise on
where he should be going.
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I've scored more goals than Footy Phil's had hot dinners (not
that many then -  Phil). And I'm sure that with my superior
dribbling and shooting skills I can easily tackle Phil and boot
him into touch.

Name
Address

My best victory (against International computer opponent) is

slower than Andrew, looking for
bonuses; 'I can hear them, but I
can't get them,' he moans.

'Yeah!' he feebly boasts at
getting through to level two and
begins making strange fish noises,
gumming his lips together as he
plays. Not event had realised how
fragile his mind was until now.

Amazingly Robin remembers
level five's three switch sequence.
'Copying off me,' Andrew points
out. But level six costs the Hogg-
creature two lives, and Andrew
keeps up the pressure - 'That's
my tactic!' he says. Robin looks
around, then back to the screen
arid complains that he's 'lost
direction', What a pity .  ,

By now his sloppy play has lost
so much time it's virtually all over.
He swears at a robot for not
moving into his line of fire, then
jumps into the void twice in quick
succession. 'A major
miscalculation,' he mumbles as
his score is taken down- 111,015.
Round two to the challenger! I look
into the Welshman's piggy eyes
and see the spectre of total
humiliation lurking. By day's end I
expect to see him finally caned
away to the padded cell he so
obviously requires

Andrew: 1 3 2 , 8 9 0
Robin: 1 1 1 , 0 1 5

I  mminent defeat brings a distinct
shiver to the Welshman, which

he blames on the 'cold office' and
turns up the heater to make it even
more stiflingly hot. The Ed looks
V The Welshmen finally flips, but Andrew its determined to keep

playing,

•
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little less worried and insists Robin
play his next game now, copying
Andrew's tactic of playing one
game after another. Robin breezes
through the first levels, but on four
he misses a switch, compensates
by picking up a bonus, and then
cleverly loses it by dying before the
end& the level. He finally scrapes
through to level five only to take a
millennium to kill an alien, and then
skillfully collides with a wall. On
level six a ship goes sliding over
the edge, but his score is sadly
ticking over upwards.

By some foul mischance
'Hoggy' gets onto level seven, the
rapid snap-turning of the screen is
beginning to make me dizzy and
somehow a formidable 131,750
points are amassed,

Andrew takes a few moments to
adjust to the game, almost
seeming lost as he wastes time
killing an alien But then he gets
into it and goes flat out, leaving no
room at all for errors. On level two
his sprite seems to overlap with an
alien, and there's a similarly close
encounter on level three. 'It's only
a bit of fun.' he claims through
clenched teeth.

Whizzing over the ' whoop-de-
.doos' (Robin's brain-damaged
name for lots of jumps) Andrew is
looking impressive. After three
minutes he's onto level four. He
slows down for this level's maze,
only to miss a switch when
jumping and has to repeat the
manoeuvre. But he's soon blasting
the final alien and drawing yet
another unrepeatable comment
from Robin. The next four levels

Nk,

goo

are swiftly loaded in and Andrew
prepares to cook the Welshman's
bacon once and for all. A
depressed editor picks up the
phone to call official photographer
Cameron Pound.

Four minutes thirty seconds to
ga, and it's level six. Andrew starts
badly, dropping down a gap. But
twenty seconds later he's
completed it and arrives at level
seven with 100,000. At this point
Robin shouts out 'cheat', claiming
Andrew's only using the right
joystick button. Obviously he
knew the left one was faulty.
Andrew strives to ignore the
heckling, but is stuck on a platform
trying to shoot an alien on the other
side. Finally he decides to leap the
gap and take a chance - the
infernal alien gives chase and
while pursued Andrew runs into a
wall. It's all over - Cam walks in
just as the final score is noted
down, 114,485.

Robin:
Andrew:

Atk

A s Cam swiftly sets aboutimitating a typically abusive
paparazzo in a 1911 ' F i t '  T-shirt,
celebrations over the final score
are obscured When Robin asks if
he's really won I break the news to
him that he hasn't. A mad gleam
comes into his eye and he stasis to
wrestle with an inflatable
crocodile. Clearly worried the Ed
re-examines the scores and tries
to correct' things. At this point I
suggest a interphasal, Einsteinian-
Scorelord time warp mixed up
Andrew's second and third
Scores, The idiotic Welshman
instantly agrees with my perfectly
logical explanation and prepares
to jump out a window a t  last.
full success! But no. heavily
chopped liver knows more physics
than the Ed and having come so
dose, I am defeated!

The final score is two rounds to
one and I leave the room to
console myself by dissecting live
spider-monkeys from Alpha
Centauri - the resemblance to
Robin Hogg is quite startling.

A
ckon you could do better? Well, Phil 'Footy' King is limber-
up in the changing rooms, preparing for a Kick Off

miga) match against an 'on the ball' ,17.AP! reader. If you're
chosen as the challenger you get to come up to Ludlow (Phil
insists on playing at home) and, win or lose, you'll sure to get
some great prizes. And don't forget, football is played by
both sexes - so come on female readers, get your footy boots
on and prove to Phil that football isn't 'a man's game'!
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BERT PLUMBER: Oi Bill, stop playing that computer gammie and
come and help me with this U-bend.
BILL SEWER: No thanks, mate, I'm having too much fun sticking
all these pipes together. Oh no, the yellow gunge is coming!
BERT: Fli ppi n' eck, there's enough mess in here already. Now pipe
down, and bring your monkey wrench over 'ere,
BILL: Darn, the gunge has come out the end!

, BERT: Oh buggerthis leaked pipe, I'm coming to seewhat all thefuss is about.
• BILL: This game's great, Bert. Have a go in two-player mode!
• BERT: Okay, Hey, watch where your putting yer bendy bits!
; BILL: Cor blimey guy, what a long pipeline.
BERT: Now that's what I call plumbing. It's so realistic I can even

'feel water on me face e h ?  Crikey, the room's flooded, what
• are we going to do?

I
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NERT: Good idea!

Yep, Empire's Sizzling puzzle
game Pipemania is slightly
addictive! And for those of you
yet to be driven round the bend
by it, we've set a nice little
brain-bending puzzle for you
to solve in this contorted
comp. Still, there's a great
incentive: in the pipeline for
the lucky first prize winner is
an amazing Atari Lynx hand-

eld console with full colour
CD display.
Only slightly larger than a

video cassette the Lynx is the
Amiga of the console world. Its
3.5-inch, flicker-free screen
can display up to 16 colours
from a palette of 4096, with an
infinite number of sprites. The
free supplied game, California
Games, features the most
'realistic computer-generated
wave ever simulated on a
home system'. The amazing
effect is done via thousands of
tiny sprites and hardware
'zooming'. What's more, up to
eight Lynx machines can be
linked, for huge multi-player
games where each player has
his or her own view of the
action. Already there are some
great games available, com-
ing on credit card-sized game
cartridges which can have up
to eight megabytes of mem-
ory!

The Lynx is a sensation and
can already be bought in the
States. A limited quantity will

be available here around April,
but not until Xmas will the E150
machines be on general sale.
Until then importers such as
Micromedia are filling the sup-
ply gal
,
.

Micromedia also import the
Nintendo Gameboy, another
superb handheld console,
which the first two runners-up
will win. The Gameboy has a
monochromatic LCD screen,
stereo sound, and a fast grow-
ing library of amazing games
converted from the standard
Nintendo. Even smaller than
Lynx, the Gameboy has been
doing phenomenally well in
the States.

And finally for the next 15
runners-up there's a copy of
the fantastic Pipemania — but
remember to state which
machine you own!

To win, just study the
spaghetti junction of pipes
here and work out which pi
lynx (groan!) the Empire
plumber to Micromedia's
handheld console.

Glue your answer to the
back of an old stopcock (or
envelope) and post it to PIPE
UP FOR A PRIZE, ZZAPI
Towers, PO Box 10, Ludlow,
Shropshire SYS 1DB. Entries
must reach us before the
dreaded yellow gunge arrives
(April 30th).
(Micromedio's adatess Ls. 83A M O
Cop, Shrewsbury, Shropshire)
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"A sure winner with the official C011iVeirSiOn to the
home computer," COMPUTER GAMESWEEK 'A  very
enjoyable and addictive game T h e  best conversion
I have seen on the  Amstrad." • . '
-
' •  ' •  •  '
'There i s more than enough action i n this
one to keep you coming back for  more."

C O M M O D O R E
AMSTRAD-SPECTRUM

Manchestet

Voted "Game of the year." The world's No.1
arcade game. "Super-smooth scrolling and
excellent graphics . . . Wi thout doubt this is a
first class shoot 'em up." A CRASH SMASH
"Definitely the coin-op of the year
Buy Operation Wolf, it's a brilliant
convers ion." C V G  GAME OF THE MONTH

-••• an incredible-looking game. The I
,
a p 4 . c s  a r e  
a b s o l u t e l y

superb, with amazing sprite  animation and visua l e ffects."
C •  VG HIT -
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it's a ll done with such enthusiasm, skill and style  that I
found myse lf itching to play it  again and again." AMSTRAD
ACTION MASTER LAME AWARE/ 'Ba r bar ia n lids packed with

humorous touche s... great animallon t h e  sound
effects. too, are top qua lity. , • hours of enthralling pla y.
- ZZAPI 64 COL D D a l  Ae .
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i " G r e a t  music. and I appreciate the opportunity to
meet Afir,Shmor in person.
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you can get on the Spectrum." , •  ',  L •
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Welcome again to  the Rrap: your chance to say
exactly what you feel about the mag, the computer
industry, or anything really%

One of the main topics this month was the QED
programme about  computer g ame addict ion —
many of  you thought i t  w as totally over-the-top
and unsurprisingly, there wasn't a single letter in
its praise...

QED: QUITE EXTRAORDINARY
DRIVEL?
Dear Lloyd
For a long time, I have felt that
TV has neglected coverage of
the computer  industry,
especially the software aspect_
I have written to both networks
about this and, in response, we
get the most negative piece of
old tosh I have ever seen, in the
form of QED (9_30 Wed, 17th
Jan).

Basically, it was implying that
everyone who regularly plays
computer games, even adults.
are shy reciusives who found
other people's company
uncomfortable and are heavily
influenced by the violent
tendencies of most games —
more so than video nasties. It
also was concerned with how
much exposure young kids
have with computers.

Now I see why there are no
computer programmes on TV. It
seems that the writers feel
threatened by computers as
well as having a fundamental
ignorance of our views of
games.

Why can't they realise
computers do not have to be
used just for education and
business, but as a form of
entertainment, just like reading
or listening to music. There's
nothing I find more relaxing
than winding down with a half
hour session on Kick Off or
Stunt Car Racer, but I still enjoy
a healthy social life. Computers
are obviously going to be a
major influence in everyone's
lives within the years to come.
To get children interested and
feeling comfortable with them
at an early age is far less
dangerous than making them
stick their heads in the sand
and feeling afraid of them, as
the makers of the program
obviously are.
Ivan Harding, Maidstone ME19
5HF

Dear Lloyd

As you may have seen, QED
has opened up something quite
serious. Before I continue I
must confess to having not
seen the aforementioned
programme, but I have heard
about it in some detail and have
the article 'Terminal Illness' (on
page 8 of the Radio Times)
before me.

Computer garners have long
been regarded as 'stupid and
silly', and have generally been
frowned upon by those who
regard computer games as
'mindless'. Now, it seems
according to non-computer-
influenced parties, we have a
very serious disease! We prefer
computers in preference to
people, and have lost the art of
conversation.

As Canadian Therapist Noel
Janis Norton says, 'These are
children with few friends, afraid
of the give and take of
conversation. Children who get
their own way too much. They
have a short attention span for
everything except the screen,'

She also adds that if the
games they play are violent,
they become desensitised to
violence faster than they would
through merely watching
violent videos: they are doing it
themselves.

Strong stuff indeed, and of
course being avid
gamesplayers, our (or mine
anyway]) response is to
automatically defend ourselves
and our  right to play 'mindless
games' (quote from Radio
Times) whether we are right or
indeed whether we are wrong.

This however is only part of
the reason for my letter and the
point I wish to make is (I feel)
far more sinister than computer
addicts, The article in the Radio
Times makes interesting and
thought-provoking reading (for
those interested) and makes
the point that If we become
dependent on computers rather

Dear Lloyd
I have just finished watching
the QED programme on BBCI
about young people becoming
addicted to computer games.
The situation was blown out of
all proportion and it was
implied that every computer
user is a computer freak.

Young people have worse
problems to contend with, eg
drugs, fruit machine addiction
etc. and a programme about
these would have served a
more useful purpose. I realise
that there is a small problem
that has to be dealt with, but
the whole computer scene was
misrepresented. Computer
games provide a lot of pleasure
to a lot of people.

On the bright side, it is nice
to see ZZAPI  pick up again in
recent months, ZZAPI now has
a clear editorial direction and is
benefifting from it. It is now
being written by people who
are more concerned with
computer games than
themselves. Give yourselves a
good hearty pat on the back.
Jonathan Refson, Liverpool L18
2EN,

than people we are not doing
ourselves any good. Indeed the
programme (so I am led to
understand) brought out that
'depending' on computers
rather than humans changes
our whole emotional make-up.

Yet — the article continues —
',.the real problem is not
computers,' (as so many
people are quick to say they
are). 'It is parents who have
forgotten how to be parents, or
don't have the confidence.  I
wish they'd start noticing and
worrying about what le
happening a bit sooner, and not
watt for the 30-hours-a-week
addiction to develop.' After all
that I have tried to understand
about this subject I would like
to end my letter by asking
parents one question:—

If you feel that your child
prefers to spend more time with
his/her computer  than with
both of you (as my parents
sometimes think), what do you
spend your time doing instead
of spending It with your child?
Is it work (as is often the case)
or is it viewing the TV (as is
more often the case)?
Graham Hams, Leeds LS26 ONO

Thanks for your letters, Ivan,
Graham, and Jonathan. Excuse
me If I'm a little ignorant of the
infamous TV programme in
question, but I had to watch it
on Granny's old 1938 Bakelite.
As a result, al l  coul d see was
a lot of snow, so I thought it
was 'Ski Sunday' —
through the perpetual
squealing and white noise
(they don't make 'em like they
used to!)! managed to hear
some of the drivel being said
about computer games.

So what do I have to say
about the subject? Well, I 'm not
telling you — I only talk to my
computer! But seriously, it's an
obvious tendency of the news
to sensationalize. A report
starting with a long section
praising the worthiness of
computers (and consoles)
would probably be rather dull.
When the programme in
question is a mere 30 minutes
there's sadly little time for
balance. What's particularly
galling though, is the obvious
manipulation of images. The
shot of Mario seeming to bang
his head on a brick for ever, the
sideshot of kids feverishly
playing games without
showing why they're so
interested in what's happening
on the screens before them.

People were shy long before
computer games, and might be
anti-social reading books,
painting, collecting stamps etc.
Similarly addiction is hardly
confined to computer  games:
people can get addicted to fruit
machines (which the media
invariably seem to group with
arcade machines), to watching
soaps, to eating, to not eating,
to alcohol and so on. I f no-one
was addicted to computers it
would probably be stranger
than the fact that some are. But
probably the most irritating
accusation is that computer
games are mindless. Games
such a E-Motion, Dungeon
Master, Universal Military
Simulator, and Damocles
require a lot more thought than
working in a supermarket or
factory, let alone watching TV
or going down the pub and
getting drunk! Even arcade
games nowadays require
tactics; success is impossible
in Ghouls 'N' Ghosts without
learning attack patterns.

hope that restores some of
the balance, but at the same
time we should not forget
computer  games are addictive
and do let some people
become more anti-social, just
like a lot of other hobbies. For
the future I hope a lot more
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SOME
ANSWERS,
PLEASE
Dear Lloyd
I have written to ask you three
questions:

1. Are mail order companies
reliable?

2. I am about to receive a
computer. Which computer gives
the most value for money (as lonci
as it's under C200)?

3 How about printing the
answers to the competitions on
the results page, so we know
where we went wrong (if we did).

Apart from one or two minor
things MAP! is great.
Ross Bowel!, Blackpool FY4
1E0

I Mai l  order companies are
generally reliable as long as you
remember some simple rides:

a) always make sure the game

you want is in stock—many •
companies advertise games
months before they're re/eased.

b) never pay with cash — if
possible, pay with a credit card: if
you're hoped off you may be able
to claim the money back from the;
credit card company.

c) keep records of when you
ordered (and any letters of
complaint you send).

And of course, remember you
can get cut-price software from
ZZLIPERSTORE, safe in the
knowledge that you'll receive your
games within 28 days (and
usually within a fortnight). I f there
is a problem with a delayed
release, good or Aunt Aggie will
keep you informed and give you
the option of waiting or having
your money back.

2. The C154 is undoubtedly the
best buy for you. Wdh a user
base of millions there's a plentiful
supply of software, plus many
user clubs.

3. A good idea. I f Ken can work
out the answers, he'll print them!
LOA
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people will form computer
clubs. Games are so much
more enjoyable when you're
competing against friends, and
the reviewers here are agreed
their work would be a lot duller
alone. Getting together one
night every week or fortnight
for challenges on various
games would be a good way of
building up a social element to
the hobby. Moreover  the best
opponent is almost always a
human, and undoubtably that's
why Kick Off won the best 16-
bit arcade game of the year
award at the recent industry
dinner.

Thankfully the future of two-
player games, having seemed
to be neglected by the industry
for a while, seems to be
returning to vogue with options
to link up two computers for
head-to-head combat, as in
alcon and F-16. Up to eight
Lynx handhelds can be linked
for simultaneous play. With the
growing sophistication of
computers, and the maturing of
the market, hopeful ly we'll be
seeing a growth in computer
clubs to promote the hobby. A
national network of clubs like
those for other hobbies would
be able to organize a better
response to programmes like
QED. And maybe software
houses will become brave
enough to support them with
cut-rate software, despite their
current reputation as dens of
piracy!
LM
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3-D STUFF
Dear Lloyd
I own a C64 and I am very
Interested in 3-D stuff. I've
looked everywhere for 3-D
glasses and light phasers for
the 64. Would you please tell
me where to get stuff like that?
My friend said that you could
get 3-D glasses from his Nan's
catalogue but you would have

MAE FOR A CHANGE?Dear Lloyd

Now before you call a psychiatrist, hear me out.
In 2001, Mrs Thatcher, the Soviet Premier, will with the aid of

a hamster, create a  time machine. I, disguised as her latest
husband, Sytvester Stallone, stole the time machine and travel-
led back to June '89. I  scoured the shelves for a computer
magazine which I could take back to 2001. I picked up the 50th
issue of ZZAP!, which is now in its 1
3 4 t h  i s s u e  
b a c k  i n  
2 0 0 1 .  
I

found ZZAP! totally humorous while at the same time being very
informative.

So I decided to buy Issue 51. Instead of Gordo, Kati, and Matt
were Robin,  Stu,  and Phil. Soon the hate mail came pour ing in
about the new reviewers, so I decided to change the past. I went
back to when work was underway on Issue 51. I entered ZZAP!
Towers and blew Rob, Stu, and Phil away with my sub-atomic
lazer gun. Because of my actions Newsfield again hired Gordo,
Kati, and Matt. When Issue 51 came out it had 50 pages and was
Priced at C4.99. Then when Issue 52 came out it was pdced at
£9.99 and had 40 pages. 'Why the high prices?' I hear you ask.
Well, Gordo was getting really big, so he demanded higher
wages to pay for a bigger house. I soon rectified this situation
and everything is now back to normal. So all those people com-
plaining about the reviewers, SHUT UP, You now know whatwould happen it Gordo was still here.
Val Donegan, Manchester M20 OWB.

Glad to know ZZAPI is still going strong in 2001, but have I beengiven a pay rise?LM
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to get the whole 64 pack (that is
about E199)? So will you please
give me a telephone number of
a company who sells stuff like
that?
Gareth Caple, Cardiff CF4 5AG
You can get the glasses and
light phaser in a pack for
around E40. i f there isn't a
feature about it in this issue.
there will be in the next!
LM

BUDGET
BUYING
Dear Lloyd
First let me start by saying I
think ZZAPI is without a doubt
the best magazine around for
C64 owners, but that's enough
crawling.

Now to a small problem that
I've found most disheartening
whilst amassing my software
collection. What problem's
that?, you ask. Well It's like
this. Whenever a big name
game like Chase IIQ takes your
fancy its availability isn't a
problem but if a budget game
such as Shark (dear met) takes
your fancy there's no sure way
of obtaining It. Many shops are
reluctant to order them so if it's
not on the shelf what can I do?
I was wondering if there was in
fact an address to which you
can place orders for budget
games alone (or should that be
only). If so then please
enlighten me, well you must
expect at least one stupid letter
a month, and this is it.
Bye for now,
Pug Cross Pit Bull, Cumbria.

Yes, er,...Pug, there Is such an
address. i t is: ZZUPERSTORE,
ZZAPI Towers, PO Box 10,
Ludlow, Shropshire SY8 1DB!
You can also order full-price
games (including obscure and
old ones) for which you get a
discount, while you can order
four budget games for the price
of three. Now that's what I call
magic!
LM

DON'T BE
ST-UPID!
Dear Lloyd I would be very
grateful if you can tell James
Wenham not to buy an ST I've
tried talking to him, but he won't
listen; he's even using the excuse
that ZZAPI is crap! and that it will
get even worse as it goes on, so if
he got an ST he'd have lots of
good mags to read.

I'd also like to say that
Blastemids is crap', not unlike the
ST1

Oh and I've wrote a poem,
which I might as well tell you, as
I've gone to the trouble of writing
it:

Zzap, Zzap, isn't crap
But I do think it did lack
Over 200 pages (Xmas ish)

from cover to back
I'd also like to know if you don't

mind?

What happened to Zzap Back?
If you'd be so kind?
What happened to computer

cock ups?
Yes what did happen to that
What happened to forthcoming

attractions?
Didn't it sell, like Hell Fire

Attack?
But now I will stop complaining,

I will say no more
As I am becoming a bit of a

bore.
I'd just like to say that Zzap is

brill
Zzap is Ziap
And it's better than (one C64

review) CU, Crap!
Jonathan Maynard, Eys, Suffolk
Mr James Wenparn, don't buy an
ST.

The reason, my friend, is easy
to see.

They've got Spectrummy
sound and they're not in ZZAP!

BeSiCay, Jetties, they're totally
crap!
LM



NOT THAT
POWERFUL
Dear Lloyd
I would like to congratulate you
and the ZZAPI team on making
ZZAP! the good magazine that it
is today.

I have a couple of questions to
ask you, but first I would like to
state what I think about the Power
Cartridge. It is easy to use, but in
my opinion, it is quite a
cumbersome utility cartridge. This
is unfortunate because, apart
from the brilliant toolkit and some
good and useful options, it is not
that good.

On with the questions:
1. When are you putting a new

tape on the cover? I haven't seen
one for ages.

2. When you phone the fax line
for KCS, Datel. or Technical
Developments you hear a funny
sound quite like playing a C64
tape in an ordinary tape recorder.
What does this mean?
3. Are you going to print a pokes
booklet?
That's all folks!
Andy A, London NW9 5TB
PS. Can I say hello to Keith and
David Simpson?

1. Not this ash, not last ish, but
soonish!
2. It means it's a FAX LINE!!
3. Currently, there aren't any
plans for one
LM
PS. No!

MISSING HITS
Dear Lloyd
How Ninja II was left out of all 3
charts I can't understand. And
what about Sanxion, Delta and
Quedex? Stavros Fasoulas is a
genius!

Now that's finished it's just
about t ime for me to go. Oh yes!
Just a while ago I played Chase
Ha  on my friend's C64. Here's my
thoughts on it:

Presentation 60%
Ok title screen and good

'Nancy reports  but otherwise no
great shakes

Graphics 58%
Amstrad-like main sprite,

average backgrounds and a very
jerky road (Inevitable
Programming Faults Inc)Sound 47%

Dire engine drone, DO title tune
but a good siren effect

Hookabillty 59%
Very hard first cnminal....
Lastability 39%
• .3 goes later you'll have

YOUR
NUMBERS
AREN'T UP
Dear Lloyd
I am writing a shod letter to
complain about the lack of
page numbers on Zzap in the
recent issue (58) there were 83
pages but only 30 of them were
matted.

Keep up the good comps -
hope I win. Yours pagingly•
Richard Showell, Homchurch
RM11 3NP,

Putting page numbers on
pages is the responsibility of
our Art Department. And as
(with a bit of help) they can
only count up to four (the
number of people in Depeche
Mode) they find page-
numbering a little difficult!
LM

JOIN THE CLUB
Dear Lloyd
I have written in to inform you and
other ZZAP! readers about the
excellent service
ActivisiontElectric Dreams gave
me. I purchased the brill game
Millennium 2.2 but, alas. the Craft
Roster icon did not work. I then
wrote a letter to the company and
in time they sent a reply telling me
the problem I had. Not only did
they send the reply but a
replacement disk completely free
(gosh. yes!) This disk worked and
I got along fine with it, So if you're
reading this letter Activision, keep
up the good work.

Also I would like to know if
there are any Amiga clubs (not
the biscuits, dummy!) because!
haven't heard of any. If you know
please print them in you're fab,
brill, superb e t c  mag.
Robert Whatmore, Frindsbury
ME2 4RT

To be honest, I haven't heard of
any Amiga clubs either. They
must be keeping a low profile, so
if anyone does run a club, please
write in!
LM

turned off your 64. A waste of
money
.Jonathan O'Brien, Templeogue,Dublin 12

PS. Bring back Zzapl Back as it
would be useful as a Cor Blimey!
extension. Most cheapies these
days are re-releases, le Hit
Squad, Kbcx, Ricochet...

PPS. More arcades please.
PPPS. (groan!) Well done to

Thalamus for the superb
Retrograde.

I take it you're referring to the
reviewers' favourite games of the
decade (Issue 57). I too was
surprised by the omission of
some games, Delta particularly
(although Robin says that if not
for Armalyte it would have gone
in). I suppose it's all down to
different tastes -  me a n  who
else but 'Footy  Phil would put
Microprose Soccer at number
one?!
LM

DUNGEON OF
THE DECADE
Dear Lloyd
I enjoyed very much the feature
on The Best Games Of the
Decade' in Issue 57, I would be
interested to know however,
how the ZZAPI team left a game
like Dungeon Master out of
their top ten. Also, please have
something for Amiga owners in
the ZZAP! ZZUPERSTORE
subscriptions offer section.
Keep up the great work.
Darren Delforce, Barcaldine,
Australia.

it's a mys tery  to me also why
Dungeon Master wasn't
mentioned, but it's all a matter
of different tastes. Hopeful ly Dr
Nutz will be telling us what his
top games of  the decade are
this month.

As for  subscription offers,
the mysterious Dr Frey has
decided to cut the price instead
of offering freebies, so no
matter which computer  you
own (even an Ode)  you'l l
benefit.
LM
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Here, as promised,  are the
answers to last months mega-
quiz

Round 1
1. Gauntlet
2. Day Of The Pharaoh
3. Hard Drivin'
4. Powerplay
5. The Untouchables
6. Armalyte
7. Battleships
8. Xenon 2
9. Laser Squad
10. Robocop
11. Afterburner
12. Spitfire 40
13. Red Lightning
14. California Games
15. Mega Apocalypse
16. Guadalcanal
17, Road Runner
18. Star Games 2
19. Athena
20 The Lost Patrol

Round 2
1. Dip Stick
2. Naibrnoloc
3. Helicopter
4. 12
5. 48th Panzer Korps
6. Lizzie, George and Ralph
7. Captain Ace Gunn and Major
Rock Hardy
8. Kuhn-Lin
9 ,
410. Grako
11. Simulations
12, Generators
13. Lee Wong
14. Daley Thompson
15. Lieutenant Commander
Richard H Best
16. Flopsy
17. Domark
18. Tal the barbarian
19. Armalyte
20. Elvin Atombender

Round 3
Agent 4125, Impossible Mission
Kommandantur, The Great
Escape
Lord Toff, Rock N' Wrestle
Myamoto Usagi, Samurai

Warrior
Ingrid, Gnome Ranger
Princess Mariana, Barbarian
Conroy, Speedball
Captain Rover Pawstrong,  Star
Paws
Sterner Regnix, Laser Squad
Atlas, Powerplay
Ugh, Fire Quest
Captain Falstaff. Joan of Arc
Thyra, Gauntlet
Cyruss T Gross, NOMAD
lzwall.  Captain Blood
Boom Boom Barnett, Barry
McGuigan's Boxing
Jason Youngblood, Samurai
Wamor
Hasrinaxx, Druid

Round 4
BATMAN
CHERNOBYL
LAST NINJA
BLOOD MONEY
STAR RAY
PASTFINDER
POPULOUS
TRAILBLAZER
ROLLING THUNDER
DUNGEON MASTER
TRACKSUIT MANAGER
SILENT SERVICE

Round 5
Firepower,  Microillusions. 36%
Turbo Outrun, US Gold, 97%
Tiger Road, Capcom, 76%
Spitfi re, Encore. 55%
...Traz, Cascade, 87%
Sentinel,  Telecomsoft, No
ratings
Time Bandit ,  Microdeal, 92%
Battle Hawks 1942, Lucasfilm.
90%
Dungeon Master, FTL, 98%
Salamander, Imagine, 94%
Was-games Construction Set,
SSI, 79'/0
Cobra, Ocean, 7%
International Karate, System 3,91*/o
Storm Bringer, MAD. 70a/0
Kamov,  Electric Dreams, 13"A
Hellbent, Novagen. 20%
Purple Saturn Day, Exxos, 88D/o
Afterburner, Activision, 17%
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C64 NOT DEAD
Dear LM,
Okay, it's multiple question time again so i will go straight into it;
1. Me and my brother have been with the C64 for a very long time
now, and though we now also own an Amiga, we do not think
that the C64 is a dying machine, do you? A lot of our mates think
that the C64 is an old relic but so long as Bob Stevenson and the
Maniacs of Noise stick around we can party!!

Hey, you disbelievers, check out Turbo Out Run, Myth, Retrog-
rade etc. They show that playability is still peaking on the C64.
Now tell me that the 064 is dying!!!
2. Do you know what has happened to Rob Hubbard?
3. Please would you bring back the conversion factor rating
again, just to add that little bit extra to reviews of Operation
Thunderbolt and Ghouls W' Ghosts!!
4. Have you got a new tape for a cover coming out soon, or even
an Amiga disk?
5. A load of people we know agree with me on this point; you
seem to be giving games totally unbelievable ratings. Back in
Issue 16 times I used to agree with you just about all of the time,
but I must admit that I didn't just not like, but I hated Strider on
the Amiga. And what about Turbo Out Run, that was crap on the
Amiga! And you could have mentioned that Power Drift on the
C64 had absolutely, well hardly any resemblance to the arcade,
though it was playable!
6. Do you ever get given release dates? Because these would
probably be very useful to most people, if they were correct.
7. Why do people like Atari STs? It is a known fact that even the
064 has a better soundchip!!!
8. Why do you think it is that games are beginning to become
severely long muitiloaders? Check out Turbo Out Run, Forgotten
Worlds, Myth this is worth the wait!!), Tusker, The Untouchables
etc. Why do people not use the one the Escape From Singe's
Castle had; where the game loads, while you play it!!
9. How much do licences cost? For instances, how much does
it cost to do a game of Batman, Ghostbusters II, Indy Ill, com-
pared with Saint and Greavsie, Bob's Full House, or even Power
Drift, Cabal, Ghouls W ' Ghosts??
10. Please find some way of increasing the size of the magazine.
No, I am not going to be a dickhead and say do more reviews,
because I know that you can't control how many games you get
per month, but I suggest doing longer reviews, long features, full
pages for the charts, and last but certainly not least please have

LOST IN SPACE
Dear Sir
Please could you send me the
information I need to colonise a
planet in Millennium z r  I have
done the following
-
.

Researched and found the
planet

2. Have two grazers orbiting
the planet, eg Leda.

3, I can land probes but not the
grazers.

I have not the raw materials to
build the rest of the transport
vehicles (apart from fighters). I
have a &Amgen 10 x.

Please could you tell me what
to do. Keep up the good work.
Could we have an Amiga disk on

the cover of ZZAP!
Commodore User?
Richard Gore, Bourne End SL8
5514
Overall Millennium 21 is fairly
easy, but this first problem does
cause a lot of trouble All you
need to do is send a grazer or
two to the asteroid belt and leave
it there until it comes across an
asteroid packed full of rate
minerals. It'll take a lot of supply
runs, but eventually you'll have
enough to build what I think is
called a SIOS ship. which can be
sent to the planets to establish
colonies. These can then start
mining for other minerals.
LM

NAUGHTY
NEIGHBOURS!
Dear Lloyd
G'day from Australia, I'd like to
raise a few points —

3  6  z . z A p t  ,a,pstoiL .1•9-

1. Neighbours is made in
Melbourne not New Zealand,

2: ZZAP!'s a cool magazine,
3. Will you launch another of

those ace 'A day at the arcades'
books?

4. Some future 'Neighbours'
events:

loads more humour.

Madge and Harold are having
wild sex romps

Sharon collapses at a beach
Todd gets braces
Bronwyn is pregnant
Katie is on a fence trying to get

a crow's nest, she falls and is put
into a coma

Jane two-times Des
Todd three-times Melissa
Nick becomes a Casanova
Hillary scores a root with Muir
Jim starts karate
Des starts abseiling and

squash
Des is in love with Melanie
Todd has his first hangover

Thanks for listening and I hope you can answer/take note of
what I have said.
Simon Bamabas (ZAX/ZTS Crew), Croydon CRO6La

1. Well said sir! And you can add Howson's 4th Dimension to '—
your list of great C64 games. Without a doubt for playability per
pound the C64 is the best machine around.
2. Last I heard he was over in America doing some music for PCs.

Hmm, there's already quite a few boxes on the review pages
and the reviewers comments should make it clear how good a
conversion it is.
4. 'Freebies' on the cover invariably push up the cover price.
Would you pay another 50p? Fill in your ZZAPTIONNAIRE and let
us know!
5. Unbelievable ratings? What about C64 Turbo Out Run and
Untouchables? As for Amiga Strider think  that more than most
that game was a matter of taste. Technically it wasn't at all
astounding, but for myself and the reviewers the off-beat SF
atmosphere and superb music made it great fun to play. Possibly
overrated by a percentage point or two, but not more. Amiga
Turbo Out Run was never in the same league as the C64 game,
but it's still a very good conversion. Again all the reviewers stand
by the marks given.
6. Yes, we do occasionally get release dates and we regularly
put these on the competition hotline. But they're never that reli-
able. Just recently System 3 decided it would better suit their
schedules i f Vendetta came out a  month later than initially
thought.
7. At £300 with lots of free software the ST is pretty good value
for money. But yep, sound is bad. In a  recent TOM feature
Ocean's Jonathan Dunn pointed out that the ST was worse than
a 128 Spectrum, since the latter had the same sound chip but
also had a buzzer which could be useful for bass lines. Needless
to say the C64 is much better than both sonically.
8. To load in another level while you're playing another level
must mean either or both levels aren't occupying that much
memory. Most of the games you mention are pushing the C84 to
its limits.
9. Obviously it depends on the licence. A few months back a
licensed game came out on budget - namely Postman Pat.
10 More pages requires more money I'm afraid.
LM

Paul 'know it all' De Angelis,
Melbourne, Australia
PS. Rumour says that Ken D Fish
is an amphibian.

/. You're actually admitting it's
made in your city?!
2. Colder than a can of XXXX.
3. Sony, no plans for one at the
moment.
4. With storylines like that, I'm
rooting for Mrs Mengel to turn into
a mad axe murderer!
LM
PS. Ken D Fish claims he's
always legless.

Well, that's it for another month, and I think you'll
agree you won't find more provocative reading,
even in 'Woman's Weekly'. And you don't get those
soppy love stories or knitting patterns either. If you
have any views on computers, ZZAPI, or anything
(except soppy love stories and knitting patterns)
send them to Lloyd Man gram, ZZAPI Rrap, PO Box
10, Ludlow, Shropshire SY8 IDB.
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By Bruce Carver. Roget Carver
and Breat Erickson.
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THE WORLD
CHAMPIONSHIP!
With Electronic Arts in

this turboncharged
comp!

•

If your driving's as good Robin 'Push-Start' Hogg's, Electronic
Arts' Ferrari Formula One gives you the chance to practise those
all-important 720' spins in the comfort of your armchair. The
classic Amiga Grand Prix sim has just been faithfully converted to
the C64 in Sizzling style. It's just like the real thing as you customise
your Ferrari and drive it round 16 Grand Prix circuits, competing
against seven of the world's top drivers.

You'll need lots of skill and daring just to win a race, never mind
becoming Formula One World Champion. Luckily for road-Hoggs,
all you need to stand a chance of winning this whizz° comp is a lit-
tle knowledge of Grand Prix racing.

The first driver past the chequered flag will get the brilliant
Scalextric 'World Championship Set'. This comes complete with
four Fl cars and hand controllers, plus pairs of Rev Start, Skid
Chicane and Lap Counter tracks. Tracks can run from 221/2ft to
over 40ft (for a twin lane set-up). But even if you're driving a bro-
'ten-down Skoda with no wheels, you could still win some top gear:
here are 25 fab Ferrari sweatshirts, 25 T-shirts, and 50 Electronic

Arts goodie bags to be won by the next hundred past the line.
All you have to do is answer the three multiple choice questions.

Now, hold on, wait for the green light G O ! ! !

1. Who is the current Formula One World Champion?
a) Robin Hogg, b) Alain Prost, or c) James Hunt

2. What type of racing car does Nigel Mansell drive?
a) Fiat Panda, b) Lotus, or c) Ferrari

3. Who owns Ferrari?
a) Robin Hogg, b) Skoda, or c) Fiat

Got 'em all? Good, just stick 'em on the back of a postcard,
address it to VROOM AT THE TOP COMP, ZZAP! Towers, PO Box
10, Ludlow, Shropshire SY8 1 DB, and hand it to your s u p e r
-
s p e e d y
(!?) postal service to arrive not later than April 30th (1990!).
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REIM I RADE

The Retrograde: a vicious and lethal bounty-hunter out to loot a
hostile system's treasure of diamond c r
y
s t a l s  e v e n  i f  
h e  h a s  
t o  
b l o w

the place apart!
Level upon level of horizontal and vertical scrolling mayhem, over
and under ground.
Be Retrograde, the stalking, cling death dealer!

CBM 64/128 Cass:E9.99 Disk:il 2.99
Thalams, 1 Satan House, Callen Pak AWerrtazn, Bed* RG7 44:201 Sel: (073118172
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Blockbusters TV Games 62% 38 030
Blood Brorhers Gremlin 39% 41 (23)
Blood 'N' Guts American Action 55% 23 (1 12)
Blood Valley Gremlin Grapnics 23% 37 (3a)
Blue Angel Grerntin rM% 513 (1
8)Blue Thunder Encore 48% 63(58)
BMX Hyper Biker Simulator Teo Ten 19% 3611 02)
BMX Kidz Firebird Ile% 35 4971 •
BMX Simulator Code:Masters 83% 201)69)
Bobby Bearing The Edge 93% 20 (136)
Bobsleigh Digital inlegrason 511%33 04)
Bob Winner Loriciels 12%38 (2
7
)

Elombfusion Mastereonie 32% 48(86)
Bombjeck Elite 47% .14 (28)
Bornbjeck Encore 54% 42(113)
13ombiack 11 Elite 80% 22 (9t)
Bornboack H Encore 81% 51 (28)
Bomb° Fen's 47% 15(26)
Bambuzal I mageworks 97% 44 (18)
Bone Cruncher Superior Software 56% 34 (25)
Booty Firer:leo 16% 15(106)
BoulderdasiVO Plasm 96% 30 (1 08)
Boulderdash 111 American Action 93% 15(24)
Boulderdash Construcbon Kit Databyte/Firet Star 97%
20.176)
Bounces Beyond 86% 14 (114)
Bounder Greiner Graphics 97% 10 (20)
Bounty Bob Strikes Back US Gold 8991, 1 c o
Brain Storm Firebird 94% 39(68)
Bravestarr GO/28% 35(30)
Breakdanos Americana 35% 16198)
Breakthru US Gold 1 9% 22 (122)
Brian Bloodaxe The Edge 18% 4(99)
Brian Clough, Football Fortunes COS 93% 23(49)
Brian Jacks Superstar Chellenge Mariech 78% 2 (71)
Bruce Lee Americana 92% 40(86)
Bubble Bobble Firebird 97% 30(1 2)
Bubble Bobble Silverbird 98% 43(128)
Bubble Ghost inlogramas 62% 44(28)
Buck Rogers US Gold 38% 1(58)
Buffalo Bill's Rodeo Games Tynesoft 80% 54(721
Buggy Boy Elite 97% 32(20)
Bulge, The Argue Press Software 63% 3 (44)
Bulldog Gremlin Graphics 60% 21 (192)
Bushido Firebird 74% 58(12)
Butcher Hill Gremlin 52% 4 8
( 2 8 )By Fair Means or Foul Supenta Software 66% 45(26)

Cabal Ocean E19% 5 8
( 7 1 )Carr/omit) Games US Gold/Epyx 97*  2 6
( 1 8 )Camelot Warrior' Atiotasoft 44% 21 (1841,
Camelot Warriors Masterlmnic 513% 47(61)
Captain America GO) 35% 32(150)
Captain Blood infograrnes 77% 44(17)
Captale Kelly Cuickseva 30% 25(165)
Captain Kidd Bug Byte 32% 13(30)
Captive Mastertronic 51% 4142)
'Captured Arnericail Action 34% 21 (187)
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MOUNTAIN BIKE RACER
Zeppelin, E2_99

D o  you ever get a sense ofcieja vu? Do you ever get a
sense of dela vu? Well, following
last month's Pro Mountain Bike
Sim from Alternative comes
Zeppelin's Mountain Bike Racer
— oh, what an original idea: why
don't they do something exciting
like 'Pro Mountain Challenge
Turbo Bike Racing Ninja._. Sim'?!

Oh well, this is much like the
Alternative effort with your bike
travelling through a horizontally
scrolling obstacle course. You
must jump over things like tyres,
and go fast enough to get up hills,
but slow down so you don't slip off
muddy downslopes. Now I may
be wrong, but I thought the whole
point of mountain bikes was to go

easily over tough terrain.
However, in this 'sim' the slightest
little thing can cause the rider to
fall off — perhaps he's just got a
poor sense of balance! Anyway,
hitting the ground every five
seconds is frustrating, but if you
manage to stumble to the end of
the first level, you can spend your
prize money on some useful
extras like fat tyres, ice chains,
and a puncture repair kit.

Simplistic and irritatingly tough
the game lacks Pro Mountain
Bike Sim's neat two-player mode
and playability, and apart from
some fairly attractive graphics is
totally inferior in every way. Steer
well clear.

OVER A LL 24%
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IKARI WARRIORS
Encore, E2.99
(Rerelease) ,

T his  neat conversion of theSNK coin-op narrowly
missed a Sizzler when it was
reviewed in Issue 35.

In this vertically scrolling shoot-
'em-up, one or two commandoes
bravely venture into enemy
territory, using their guns and
limited supply of grenades against
hordes of soldiers, gun turrets.
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dying enemies leave behind
flashing tokens which, depending
on their colour, replenish ammo.
increase gun range, or act as a
smart bomb.

An additional hazard is the
presence of land mines which
only show up when the player is
almost on top of them, But handily
there are also enemy tanks l ak
carelessly left lying around foryou

13UDGeT

steal. These can be used to
squash enemy soldiers, and also
protect you against bullets —
unfortunately they have only
limited fuel when it runs Out, they
btOtatupl

Mart Warriors is a fun shoot-
•em-up, especially with the
simultaneous two-player mode —
although it's made more difficult
by the fact that you can shoot
each other, Unlike say.
Commando, the action is more
tactical than reaction-testing with
success only possible by taking
your time, picking off enemies one
by one. But the desire to get a bit
further each t ime should keep you
playing, and despite its dated.
blocky appearance tkan is an
addictive blast from the past

OVER A LL 83%
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IK+
Hit Squa d, E2.99
(Rerelease)

E r  he major innovation in this
follow-up to international

Karate was the addition of a third
opponent, controlled either by the
computer or a second player

Access to the various martial
arts moves (including flying kick,
head butt, and a sensational split
kick) is via the usual combination
of direction with or without fire
pressed. One or two points are
scored for knocking down either
of your opponents, depending on
how good the move was.

WORLD SOCCER
Zeppelin, E2.99
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another of them football
manager doobries, and a bugged
one at that. You get to manage
any of the teams in the 'world
soccer league' — including such
famous names as 'Hamiton' and
'Suttgart'l — and inevitably inherit
a side of total no-hopers.

The first thing to do is to pick
your first eleven plus a couple of
subs for the match. Irritatingly, the
list of players (with position, age,
fitness, speed, and ability
attributes) is divided up into three
separate screens for defence.
midfield, and attack — so you
have to keep flicking through
them repeatedly to select the
team.

Select the whistle on the
attractive icon-driven menu
screen and you can play your first
match. For some reason, as
manager, you aren't actually at
the match and can only watch half
and full t ime highlights on Ziap TV
A commentary scrolls up,
consisting of about a dozen
predictable phrases -  to describe
a goal or near miss — along with
the time of occurrence. To add to
the excitement you even get the
option to put on your subs b u t
only at half time!

I3UDGeT
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The round ends when one
fighter scores six points, or when
the time runs out, in which case
the fighter with the highest
number of points wins the round.
Whichever fighter has the lowest
number of points is knocked out
of the game, so even if you finish
second, you're still in. However, if
the two losing fighters have equal
points, they both stay in.

After every two rounds, there's
a bonus section where each
fighter, in turn, uses a shield to

At the end of the game you get
the totally unpredictable final
result. I say 'unpredictable'
because the programmer is
obviously innumerate as the final
score often bears no resemblance
to what happened during the
match — once, I was losing 1-0 at
half time, and ended up winning
3-0! In addition, penalt ies seem to
count AGAINST the team that
scored them!

After losing 6-0 you may want
to sell a few dud players and buy
some better ones. Your scout,

deflect balls which bounce on
from both sides of the screen. The
round ends when he's hit or if he
successfully manages to deflect
all the balls — a very difficult task
indeed.

IK+ must stand as the best
beat-'em-up ever made. It's
almost too good to be true with
beautifully animated fighters,
great oriental music and FX, and
a superb two-player mode. The
action is fast and furious with an
extra dimension added by the
third opponent. The computer
fighters are fairly tough to beat
and if it's too easy (or hard) you

who looks suspiciously like Bobby
Robson, looks out for the best
players on the market, and
invariably comes up with some
old codger with the speed and
skill of a paraplegic tortoise —It is
Bobby Robson!

Also on the menu screen are
the bank manager (although there
are never any decent players to
spend a loan on) and the medic
(for some reason the players are
particularly susceptible to groin
strains).

So there you have it: a
simplistic but fairly playable footy
management game almost totally
ruined by some incredible bugs. It
just isn't football. Brian.

OVERALL 34%
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can alter the speed of play. Even
the bonus round is immensely
playable and over quick enough
not to interrupt the great beat-'em-
up action too much (unlike the
painfully slow Spectrum version!).

The desire not just to get a high
score, but to improve your karate
belt colour wilt keep you playing
this timeless classic for ages — it
hasn't dated at all in the two-and-
a-half years since its original
release. If you overlooked it first
time around, at a mere £2.99 you
simply can't afford to miss it now.

OVERALL 97%4

PLATOON
The Hit Squad, E2.99 .
(Rerelease) 1 1
t .
A  c ov er game back in early

1 4 ' 8 8  the Sizzler game of the
Oliver Stone fi lm enters the
budget jungle to 'pacify' the
opposition. Split into six stages
the game follows the progress of
a US platoon through the Vietnam
jungle, searching for explosives
and a village, investigating a VC
tunnel network, fighting off
swarms of VC at night, racing

•111-11



BARBARIAN
Klassix, E9.99
(Rerelease)

T his is the game which finallyestablished Psygnosis as
masters of gameplay, as well as
presentation. Hegor the Barbarian
has sworn vengeance -xi the evil
wizard Necron, the killer of his
father. His quest begins outside
Necron's lair, a ffickScreen
fortress complete with a dragon, ' •
heavily muscled soldiers,
dogmen, monkey-like savages,
and plenty of vicious traps.

To cope with this challenge,
Hegor has been given an
unusually large array of actions:
walking, running. leaping, attack,
retreat and so on. Selecting these
is best done by using the mouse
to click on icons at the bottom of
the screen. It sounds and plays
unusually Typically you'll have
Hegor walk onto a screen, swiftly

through the jungle before it gets
napalmed, and facing a final
conflict with the mad Sergeant
Barnes.

One of the trickier films to
convert, Platoon stands out from
the normal Rambo-esque games
due its attempt at bringing out the
morality and futility of the Vietnam
war As such Ifs a gritty, well
presented, highly atmospheric
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move your cursor to an action (ie
jump) and wait until he's in the
right position, then press fire and
move the cursor to the next
option. Timing is just as important
as in most arcade adventures, but
with a complex set of traps and
many different monsters you need
to do a lot of thinking too. Since
there's no save option, and little
warning of a lethal trap, this can
be very frustrating. But once you
work out how to get past a
particularly vicious room the
feeling of satisfaction is great, and
makes it all worthwhile.

Of course, the most
commented upon aspect of the
game is its graphical excellence.
Upon its release Barbarian set a
new standard in graphics. which
even today few games can
match While animation is a little
jerky, the detail and variety of
graphics is superb. Sampled
sonics further add to the
atmosphere, making this a
compulsory buy.

OVER A LL 8 8
1 )
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combat compilation of strong
mini-games. Each mini-game is a
very strong, playable challenge
with separate, well crafted
soundtracks for each load and
excellent use made of downbeat,
jungle colours. All this creates a
superb mood to the game and
ranks as one of the most polished
and slickly produced movie he-ins
yet. Platoon was a great value for
money package at full price, at E3
now it really is an essential
purchase.

'OVER A LL 90%

SAMURAI TRILOGY
Kixx, E2.99
(Rerelease)

his old Gremlin martial arts
effort earned a massive 29%

back in Issue 27, so I wasn't
expecting much — but I was
surprised; surprised it got such a
high rating!

The game sounds great on
paper: you can fight using three
different (well, that's what it says
in the inlay!) combat techniques,
chose training routines, and make
tadical decisions between each
round of the fight (allocating five
points to offensiveldefensive skill,
speed. stamina, or stre B Y
fighting various apoone
can improve your skills in b i d  to
become a Samurai. and can even
save your character to tape.

MARAUDER.
Kixx, E2.99
(Re release)

A utomatic defences have gotthemselves a bad name in
computer games from Citadel to
Tau Ceti, causing more trouble
than their long-dead owners ever
did. In Marauder they guard the
planet Mergatron, and its
incredible treasure — the Jewels
of Cyzmandius. You aim to return
this stolen property to its rightful
owners with the aid of your
battlecar.

The first level is set in the _

countryside, compl eAr i l l i kketrees, rivers and lots a defence
hardware A  variety of
electrohoverers home in one you,
firing bullets while fixid defences
fire bullets plus horning missiles.
Beacons flash various colours
and can be very useful: according
to their colour when shot they give
you extra smart bombs, lives, and
temporary invulnerability But
beware; they can also jam your
laser gun, reverse the controls,
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So what's the problem? Well
basically, it's the pathetic beat-
'em-up' gameplay. No matter
which discipline you're fighting in,
you only get to choose from half a
dozen possible moves.

And unless you switch off the
grating oriental music in favour of
'clicking' FX. you can't even tell if
you're hitting your opponent —
the only time anyone gets
knocked down (ie, turns into a
crumpled blob on the ground) is
when he's completely defeated.
Otherwise, the two fighters just
shuffle around, flinging assorted
arms and legs in the air,
apparently performing some
strange oriental dance instead of
trying to beat each other up!

We at ZZAPI are great fans of
oriental fare (witness the brilliant
1K+) but this is one Chinese dish
even the dustmen refused to take
away!

OVER A LL 18%

and take a life!
Level two takes place with the

play area suspended over a
parallax-scrolling floor below,
while level three seems almost
like a runway overrun with
defence equipment. After this the
scenery wraps around on the
ievels.

This is, of course, the very first
product from the Turbo Out Run
team of Mark Kelly and Steve
Crow But back in August '88
Marauder met with
disappointment (and 669/0 from a
ZZAPI team accustomed to only
the highest quality from Hewson
Gordon Houghton disliked the
high difficulty level, while Paul
Sumner complained about the
lack of originality. At a bui•iikeki
price the presentation —
especially sonics— become
more impressive, but the
gameplay remains disappoin
However, if you're the pa t i e nt
-
t y pe
and like to slowly work out an
 attack pattern against frustratingly
tough enemies this might be
woLt;
1
1
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The Snare: a twenty•level deadly maze built in a temporal cavity by billionaire
Andre Thelman who ten years ago entered his creation with his most valued
possession — and died,
The hunt lot the mystery treasure has turned into the honest vidpme show on earth
as contender after contender dies trying to crack the maze s sevets. Will yousucceed?
Snare: fiendish, frustrating and deadly — only for the qu ic k
-
w it ted!
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CBM 64/128
Cass:f9.99
Disk:f1 199
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So, Max Holmes of Cambs and Gareth 'Road Runner' Knight of Essex
both think I'm a weed? Surely not when I drink 20 litres of Paraquat as
an aperitif!
And this month we're not without a cheeky cheat. Damon Hicks
reckons he got a massive 2,267,830 on C64 Batman. To 'prove i t  he
even sent in a Polaroid of the screen. I showed it to Rob H who
Immediately started laughing hysterically at the ridiculously high
number of Batlives on-screen -  who's been using a cheat mode
then?!

However, I must apologize to Russell Whiff of Australia as I
mistakenly misnamed him Whipp (how embarrassing!) when he got a
Withal/ high score. He also says his sister Alison helped him to attain
it and beat him up when he claimed it was all his own work!
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4TH DIMENSION (Howson)
Cybordyne Warrior
t 7 835 Phil KirQ, ZZAPI Towers
15.125 Smart Wynne, Z2 AP
1  T o w e r s14.925 Rob H. ZZAPI Towers

Heed The Ba ll
33,660 Rob H. ZZAPI Towers
29.220 Phil King. ZZAPI Towers
26.550 Stuart Wynne, = A P  Tower's•
Mission impossibubble
a z SOO Stuart Wynne, 22AP• Towers
57.000 Rob H, ZZAPI Towers
53 000 Phil Kmg. ZZAPI Towers

Insects In Space
108,070 Rob H ZZAPI  Towers
34,730 Stuart Wynne ZZAP
1  T o w e r s18.690 Phil King ZZAPI  Towers

ARMALYTE (Thalamus)
60927.900 Rob Ellis. Transmission Software
59,672200 Col 6  Grimly. Rochdale, Lancs
35,477,900 Andrew Rowley. Billericay. Essex

BARBARIAN II (Palace)
575.000 Lee Tanner. Basadon Esse x
360.560 Mirko Lorenzo.% Go lf o  Maggiore
It
337.450 Greg Macdonald, Glasgow

BATMAN: THE MOVIE (Ocean)
1,478.470 Iowa Hatch. Killiney, Co Dublin
950.300 Jonathan 'Bat) Kemoton. Boroon.
Hants
925,760 Crispin Bo lste r*  Elmestnorpe
Leics

(Amiga)
534,128 'Completed) Jamie Aldron
Mansellon, Swansea
.503 410 (CompletedlIsMark Colter ManningsHeath, W Sussex
490.740 (Completed' Martin Lear She lley W
Yorks

BUBBLE BOBBLE (Firebird)
9.384.260 Ian Magian Somewhere
8 693.110 Pro' Hulchmson. Hesse
De rt ro t re
8 692.430 Richard Pembridge. Wirra l
Merseyside

BUGGY BOY (Elite)
152.360 Ian Magian, Somewhere
149 930 Shane McElroy Newry, N Ireland
149.640 Robed Pascoe. Truro, Cornwall

(Amiga)
151.930 Lauren .° Castro, Northolt Middx
93,070 John Farrow Barrowfield Lanes

CABAL (Ocean)
206.615 'Completed) Chris Campbell.
Notlogriarn
166,720 'Mad Man Mark Ash lon
Manchester

CHASE HO (Ocean)
10 toe  M g  (Completed) Craig DionScolland
5.101 788 Paul Taylor Nottingham
5.096,249 Paul Baker, Holmes Chapel
Cheshire

(Amiga)
9.999,999 (Compleled) Marlin 'The Malin
Calledine. Reading
7,240.560 (Completed) Casey Gallathet
Reading
2.233,850 Daniel Besse: Bletchley, Bucks

CITADEL (Electric Dreams)
I 445.479 (Completed 12 Imes!) Spin
Haien Helsinki,  Finland
1 237.750 Mani Clements. Kettering,Nodhants
745.920 Andrew Roberts SI  Helens
Liverpool

CYBERNOID (Hewson)
276.400 Dean SJT' James West  Bromwich.
W Miffs
238.430 Donovan James, Wesi Bromwich,
Wes/ Midlands
209.025 Matto Lorenzen, Go d s Maggiore
Italy

DARK SIDE (Incentive)
6.520 420 (Completed' Martin Lear, Shelley,W Yorks
6 . 1 3 O 7 2
< t c ! y B r .  
Y o r
k  
N  
V o
r t s

5,880,626 Cohn Fulton, Ayr. Scotland

EMOTION (US Gold) 'Amiga
Level 29  (76 950) Rob And Ph4, 2 2 AP.Towers
Level 7  (46.2001 Wozza TGM  Towers

FIGHTER BOMBER (Activision) (Ange l
(Missions completesellowro
13126 Supersonic Stu ZZAPI  Towers IF-15)
13127 Mad Bomber Hogg Z Z AP Towers
Oilmen 1

GHOULS 11' GHOSTS (US Gold)
4.039.450 Mark Williams and Bryn Lawlor
Mcicitazoy. Somerset
4.020.100 Daniel Julien, London
2.005.850 De lo n  Guinan Tallaghy. Dublin

HARD DRIVIN' (TengenilDomailk) (Amiga)
70.576 (Time -  1:37 99) Andrew Rowley,
Billencay. Essex
41.445 (1 49.581 Stu lindsell,  Brentwood.
Essex
30 280 (2 06) Rob H. ZZAPI Toners

KICK OFF ( An co ) ( M e o l
Argentina. 26p1s 1 st  - P h i l  King, ZZAPI
Towers
brazil 36p1s, t a t  -  Paul Taylor Bille ricay
England 1 s t  -  Matthew Thomas,
Wellingborough. Trevor Haynes. Cramlington
France 36pts, 11 /1- Trevor Haynes,
Cramlington
Holland 42o13 l e t  -  Matthew Thomas,
Wellingborough. Agen vd Welering, Holland
Italy. 4Opts. le t  -  Matthew Thomas
Wellingborough
Russia. 42p1s. 1st -  Stephen Kennell
Matthew Thomas, Wellingbcwough, Jana
Kosktnen, Finland
Spain: 34ci1s, 1st -  Trevor Haynes,
Crarrilinglon
W Germany 36pts, 1 5 1 -  Trevor Haynes
Cramington

NEW ZEALAND STORY (Ocean)
Completed (513.1001 Nicky
Torrington, Devon
Completed t378,600l Dean w i r  James
West Bromwich. W
Completed (362.700) Dave Jo e  Bloggs'
Fitzpalreat. Douglas. Isle C l Man

(Amiga)
Level 5-3 "422.516) God Keaveney. ShelleyW Yorks
Level 5-3 (389.436) R Pernbricige Upton,
Merseyside
Level 5-2 '486,912) Marcus Taylor. Poole.Dorset

NINJA WARRIORS (Virgin)
161,170 (Completed) Steve Bellamy,
Basingstoke. Hanes

.4Amigal
120,800 Marcos 'The Muke' SetpsOn.
Northwood. Wh ir
107 450 Roboninia Hogg, 2ZAP! Towers
35.400 Daniel Sesser. Elletchley, Bucks

OPERATION THUNDERBOLT (Amiga)
2.856,e00 (Completed) Casey Callacher.
Reading
1.652 700 (Completed) Jame Williams
Manchester
748.000 Philip  Songhtorst Lewes. E Sussex

P-47 FREEDOM FIGHTER (Firebird)
(Amiga)
242.764 Ph il King, 2ZAP• Towers
152,700 Rob H. 2ZAPI Towers

POWER DRIFT (Activision)
684.960 H a f t w e l l  Sholton Colliery. CoDurham
881 W I  Johnny 'Well 'Ard' Smdh. Bath
Avon
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RETROGRADE (Thalamus)
1240,320 (Completeo) M a im  C o * .
Nottingham
1 148.665 (Completed) William Callaghan.
Tipton, W Mids
861.290 (Completed' Peter H is,  Gravesend
Kent

RICK DANGEROUS (Firebird)
257,300 (Compleled) Casey Gallacher.
Reading
31.190 Simon Ph ilip s Greenfield

(Amiga)
744 ( C o m p l e t e d  i Casey &attache,
Reading
9.760 Daniel Sesser. Bleichley, Bucks

SAMURAI WARRIOR (Firebird)
3.850 Bret 'Cool' Crossley. Rothwell, Leeds
3,427 Richard l o v e  Basildon' Archibald
Basildon
2.926 Karl Green, Acklam Cleveland

STRIDER (Capcom) (Amiga)
1,077 500 Rate Ball, * don London
307.000 (Completed) Daniel Purbock.
Bodmin, Cornwall
302.900 'Completed live  t imes' Julio Riese".
Pensby. Merseyside

SWITCHBLADE (Gremlin) (Amiga)
133.090 Jimmy Gustafsson Sweden

TEST DRIVE 2  (Accolade)
235.300 (Completed) Mee Vine, Dagenham.Essex

(Amiga)
392.432 (Completed' Matt Heaton.
Berithamsted, Hens
367.800 (Completed) Mark van Gelllenbeeli.
Ffeersum, Hoeand
263 104 (Completed) Carl Moyle. Stevens,Cornwall

lull

TURBO OUT RUN (US Gold)
16,360.000 M a d Man Mark • Ashion,
Manchester
16.310.000 (Completed) Rob *Road Hogg.
ZZAP! Towers
15.530.000 Johan Th e  Joker Jcmkers
Vents-Blench, Holland

(Amp')
48.669.257 Steven Bales, Askett. Bucks
22.343.833 Kieron Roland Telscombe
E Sussex
16,823,468 Steve Packer, Chelmsford,
Essex

THE UNTOUCHABLES (Ocean)
91,150 Jason Lo Radcliffe Manchester
88210 A Nonymous, Anonyville
87 305 Neal Todd Warminster Wills

•'•



KONI X MEGAOLASTER
Precision  m o u ld e d  con t ra .' kn o b  w it h
ste e l sha f t  f o r co m p le t e  re lia b ilit y. D u a l
fire b u t t o n s f o r Jeff a n d  rig h t  h a n d  v ie .
He a vy d u t y le a f  swit ches a n d  ru b b e r
suction cups
OFFER S6 .99

EUROMAX COBRA
Bra nd now de sign with 8
microswitchos 3  Autofire  buttons a n d
single  norma l fire  button provide
trigger re a dine ss
O M R  511.95

EUROMAX ELITE STANDARD
Short  t ra ve l m icro sw it ch  a ct io n  In
e rg o n o m ic a n d  h igh iy d u ra b le  d ie rig  •
OFFER £9 .95

UROMAX ELITE GRIP
Same a s Eine  Sta nda rd b u t  with  now

r gon omic g r ip
OFFER £10 .95

EUROMAX PROFESSIONAL STANDARD
High d u ra b it it y r a p id  re sp o n se  a n d
urria  sensitive  move me nt
OFFER S 1 5.95

KONI X NAVI GATOR
Bra n d  n o w  soliponomic a iry d e sig n e d
ha ndhe id  joystick with Fire  Outran
posit ione d dire ctly be ne a th trio trigge r
finger,
OFKER t i t  99

EUROMAX PROFESSIONAL GRIP
Sa m . as Professiona l Sta nda ra  b u t
with e rgonomic grip.OFFER C13.95

EUROMA X PROFESSIONAL AUTOFIRE
Sa m e  as Pro fessiona l Standard ,  b u t
with  A w o rk*
OFFER £18.95

DYNAMICS COMPETITION PRO 5000
(CLEAR)
Same a s PPO 5000 NORM AL b u t  with
see•thru b o d y
OFFER S U  00

DYNAMICS COMPETITION PRO EXTRA
Features R a p id  Fire  u n iq u e  skiw
m o t io n  a n d  see-thn ,  b o d y
OFFER £15.00

POWERPLAY CRUISER STREAMLINE ALE
BLACK
With  d u a l Food fo r Sp e ct ru m
4 0 K/  128K/Plus/P1u52/Plus3
OFFER 12.99

POWERPLAY CRUISER CLEAR ALITOFJRE
Sim p ly b y  h o ld in g  d o w n  e it h e r o f  the
fire  buttons e nga ge s Autofire .OFFER S12_99

FERRARI FORMULA ONE
(Electronic Arts)

Amiga
E 1 9 . 9 9

S A V E  £5.00!
C54

E 7 . 9 9 / E 11 - 9 9
S A V E  C.2.00/C3.00!

oloommenomp..um
m
,„ WARHEAD

(Activision)
Amiga

E 1 9 . 9 9
S A V E  £5.00!

a

RACKDOWN
(US Gold)

Amiga
E 1 5 . 9 9

S A V E  £4.00!
C64

E7 .99 /E11  .99
S A V E  C2.00/C3.001

•

No 51 Ju l  1969
Massive  5 -p a g e  St ra te g y Sp e cia l '
Ph o b ia . Pro je ct  Firesta ll,  Test  D rive
Arch ip e la g o s,  Blo o d  M o n e y,  M ille n iu m
2.2, Wicke d . FOR /  Po w e rd ro m e  p o st e r;

, No  52  Au g  1969

Bo t m a n ia l Fre e  Ba t  p o ste d  Psygnosis
Sp e cia l'  R e vie w e d  C it a d e l,  Pick
Dange rous. 3 D  Po o l. Am e r ica n  C lu b
Sports, N a vy M o ve s,  Ba a l D e la  Vu  II.
Jou rney,  Zo rk Ze ro . Wa t e r lo o . Tank
At t a ck. Ast a ro t h . Vin d ica t o rs. Tim e
Scanne r,  The  N e va e a lo n d  Sto ry
.Wa yn e  Gf • t zR y
•
s 
H o c k e y ,  
M i c r o
p t o s e

So cce r . Gu n sh ip ,  H a w ke y*  Xyb o t s

No 53 So p  1969
Fresh f ro m  t h e  Oce a n  -  Oce a n  in  h ig h
g e a r  t o r Xm a s re le a se  p e ( lo d l

EMOTION
(US Gold)

Amiga
E 1 5 . 9 9

SA VE £4.00!
664

E7.99/E1 1.99
S A V E  £2 00/C3.00!
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MIDWINTER
(Rainbird)

Amiga
E 2 3 . 9 9

SA VE £6.00!

PIPEMANIA
(Empire)

Amiga
E l  9.99

S A V E  £5.00!
684

E7.99 /E11  .99
S A V E  C.2.00/E3.001

R e vie w e d  The  N e w  Ze a la n d  Sto ry.
Ra in b o w isla n d s. Ge m in i Win g s. Inner 5 .
Sp a ce ,  Ho sta g e s. Gra n d  Pas C ircu it . 5 .
The Ch a m p ,  Pe rso n a l N ig h tm a re ,
De m o n 's Win t e r. Cu rse  o f  t h e  Azu re  I
Bonds, Bre a ch . Fire  Brig a d e . Laser
Sq u a d . I n d ia n a  Jones,  L ice n ce  t o  Kiii,
The Pu n n in g  M a n . Re d  Heat ,  Ku rt . Tom N•l.
& Je r ry. A Ga rfi e ld  Win t e r 's Ta ll
-Iona lsh F r e d d y,  Big  Top o f  Fun,
3 a va g e  Ph o b ia . Do m in a t o r
No  S t  Oc i  1989
In te rvie w w it h  Po we r Drif t  p rog rammer

hris Bu t le r' Ra n d y's Tips
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• Z P Z U P E R O F F E R
SAVE EEEs WITH INFOGRANIES

P  I M F
'S I M  CITY S T I R  CRAZY
C64 disk SAVE E7.00! F E A T U R I N G  BOBO
NOW ONLY E12.99 C 6 4  SAVE up to E5.00!

Amiga E18.99 E 6 . 9 9  cass/E9.99 disk
Amiga E12.99

TIN TIN
C64 SAVE up to E5.0
£6.99 cass/C9.99 di

Amiga £12.99

- I  IPURPLE SATURN DAY
C64 SAVE up to E5.0 —  m o n i m i l . . . . -
E6.99 cass/E9.99 disk i r d  a s

ir1 1 1Amiga E12.99 E l  l

.M

l e r

II.

/
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ORDER
Aparl from our highly
recommended games
list, you can order any
game released by the
major software houses

lo date on disk or
cassette.

Not all listed products
have been released at
the time of going to
press. Goods will be
dispatched as soon as
possible. Customers
will be informed of any
long delays. Ring 0584
815851 tor release

dates

rhoLtl!
BUDGET
BUY 3 &
GET ONE
FREE!!

yfolt's as simple as that!
You buy any three E2.99

games through
RIPERSTORE! and well
;Ivo an extra E1.88 title of
you: choice completely

FREE!!

Universe R e scu e  on Frocta lus. M r. He il.
.ietton 2 . Buffa lo Bills M id  We st Rode o
Show. Omnl-Ploy Ba ske tba ll,  Strider,
Sleeping Gods Lie
No 55 Nov 19a9
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Tuft Out a f t  Programmews Probe
kiltwarel P is  joystick round-x i Free
rusket posterl
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Action Game, Continental Circus.
. S an t ,  Firepower. Star Trek: The
kcelethean Prophecy. Cosmic Pirate.
Iltstop II. Withal', Crystal Castles. Kenao
Wctrior• Soldier Of Light, Wodd Series
Boseboll, Power Drift RVT Rancto 30
Pcol, Pro Tennis Tour, Beach
tivo..ichabes

ZZAPI MAIL ORDER

NAME
ADDRESS

POSTCODE
PHONE No

Method of payment (please tick)
Access l V i s a  U  Cheque j  Postal Ord

Credit Card No

Expiry date

Description

er Total

Price

1
1

Make cheques and postal orders payable to ZZAP! Ltd. Send this form to
ZZUPERSTORE, PO BOX 10, LUDLOW, SHROPSHIRE SY8 1DB.
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WHAT'S Y B
E tAPI GOT?IT'S GOT THE LOT!

11
1 
I
S
S
U
E
S  
F
R
E
E
!

WOT IT COSTS
'UK MAINLAND
OUTSIDE UK
OUTSIDE EUROPE
OUTSIDE EUROPE POSTED AIR MAIL ALL OTHERS ARE SURFACE MAIL

Yes! Become a subscriber to UAP! for 12 months
for lust E15 (UK Mainland only)! By subbing,
compared to the shop price for 12 issues at E18,
you save E3! That's the price of TWO issues!! And
you'll be saving even more than that because any
special issues cost E1.95 each (and there's plenty
of those coming your way!) — but you don't pay
extra when you're a subbed

'I'LL HAVE A ZZAP!
PLEASE ROOMY

ZZAP!'S ALWAYS
TOPS!!

tAORE*10:1 1011
Virt10,410010 Of3E0

1
A

•
MORE Ott IOW

FERREl
l

£15
£22
E35



PREMIER MAIL ORDER
TITLE CBM M

(ASS DISK
THEE COM 64

(ASS D IS K

Special OfferA.P 0
ACE OF ACES

6.99 9 .9 9
2.99

MATCH IN3IN I
MEGA MIX

2.99
9_99 10.99

AFTERBURNER 6 99 10_99 METIROCROSS 2.99
ALTEREDBEAST 799 MICRO SOCCER 9.99 11.99
AM CIV WARV ol 1,2 or 3 1499 MINI OFFICE 2 10_99 13.99
APOLLO 18 6.99 10 99 M ONTY ON THE RUN 2

9
9

ARKAN010 2 REVENGE
ARM ALY
-
TE
ARTK FOX

5.99 9 9 9
6.99
2.99

M OON WALKER
MOTOR MASSACRE
MR H U I

7 50 9 .9 9
6.99 9 9 9
6.99 9 9 9 Amiga

BARBARIAN (PAL) 2.99 • M Y TH 7.99
BARDS TALE
BARDS TALE 2 OR 3

2.99 5 . 9 9
12 99

NETHER WORLD
NE LIROMANCER

7.45 10_99
12.99 1/2meg upgrade

BARDS TALE 1,2 OR 3 NEW ZEALAND STORY 6.99
HINT BOOKS

BATMAN CAPEDCRUSOR
5.99 5 9 9
6.23 9 . 9 9

N IN A  WARRIOR
OBLITERATOR

6.99 9 .9 9
99 9 9 9 onlyBATMAN THE MOVIE 6.99 9 9 9 ONE ON ONE 2 10 99

BATTLE CHESS
BATTLE IN NORMANDY
BATTLEFRONT

10.99
14.99
14.99

100
1
% 
D
Y
N
A
M
I
T
E

OPERATION HORMUZ
OPERATION THUNDERBOLT

9.99
6.99 9 9 9
6.99 9 9 9

f59.99
BEACH VOLLEY 6.99 9 . 9 9 OPERATION WOLF 5.99 9 .9 9
BOMBER 9 99 13 99 OUTRUN 7,50 10.99
THE BI2 9 99 PACMANIA 6 25 9 .9 9
BUGGY BOY 7.99 PATTON V ROMMEL 10 99eusi-oloo 6.99 9 .9 9 PE I ER BEARDSLEY 699 9 9 9

While stocks lastCABAL
CAPTAIN BLOOD

6.99 9 .9 9
6.99 9 .9 9

PHM PEGASUS
PHOBIA

2.99 6 .9 9
5.99 8 . 9 9

CARRIER COMMAND 9.99 13.99 PING PONG 2.99
CARRIERS AT WAR 14,99 PIRATES 9.99 13.99
CHAMPIONSHIP GOLF 6 99 PIT STOP 2 2.99
CHASE HQ 699 9 ,9 9 POOL OE RADIANCE 19.99
CHUCK YEAGER 7.50 10 99 POWER AT SEA 10 99
COBRA
( M O P  HITS

2.99
10_99

POWERDRIFT
PREDATOR

799 10 99
2.99 Amiga

COMBAT SCHOOL 2.99 PRESIDENT MISSING 8 99 10.99
CONTINENTAL CIRCUS
CRAZY CARS

6.99 9 .9 9
2.99

QUEDEX
R- TYPE

3 99
6 9 9  10.99 Battle

CRICKET MUSTER 650 RACK EM 299  6 .9 9
CRYSTAL CASTLES
CURSE Of AZURE BONDS

299
16,99

•  RAINBOW ISLAND
RAFFLES

6 9 9  9 .9 9
6 0 0 Squadron• CYBERBALL 6.99 9 .9 9 RAMBO 2 99

CYBERNOID
• D A N  DARE 3

DARK FUSION

2,99
6.99 9 .9 9
6_99 9 . 9 9

RAM BO)
REACH FOR THE STAR5
RED HEAT

6 5 0  9 9 9
7499

6.50 only £12.99
D(ATHLORD 10.99 RED OCTOBER 9.99 13.99
DOMINATOR 7.50 10.99 RED STORM RISING 9.99 12.99
DOUBLE DRAGON 6 9 9  9 9 9 RENEGADE 2 9 9
DOUBLE DRAGON? 6 9 9  9 9 9 RENEGADE 3 6 5 0  . 9 9
DRAGON N IN A 6,99 9 .9 9 RESCUE ON FRACTALUS 299

Limited OfferDRAGON SPIRIT
DYNAMITE DUX

6.99 9 .9 9
7 99 10.99

RETROGRADE
RETURN 0E7E01

6,99 q  99
6.99 9 9 9

EARTH ORBIT STATION 5
9
9

RICK DANGEROUS 6.99 9 .9 9
E MLYN HUGHES FOOT 6 9 9  8 .9 9 ROAD RUNNER 2,99
EMPIRE STRIKES BACK 6 9 9  9 9 9 ROBOCOP 6 SO 9 . 9 9
ENDURO RACER 2.91 ROCKET RANGER 12.99
ESPIONAGE
ESCAPE FROM ROBOT

MONSTERS

5 9 9  9 .9 9

6_99 9 . 9 9

ROMMEL
RUN THE GAUNTLET
RUSSIA

14 99
6.50 9 9 9

13 99 Amiga
EUROPE ABLAZE 14.99 SANXION 2.99
FAIR MEANS OR FOUL
FAST BREAK

6.99 8 .9 9
2.99 6 .9 9

SAVAGE
SCOOBY 0 0 0

6.99 6 9 9
2.99 Bloodwych

FIGHTING SOCCER 7.991099  99 SEM. (ACTIVISION) 3.99
FISH
FOOT M AN? EXPICIT

11 99
5.50 7 9 9

SENTINEL
SERVE It VOLLEY

2.99 4 . 9 9
2.99 6 .9 9 + Data Disc

FOOTBALL DIRECTOR 6.45 720
-

2.99
FOOTBALL MANAGER 1
FOOTBALL MANAGER
FORGOTTEN WORLD

2.99 6 9 9
590  9 .9 9
6.99 9_99

SHINOBI
SHOOT EM UPCON KIT
SILENT SERVICE

6.99 9 9 9
10.99 14.99
6.99 9 .9 9

£19.99
FUN SCHOOL 2(6 tog) 7.99 9 .9 9 SILKWORM 6.99 9 .9 9
FUN SCHOOL 2 (over 8) 7.99 9 9 9 SKATE OR DIE 750 10.99
FUN SCHOOL (under 6) 7.99 9 9 9 SOCCER Q 2,99
G LINEKERHOTSHOT 7.45 10 99 SPACE ACE 10.50 12 99
GALAXY FORCE 7.99 SPACE HARRIER 2.99

Special OfferGAME SET &M ATCH 2
GARREIDWINTER

8.99
6.50 9 9 9

SPEEDBALL
SPORTS WORLD 88

599 8  99
9.99 10.99

GAUNTLET 2.99 SPY HUNTER 2.99
GAUNTLET 2.99 STARREET 10.99
GHOSTBUSTERS 2.99 STAR WARS 6.99 9 .9 9
GHOSTBUSTE RS 2 7 9 9 1 0 9 9 STAR WARS TRILOGY 8 99 10.99
GHOULS N GHOSTS 7.50 9  99 STEALTH FIGHTER 9.99 13 99
GRAND PRIX CIRCUIT
GREAT ESCAPE

7.45 10.99
2.99

STEEL THUNDER
STORMLORD

10 99
6.50 9 .9 9 Amiga

GREEN BERET 2.99 STRIDER 7.50 9 ,9 9
GUERILLA WARS
GUNSHIP

6.50 9 .9 9
9.99 13.99

STRIKER EET
srutitir CAA RACER

10.99
6.99 9 9 9 Flying Shark

HALLS OF MONTEZUMA 1499 SUMMER GAMES 2 99
HARDBALL
HARD DRIVIN

2.99
6.99 9 9 9

SUPER CYCLE
SUPER DRAGON SLAYER

2 9 9
599 onlyHAWKE YE 6,99 9  9'9 SUPER SPRINT 2.99

HELLFIRE ATTACK
HE ROES Of LANCE
HI1.1.5FAR

7.45 10.99
7.45 10.99

13.99

SUPER WONDER BOY
'SUPREME CHALLENGE
TKO

7.99109999
6.99 11 99
2.99 6 9 9

£9.99
HYPERSPORTS 2.99 TAIT°  COIN OPS 8.99
I. JONES CRUSADE 7.50 10 99 TARGET RENEGADE 5.99 9 9 9
IK+ 2.99 TERRAPOOS 6.99
IN CROWD 9.99 10 99 THUNDERBIRDS 899 9  99
INC SHRINKING SPHERE 3.99 6 .9 9 THUNDERBLADE 7.50 1099
INFILTRATOR 2.99 TIGER ROAD 7.50 10.99
INT KARATE 2.99 6 .9 9 TITAN 6.50
INTO EAGLES NEST 2.99 TOOBIN 6.99 9 ,9 9
IRON LORD
JACK THE NIPPER

6.91 9 .9 9
2.99

TOP GUN
TRACKSUIT MANAGER

2.99
6.99 9 .9 9 AmigaIEWS 6.99 TREBLE CHAMPIONS 6.99

JET BIKESIMUIATOR 5.99 TURBO OUT RUN 7.50 9 .9 9
KARATE ACE
KICKOFF

10.45 12.99
5.99 9 .9 9

RAKER
ULTIMATE GOLF

7.99
7 SO 10-99

Mid-Winter
KONAMI COLLECTION 6.99 12.99 UNTOUCHABLES 6.50 9 .9 9
KOREAN WAR
KRAKOW
LANCELOT

13.99
2.99
9.99 11.99

• VENDETTA
VIGILANTE
VINDICATORS (DOMARK)

7.99 10.99
6.99 10.99
6.50 9 9 9 only

LASER SQUAD 6 9 9  9 .9 9 WS . BASE BALL 2.99
LAST N IN A
L A 5 T
N I N J
A 2

6.99 9 .9 9
8.99 9 ,9 9

WAR IN MIDEKE EARTH
WASTELAND

6 9 9  9 ,9 9
12 99 f19.99

i'BOARD PAR 4 10.99 1 /.99 WE ARE THE CHAMPS 6 99 12 99
LEGACY Of ANCIENTS 5.99 WINNERS 1099
LICENCE TO KILL 6.99 9 .9 9 WIZBALL 2.99
MARS SAGA 10.99 XENOPHOBE 6_99 9 . 9 9

ARTHURS WAR 13.99 XYROTS 6_99 9
9 9MARBLE MADNESS • 5

.
9
9

YIE AR KLING EU 2.99
?AK McKRAKEN 10 99

TITLE
ADV SKI SIM
AIRBOURNE RANCiER
A- MAX
A-MAX WITH ROM
ALTERED BEAST
AMOS
A.P.13,
ARCHIPELAGOS
ARCHON COLLECTION

• ARMALYTE
ARTIC FOX
AUSTERLITZ
BAAL
SAL OF POWER 1990
BARDS TALE 1 8 9 9
BARDS TALE 2 1 7 , 9 9
BARD'S TALE I OR H I N T  BOOKS 5 9 9
BATMAN (APED CRUSADER 1 5  99
BATMAN THE MOVIE 1 6  99
BATTLE CHESS 1 7 . 9 9
BATTLEHAWKS 1342
BEACH VOLLEY
BIONIC COM M ANDO
BLOOD MONEY
131.000WYCH AND DATA
BOMBER
ROMBLIZAL
BOULDERDASH CON. KIT
BUGGY BOY

• CABAL
CAPTAIN BLOOD
CARRIER COM M AND
CHASE HC)

• C H K A GO 90
COLOSSUS CHESS X
COM M ANDO
CONFLICT EUROPE
CONTINENTAL CIRCUS
CRAZY CARS
CYBERNOID 2
THE CYCLES
DAMOCLES

• DARIUS  89
DARK CASTLE
DATA STORM
D_ D. HORSE RACING
DAY Of VIPER
DELUXE MUSIC CON KIT
DELUXE PAINT 3
DELUXE PHOTOLAB
DELUXE PRINT 2
DELUXE PRODCTION
DELUXE V IDEO
DOUBLE DRAGON 2
DR DOOM
DRAGON N IN A
DRAGONS LAIR
DRAGON SPIRIT
DUNGEON MASTER 1MEG
DUNGEON MASTER EDITOR
DYNAMITE DEBUGGER 1 6  99
DYNAMITE DUX 1 6  99
EAGLES NEST 4 _ 9 9
ELITE 1 4 . 9 9
EMPIRE STRIKES BACK 1 1 . 9 9

• ESCAPE FROM ROBOT MONSTERS
13.99

115 COMBAT PILOT 1 6 . 9 9
F29 RETALIATOR 1 6 . 9 9
FALCON I I 6  1 9 . 9 9
FALCON MISSION DISC 1 1 3 . 9 9
FED OF FREE TRADE 1 9 9 9
FERRARI FORMULA I  1 9 . 9 9

• FINAL BATTLE 1 6 . 9 9
• FINAL COM M AND 1 9 . 9 9

FISH 1 4 . 9 9
RIGHT SIM 2 2 6  99 S
R I  DISC 7 OR I I 1 1 9 9 S
RE DISC EUROPEAN 1 3 . 9 9  S
R I  DISC JAPAN 1 3 9 9
 FOOTBALL DIRECTOR 2 1 1 . 9 9  5
FOOTBALL_ MANAGER 2 1 1 . 9 9  I
FOOTBALLER OF THE YEAR? 1 3 . 9 5  I
FOOTM AN? EXP xrt 8 , 9 9  I
FORGOTTEN WORLD 1 2  99

• FULL METAL PLANET 1 6 9 9  T
FUN S CHOOL
? 
( u n d e r  
6 )  
I
S  
9
9  
I

EUN SCHOOL 2 16 to B) I S  99 I
FUN S CHOOL
? l o v e r  
8 )  
1 5
.
9 1  
t

FUSION 7 . 9 9  I I
FUTURE WARS 1 6 . 9 9
GALAXY FORCE 1 6 9 9 .  I
GALDREGONS DOM AIN 1 1 . 9 9  I
GAZZAS SOCCER 1 6 , 9 9
GARFIELD 9 , 9 9  •
GHOULS N GHOSTS 1 6 . 9 9  U
GHOSIBUSTERS 2 1 6 . 9 9  U
GOLDEN SHOE 1 6 . 9 9  U
GR El ZY HOCKEY 1 5 . 9 9  U

• GRIM BLOOD 1 6 . 9 9  U
GUNSHIP 1 4 . 9 9  U
HAWKEYE 1 2 . 9 9
HEROES Of LANCE 1 6 . 9 9  V I

• HOUNDS  OF SHADOW 1 6 . 9 9  V I
HUNT FOR RED OCTOBER 1 4 . 9 9  V I
INC SHRINK SPHERE 9 . 9 9  9 i
INDY ?ONES ACTION 1 3 . 9 9
INDY JONES ADVENTURE 1 6 , 9 9  W
INT KARATE •  1 6 . 9 3  W
INTERCEPTOR 1 5 , 9 9
INTERPHASE 1 6 . 9 9  W
IRON LORD 1 6 . 9 9

• I T  CAME FROM THE DESERT 1 9 . 9 9  X
• I T  CAME FROM DESERT DATA 9 . 9 9  X

JAWS 1 2 . 9 9  X
JOE BLADE 4 . 9 9  Z

AMIGA TITLE A M I G A
4 9 9  T O E  BLADE 2 4 9 9

1399 K E N N E D Y  APPROACH 1 4  99
134.95 K I C K O F F  1 1 . 9 9
249.95 K I C K  OFF EXTRA TIME 7 . 9 9

16.99 K I N D  WORDS
? 
3 4 . 9
9

14.99 K I N G S  QUEST TRIPLE 2 6 . 9 9
12.99 K I N G S  QUEST 1,2 OR 3 HINT BOOKS 5 .9 9
15.99 K N I G H T  FORCE 1 6  99
8.99 K R IS TA L 1 7  99

11.99 K U L T  1 6 9 9
8 99 L A S E R  SQUAD

16 99 L ' B O A R D  BIRDIE
14 99 LE IS U R E  SUIT LARRY 2
16.99 LIC E N C E  TO KILL

16.99 M A N H A T T A N  DEALER
16.99 M A N I A C  MISSION
7.99 M A R B LE  MADNESS

16.99 M ICROP ROS E  SOCCER
19 99 M IE LE N IU M  2
21 99 M R  H a l

999 N E W  ZEALAND STORY
7 99 N I T R O  BOOST
7.99 N O R T H  AND SOUTH

16.99 O M A G A
7.99 ON S LA U GH T

14.99 OP E R A TION  NEPTUNE
16.99 OP E R A TION  THUNDERBOLT
16.99 OP E R A TION  w o i s
16.99 O U T R U N
1? 99 P 4 7
16.99 P A S S IN G SHOT
13.99 P H O B I A
14.99 P LA Y E R  MANAGER
11.99 P OLIC E  QUEST
16.99 P OLIC E  QUEST HINT BOOK
16 99 •  P OOL OF RADIANCE
14 99 P OP U LOU S
14 99 P OP U LOU S  PROMISED LAND
16 99 P OWE R D R OM E
12.99 P OWE R D R IFI
16,99 P R E C IOU S  METAL
59.99 R A I N B O W  ISLANDS
59.99 R E A C H  FOR STARS
59.99 R E D  HEAT
59.99 R E T U R N  Of IEDI
89,99 R I C K  DANGEROUS
59.99 R OB OC OP
13.99 R OC K E T RANGER
16.99 R OLL IN G  THUNDER
14.59 R U N N I N G  M AN
29.99 R U N  THE GAUNTLET
13.99 S E IADOWGATE
16 99 S H A D O W  OF THE BEAST
7 99 S H IN OB I

SILENT SERVICE
SILKWORM
SKATE OR DIE
SKYFOX 2
SNOOPY
SPACE ACE
SPACE HARRIER
SPE EDBAll
SPY VS SPY
STARGLIDER 2
STAR WARS
STAR WARS TRILOGY
STEVE DAVIS WORLD

ST ORMEORD
STRIDER
STRIP POKER 2+
TUNT CAR RACER
UPER HANGON
UPERBASE PERSONAL

SUPER WONDERBOY
WORD OF SODAN
ALE SPIN
ANGLE WOOD
EST DRIVE 2 THE D u n

THREE STOOGES
HUNDERBIADE
I ME
IME AND MAGIK
00BIN
RACKSU IT MANAGER

TREASURE ISLAND DIZZY
RIV PURSUIT NEW BEGIN
URBO OUT RUN

TV SPORTS FBAti.
TV SPORTS BASKETBALL

LT1MATE GOLF
MS SCENARIO I
MS SCENARIO
MS 2
NW MILITARY SIM
NTOUCHABIES

VERMINATOR
CTORY ROAD
GILANTE
NDICATORS (Dornark)
RUS KILLER

VOYAGER
AR IN MIDDLE EARTH
ATERLOO

WEIRD DREAMS
ORLI) GLASS LEADERBOARD

WORLD TOUR GOO
ENOIN 2  ME GABLAST
ENOMORPH
YBOTS
AK MCKRACKEN

12_99
16.99
19.99
12.99

IIGHTTORCE 1 6 . 9 9
LOMBARD RAC RALLY 1 4  99
LORDS OF RISING SUN 1 9  99
LOST PATROL 1 6  99
MAGNUM 4 1 6  99
MAJOR M OTION 7 . 9 9

14 99
16.99
8.99

14 99
16 99
15 99
16 99
4 9 9

1599
21 99
16.99
14.99
16.99
14.99

7.99
15 99

799
799

12 99
16.99

5.99
1999.
16 99

799
IS 99
16 99
1399
15.99
15,99
15,99
9.99

15.99
13.99
19.99
7.99

1499
15_99
14.99
22 99
12.99
14.99
12.99
17.99
8.99

16.99
26_99
16.99
11.99
799

14 99
9.99

16.99
SNOOKER 11.99

13.99
13.99
9.99

15.99
16.99
59-95
16,99
16_99
17_99
7.99

21.99
7 99

1599
19.99
11.99
13.99
11.99
4.99

11,99
7699
19 99
1999,
16.99
8.99
8.99

15.99
14.99
16.99
14.99
14.99
10.99
9,99
8.99

1599
1499

5499
899
8.99

15.99
16.99
12.09
16 99

Tiltles marked • are not yet available andwill be sent on dayof release Please send chequePOiAccessNisa No arid expiry dateto: DEPT ZPO4, TRYBRIDGE LTD,
8 ElUCKWINS SQUARE, BURNT MILLS, BASILDON, ESSEX SS13 113_1.

Please state make and model of computer when ordering_
P & P inc. UK on orders over 15.00 Less than f5.00 & Europe add (1.00 per item Elsewhere please add 1200. per item for airmail.

These offers are available mail order only
Tel_ orders: 0268 590766



TRUE - THE DEVELOPERS
Toque may not have been around as long as some of the
veteran development teams, but they're certainty one of
the most prolific. Formed in 1987 by the familiar names of
Tony Kavanagh, Peter Harrap, and Shaun Hollingworth,
Tootle have since worked on Prison, Pee-Mania, Bias-
teroids, Toobin', Xybots, Thunderbirds, Passing Shot,
Continental Circus, Chase HQ, Laser Squad, and Cyber-
ball to name just a few (!).

Currently the team are hard at work on Manchester
United Football Club, Scramble Spirits, Space Harrier
and a new version of The Hunt for Red October (to tie in
with the forthcoming film) for Grandslam. Klaxfor Domark
is also in the pipeline, as is a new Rogue Trooper game.

OM 5  4  z z A r t  A P R I L  1 . 4 ' 9 0

In the arcades of 1989 you'd have beer
,hard pushed to find a more graphicall ,
impressive, immensely detailed g ame
than Techmo's Shadow Warriors. Ninjas
battling their way through modern dfiy
New York sounds a great idea, but what
makes i t  really special is the incredible
attention to graphic detail and all-round
playability. Coin-op fan ROBIN H O G G
paid a visit to Rotherham-based Teque to
see how the home versions of  Shadow
Warriors were coming along.

eque's Shadow
Warriors team con-
sists of three prog-
rammers: Ivan
Dimbleby (GA,
Simon Paisley t 1 b-
hit), and Mike Tal-
bot 280). Its Mike

who's been working on the artificial
intelligence routines for all versions,
developing them on the Z80 to be
finally transferred acrosstotheother
machines. 'Along with us, up to
three graphic artists at a time are
working on the game,' Mike
revealed.

With Shadow Warriors it seems
graphics are all: 'There's something
like two megabytes of graphics in
the game, a ridiculous level of
graphics and conics— it's going to be
Iwo disks on the Amiga.' At that
very instant Teque's personal
Shadow Warriors coin-op began to
run the fantastic attract mode.

'We're going to have that in the
Amiga game!  promised Mike. This
is difficult to believe if you've seen
this stu n fling sequence but Simon is
going all-out to try_

'We hope to conyen everything
else from the coin-op including the
spelling mistakes lincert instead of
insert, hotel', icecrem etc), even the
'Winners Don't Use Drugs'' logo

which comes up before the game

starts. There's also the coin-op
cheat modes and ROM graphic tests
which are planned to go in.'

It sounds a major task and as Mike
pointed out, 'It's all dependent on
tune, we've been given 15 weeks to
get it done and Ocean wanted it to
be flash; the time limit is very tight. '

Toque were given the game to
convert in Early December; a
storyboard was produced by
December 5th which, even in its

simplest form, takes up 14 pages!
Its a 'shoot-'ern-up with shoes!'
according to Mike. 'Actually, we sat
down and worked Out what was
supposed to happen and disco-
vered that it isn't as complex as it
first seems. The game isn't about
constantly using Ninja moves las
you'd expect', it's more about using
selected moves at the right time.
Strangely, the final guardian on the
last level la huge, sword-wielding
Samurai] is the easiest of all to beat
— leap behind him and you're
guaranteed a hit on him every time.
Wechanged that to make for a har-
der game of course!'

Apparently the coin-op'S prog-
rammers were using weird code
structuring: 'The coin-op stores the
levels in a strange way. It begins
with the street scene as usual, but
then it has to bypass three other
levels in memory before jumping
back again to access the others.
Obviously, the home computer ver-
sions will be a lot better organised in
terms of coding!

'At the moment we're using a
Beta test version of Detpac to write
it and we're the first people to come

V Lett to dght, we have Matt Furniss (musician), Mark Potente
(graphics), Mark Edwards (graphics), Simon Paisley (Amiga
programmer), Mike Talbot (7_130 programmer). and Nam Oimbleby
(C64 programmer).

Ty Fighting off the ninjas at the end of the level with test graphics at
the bottom
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A Ba ckd r o c foe the  n ight  cit y loya l d ra wn  with  C C P  Art  gangMin MAI

up with a list of bugs [for the utility I 1
'We should have the Al routines

done first, although they were the
hardest part to develop, taking 14
weeks. They're fairly simple to actu-
ally encode once they're con-
structed,'

With the Amiga version planned
to include most of the features of the
coin-op, the 64 version is up against
some high hurdles, The actual
arcade machine's routines were
written in 68000 which made it easy
to convert onto the Amiga, making
things a bit difficult for the C64 prog-
rammer.

Ivan commented, 'The sprite
machine is always a problem on the
64, it took a heck of a long time to
write sprite routines - we use eight
sprites if we can. If you use overlay
[for more detail] you have all of four
sprites, hence we're using bitmap-
ped sprites, the sprites being moved
on the X and Y co-ordinates.' Ivan
loaded up some sprites, including
the end level guys and backdrops
'First time I've seen these!' he con
fessed, 'I don't know about the
sprite size yet, they can be two
sprites wide and up to a full screen
in height (I). If you're chased by two
BIG guys that's it though; any more
would be too many - be grateful
you've got those!'

Given that the backdrops arelour
colours they're looking good so far
-  the graphic artists have done well
to capture it all. The Night City
scene and the face of an old man on
a wall are particularly atmospheric
backdrops, created by Mari
Potente (who did the graphics for
Toobinl. The OCR Art Studio is
being used for the graphics. 'It's the
only thing to use, Ivan claimed_
'Each sprite is 189 bytes with five
per K - that doesn't leave much
memory. The 64 is definitely the
hardest version to program with up
10 eight sprites on screen. Previously
the sprites were too big - they
tended to catch the overhang easily
-  so they were shrunk to fit.

'I'm going to have two add•on

sprites tor the armileg in motion,
effectively extensions of the bodies
for punches, kicks etc.'

On the audio front, musician
Matt Remiss has allocated around
SK for the C64's 3 tune aural accom-
paniment and sonic effects_ The
Amiga version has roughly 80K allo-

SHADOWY TECHNICAL DATA

Scrolling area: 304 x 152 pixels
Sprites on Screen: Six measuring 24 x 152 pixels and two measunng 24 x 21 pixels
'the add-on body sprites)
Backdrops: 30K
Audio: SK
Sprites: 25K (Main player has 111-res overlay)
End of Level Guerdietts: 48 x 110 pixels (final Guadian even bigger!)

All sprites are depth-keyed and multi-coloured

NI graphic, sonic and program data is Wavily compressed to fit onto 2 disks

Backdrops: 1.375.256 bytes
Sprttes: 300.000+ bytes
Static Screens: 100,000 bytes
Code: 140,000 bytes
Audio: 60.000 bytes
Screen Size: (256 x 224)32 colours
Sprttes on screen: (16 x16)128
Background objects: (16 x16)20

cated to the tunes with three tunes,
start/end-of-level jingles, and RC

Hardware sprites are to be used
with a vertical split to provide the
illusion of very tall sprites. Unfortu-
nately the two-player simultaneous
mode will not be implemented; the
restriction of eight sprites available
horizontally means Ivan has had to
opt for alternate play.

'Most of the coin-op program is
graphics with a mass of memory
used - 200k for the leading man
alone. We've had to reduce the
number of frames here and there.
There's loads of men and other

c e

A Popping into the pool bar for a quick pint (Arm).
characters in there, we've even
included the graphic bugs:

Whereas the C64 version will
adopt fairly traditional graphic
techniques with a four-colour back-
drop, the Amiga version will be con-
stantly loading the backdrops l a
Virgin's The hiinia Warriors).

'The Amiga game isn't loaded in

blocks - it's one constantly loading
picture which took the program-
mers of The Ninja Warriors three
months to perfect, but took us just
seven days!! We pulled the graphics
straight out of ROM, grabbing and
selecting relevant graphics and
recolouring them. The main charac-
ter was originally too grey and
we've now boosted the colour to
blue, effectively "reverse engineer-
ing" the coin-op. It's amazing how
few frames there are in each action,'

Regarding other people's prog-
rams, Ivan confesses to playing Mir-
rorsoft's Chaos Strikes Back ( '
u t t e r l ybrilliant' is the quote he wants in the
magazine), I nfogra mes' Drakkhen,
and Domark's Typhoon
Thompson. Mike also confessed,
'We've played THAT Nina game
and didn't like it'. But Ivan was less
subtle about the whole thing: ' Ninja
Warriors is crap!' Yes, well

Shadow Warriors is plan had tor an
Easter release from Ocean on the
C64 (C9.99 cassette, E14.99 disk)
and Amiga (E24.99)_
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The main character's animation frames, ported across from the
coin-op Into the Amiga game.
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cLacc  IF e
WANTED
Wanted Azte c Challenge or Indy And The
Temp* Of Doom. Vele pew £4 for Aztec or £5
for Indy. Contact Ja ck Wa yne  o n  113253)
696555, Thanks and hurry pleas&

Wanted for 084 cassette versions of Pin Ball
Construction Se t  a n d  L o d e  Runne r b y
Anolasoft. C. Banes, 192A Peckham Rye, East
Dulwich, Londen SE22 90A

•Wanted 054 data recorder, c o n o n .
Pay up to E25. Wrrte to Rob Ashby, 14 Maiden
GrOve. He isby. Cheehire WA6  0 E0  o r us.
092e2 3465. Please reply promptly, thanks!

Wanted! 064 programmers, musicians and
graphic artists to join uo with an anginal, herd
thinking games designer, and p o s
sib
ly s t a r t  a
software team. For more information nng 05.2
400747. 18  Easterly Sp,  Gipion, Leeds LS83PN.

Wanted Zzap M  back Issues. Numbers 1.25,
31, 33, 34. 36, 50, 54, 55, 56 & 57 Te l: linCOln
(0522) 793448.

Action %spiny enhancement a sk 064, one
that covers over 90 I na s Pay price of disk it
works and n  good condition. Tel: 0472 73581
Or 3 6  Beachwood Avenue, Bra dle y Pe rk
Estate, Gnmsby 0N33 1E10.

Chuckle Egg for C M  on cassette or chat
Please help, prone now on 0728 860 586 and
asii for Sun NOW!

FOR SALE
O M ,  p e rf e c t  co n d i t i o n ,  1..0110- a d a t a  re co rd -
e r.  r e s e t  S w i t c h  a n d  m o t h e rb o a rd .  N E O S
mOuSe and met. over C1000 games inc.
Bomber, Retrograde and Turbo Outrun
ono. Tel: 0375 500483. Ask for Mick

064 ga min for saki,  many originaks. Prices
ran g e  h o rn  C l  t o  £ 5 .  T a l e s  i n cl u d e  S e u C k.
Armalyle, IN 4 a nd World Class Leaderboard.
For more info phone 0706 49447 and ask for
Richard novel

New Canc. still boxed, data cassette, 1 540
disk dove. over 60 original games Inc. Strider,
Power D M ,  Untouchables and many more.
Very good condition. Phone 0734 872910.
Want E220 ono. Need quick sale. Cheers
,
For sole, C64, excellent condition. SO grata
games. joystick, tape deck, Expert cartridge,
magazines, M usic Maker e tc. Bargain only
£140. Any offers nog Rayleigh 777903 or vette
to 27 Wocdlow, Thunclerstey, Essex

Ce1484, two tape decks, tape to tape back-
up. Power cartridge, Casio keyboard, over
£200 games including Barbanan. Nina  1 fa,
poystick, Citizen printer. mouse and cheese.
Only £249 ocio. Worth over £500. Telephone
0405 765595. Humberside.

For *aka C64 games. include Grade, A.P.B..
Untouchables. Tha l. The  H its. 1.S,S,„ a ll a t
cheap prices or will swap for other (good)

Contact Willi Ou n h a l,  81 Belie Vue
rar7c115e3 a m  Gardens, Shrewsbury, Shropshire S13 7,1H.

Commodore 128, 1541 disk drive. 1931 col-
our monitor, 1200 printer, loads of games and
utilities, E550 ono. Phone 01 317 8890 atter
6
n
f
n
:

CSM 64, 2  datesettes, Expert cartndge, 3
joysticks and over E700 worth of software
Games include Batman, The  Untouchables
and Ohouis'n'Ohosts Worth over £900, wall
sell ta r (250  ono. Interested? Phone 01 278
1541 any time.

064, C2N, joystick, £230 worth of games Inc.
Power Drift,  Ghours'n 'Ghosts a n d  La se r
Sguad, over 90 computer magazines, Repay
MK Illand a speech ow/ridge. All for El e5 ono.
Tel: (061) 7946311.

Commodore 840 Light Fantastic Peck, only
three months old, boxed, perfect condition.
Includes C64C, clatasette, light gun, leads. ten
games. manuals. guarantee. Also E200+ o f
software a nd miaosvochted joystick,  Se ll
£230 coo. Phone (0202) 766588.

064, 1841 disk drive, 1525 printer, iro l Col-
our monitor, 2 x C2 N &M iseries,  1 0 0 's o f
P r a p p
a p p r o
x .  
1 5
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r o x . toads of other extras, [550. Phone Trevor
on 0702 352745.

Commodore M C ,  ne w model,  with C BM
1541 Oda dove arid E350 of games including
Double Dragon 2, Power Drift. Zak Mcracken
end APB r many more. All this for £200 ono
Phone Daz on Aldershot 0252 313652.

0134 earner' for sate inc. Chase HO, Tarto Coln
Op Hrts and Power Drift Very cheap Ring (01)
570 9006 for netails. Prices from £4.99.

Greet bargain COM 64, datesette, joystick,
iiipt pen, over E250 Software inc. Robocop,
A P 8 ,  We be ll and loads a t  programming
m an u al s.  F o r O taCk Sale  C2 1 0 _  P h o n e  (0 1 )5 7 8
3168 now. Ask for Mulle in.

A520 Amiga modulator + caddis, Wiii sell for
£15 Phone Jonathan (0247) 466432 of write
to 7 Pinehal Crescent, Bangor, County-Down,
Northern I re land BT 1 9  2 SE. Phone  a fte r
5.30prn on weekdays.

Commodore M C  9  months old. boxed disk
drive OCs 118: joysticks' Expert cart: tape rec-
order C2N 2 0  disks: 50  taped games: Zzap
rnags issues 47-58. Genuine sale. Best oiler
over £300. Phone_ 0341-2805115 after 6pm.

COM 64, new detesette and power supply,
loactm games, a ll original, clues and lips on
adventures, joystick, plus old nags on Zzap1154and Commodore 64 £220 ono. Tat. Sheffield
(0742) 472353, ask for Scott.

Ce4c, d isk drive, Trosan light pen, 60 daks,
Expert cartridge, 2  joysticks. ciatasene, 150
tape games. 30  dlisk parries, cask box. every
/zap! since No. 1. Excellent condition, Phone
Gdno On 01 304 6891. E225 ono.

Commodore Am ig a .  co m p le te  p a ck,
Kemosion Pro joystick, 16 games, six months
guarantee, all boxed, as new £300 ono Tel:01
397 7976 (Surrey),

OM, 0 2 hi joystick, leads lots of games inc.
Woteh, Barbarian e nd many more. M icro
Male power pa ck. Power cartridge. All for
E220 ono. Phone Andy 01 205 6149 Boxed.
Also GA.C . disk £15 wNh box, manuals.

COM 1541 d iskdrive  many escellent disk
games inc. Supreme Crellenge, Gold. Silver,
Bronze, Gauntlet li,  Forgotten Worlds,  2 0
blank disks, Action Replay MK IV cartridge, all
aCCHSSOried and cables £ 9 0 . Phone 01 9 5 0
5775 evenings

CM  for wile ,  bargain. E700 worth of garnet
like Dade 2. Myth. Ghoule'n'Grgosts, all worth
£1000. will half the price  to E503. Send a ll
offers to 60 Watts St, Levonshulme, Manches-
ter 1.419 215.

Complete e ystwd C64, C2N, 0C-118 disk
d rive ,  M P S - 8 0 1  p r i n t e r .  2  ro y S e c k s ,  d u s t
covers, light pen, mags, Action Replay Mk4,

C 1 100 games, cassette and disk cliSk
box. VGC . Bargain a t  £450 ono Matthew
(06211816624.

Atari 52081', hardly used, unwanted gift. WM
se ll f o r £ 3 3 0  a r o .  I n Cl Ud e s e ve ryth i n g  in  S T
Power Pa ck,  but seventy pounds cheaper,
plus tan yes, ten!!! blank disks. Gosh. call Kel-
vin 0738 752730.

Amige full 4 Meg RAM extension E250. nor-
maily £510. unused. Also 3 .5
- d i s k s  5 5 0  
e a c h
for 10, 50p for 100. 45p for 506, 40p for 1000,
Write Robert, 6 3  North Avenue, Usworth,
Washington, Tyne A Weer NE37 2LE.

Disk drive  1641, good order. Cartridge Mk5.
Enhancement Disk plus 70 &Ws in disk box
Quiet stop rated Only E 105 ono. Phone Stuart
.B at h  -
4 1 A
A 5 4 .
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A m i g a  5 0 0  fo r we e ,  m i n t M aCh in e ,  m an y g re e t
g am e s,  sti l l  u n d e r wa rra n t y .  fo u r m o r a l s  o ld ,
two joysticks, a ll in good order, a  bargain at
E300 Phone Jame on 061 7 7 5  1004. Hurry
after 6pm

CBM 64, 1541 digit drive, M PS 803 printer,
data recorder, AR4 Pro, 100 disks, disk boxes,
two joysticks, dust cover, manuals, good con-
dition, £275. Te l Blpool 0253 54653 W M
separate

LOOK) 0 8 4 ,  d isk drive ,  E200  o f  parries,
accounting per>aort RS232C, ROM  Diary,
Last N ine  II, Time And Magic Mcdogy etc.,
books a nd mags, £250 ono Phone  0344
773009. Ask for Dleries after 4pm.

064, ne w model. VGC, loactsa games, data
recorder, yoystock, n a g s,  manuals,  poke
cards, reset cartridge. mouoe and cheese.
Worth £530, sell C250 ono_ Phone 01 802 2158
evenings

0814 64,2 C2N11. 4 loyeticke. over £500 woof,
of games including Untouchables. S.Carreortr.
Batman (Movie), E. Hughes, Mirth, Micro Soc-
cer, Barbarian 2  and much more £250 ono_
Phone 0329 834218. a sk for Mark or Le e
Hurry for a great deal!!!

M a c,  perfect condition, C2N, leads, Cruiser
joystick, manual. magazines, at least 100 orig-
inal software etas from Bard's Tale to Batman
Movie, Only E100, short tenn offer only, Tel.Richard on 01 803 8729.

Disk games for C041 At cace advaoture etc.
Bargain prices a ll originals" Send SAE for list!
(Includes MoreneuS, Red LED, Gana Sisters,

Compilations, Captain Blood, Zork
etoll) Chris, 3 West Lane. Barden, West York-
shire 8017 5HD

0840, 1451c disk drive, E700 worth of soft-
ware. C2N tape deck and 1 0  blank disks.
Worth over £1000, will se ll for C295. Te l.
Michael on (03791 852616 Action Replay M1I8&so mcluded,

Every Issue of Zzap except 211. 34. 35. Most
in  p e rfe ct  co n d i ti o n .  O f fe rs in  wri t i n g  to  Jah n
Alfred, 11 Lurnn Road. Hyde, Cheshire Skis2RN.

064 plus disk and tag*  drive. Action Replay
MkV Pro, joystick, over 200 games including
Arrharyle, Delta Operation Wolf etc, all manu-
als, cheats. All in ekcellent condition, E200
Bucks 06285 25392 alter 5pm

MOO with 1064e monitor and A501Amiga MOO
 Work Bench and software Perfect

condition £800 casts Ring Lee on 095922983.

C128 with tape de ck over 130 garners includ-
ing new lilies like Turbo Outrun, Badman, n-
Type, Siliworrn, Salamander, Last Ninia 152,
L.E 0 .. Speedbali, Operation Wolf. Botiooap,
Thunderbirds, Dominator etc. Phone Nigel on
0822 687401. £350 ono.

CBM e 4 0  (boxed), 0254. over 4 0  original
games. As odcellent condition, approx one
year End, hardly Ullad E70, complete bargsrni
Phone Adam ((423) 324108, Also. Amiga con-
tacts wanted le i to Hybrid, Srnerphisal and
Toni Wnght _

0640, 1541 11 disk drive, C2N plus leCie and
disk software inc Pools,  Curse and Hillefer
AM U  M  this and more for lust £250 ono_
Phone Mark on 01 656 7839 evenings

064 and accessories, rnOre than £800 worth
of games horn old ciassica to new hits, Action
Replay, two joysticks and lots more. Will sea
lor £250. Ring 01 883 8744 for details, ask for
Carlton

064 for sale, excellent condition, power
- p a c k .tape de ck. * r a c k .  M usic Maker, loads of
g am e s  i n c.  q 0 b 0 C o p ,  T i m e  o f  L O re . B a t m a n
etc a nd carry case, £120. Plus Action Replay
Mk IV cartridge E25. Phone (0895)55845

ZAP! ^peen_ 1 99t, 5  7  MI



0

PEN PALS Amiga conta cts wonte d Se n d  disks to,
James Stephenson, 8  Byland Close, GUiS-

Antis's contacts] Fast and reliable only. Send borategh, Cleveland TS1 4 74-1 or phone (0287)chess. lists (Clayton), PO Box 139. Albion Park. 36770 after 4prn (reply guaranteed).N .S.W. Australia 2527 or (Jeff), 75  Cavrdell
Drive, Albion Park,  N  S.W.,  Australia 2527. Amiga contacts wanted to swap hints etc.
100% reply. Don't forget that, hurry up! Send disk and lists 1 0 0 % reply to Stephen

Marwrood, 1 8  Heatherway. Sta nle y,  C oAmiga conta cts wanted, send disks/ lists. Durham 0I-19 7RW.
Reply guaranteed. Write  t o  !Simard T ie .
engtort 144 Baker Street, Akrasion, Derby Amiga conta cts wonte d pre f. in  EuropeDE2 BSO or phone (0332) 754155 Write to Lars Michael. Senclergaard, Tulpen-

laan 3, 1990 Hoeilaart, Belgium. 100% reply.European ma le / fema le  Am ig a  conta cts
wanted. Write  with lists e tc. to: Coen, Ave Wonted! Ce ll +  Amiga  contacts. Al  latest
Henn Houssaye 16, 1410 Waterloo_ Belgium. stuff, sorry disk only. Send diskOetter to Lee.
1
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60 Maple Ave, Sandiacre. Notts. NGIO 5EF.
England. 100% reply.Amigo 4woopers wonted. send disks and/or

lists to Acres Way Great Burchee Road l'nurb. CM/Amiga conta cts wa nte d woridwide .
dersley. Esse x. 1 0 0 %  re turn_  Ra yle igh Purpose: Swa p de lis only, new stuff. Send770402 Cher, lists and into to: Christian Guilaksen,

Nipadalen 1 4 5 ,  5031 Lakseveag, Norwa yAmiga contacts wanted world wide . Send
disks or a sis to  D a s 1 6  Vigo St. Oldham.

Don't wait_ write now!!!

LanCs 0 L4  SHZ, England_ Phone 061 6 6 5 064 owne r wants penpals a ll around the1665 world to swap games. Disks only! Send disk
,letter to Marlin Hoogendcom, M idclelbu roses-Amiga contacts weeted. All letters and list treat 47, 4388 NS Oost-Souburg, The Nether-

answered. Send letters disk to Jim. 2 Ingeiow lands (All replied)
Ave, Person Cross. Sheffield or phone 401876now'?

OM  conta cts wanted! Tape only to swap

C M  disk contacts wonted. Send your le ts
and disks to: The Beaver, 6 Woodland Grove,
Wath-on-Deame, Rotherham, South Yorks.

latest Stuff, hints, tips etc. Please send lists. 563 7TG. 100% reply guaranteed. Disks geltapes to Brian fAcCarroll. 158 Manor Street priority Write  nowt!!
Belfast 8114, Northern Ireland. All betters get
100% reply. Wrtie now! No lamer's. Amiga contacts urgently needed! Send lists

and Chslis to: Leon. 55 Calverley Road, Kings-Amiga contacts wontatit Send hats, disks to: norton, Birmingham 838 8PN, England Write
Remco, Spekerbrinit 3 0 . 8034 RB,  Zwolie, now! 101% reptyl
Holland (100%reply) O n ly la st  responses
pleaselllf!!! Amigo contacts wonted, to swap hints, tipe

etc. beginners welcome. Send eats or (liters to
You weed a  te st re liable  Amiga  contact. Wayne, P O  Box 4 0 ,  WhItethaven. Cumbria
Look no e ither,  write  to Me TEACHER. 4 b CA28 6 YO. 100% reply. OutsiOe UK welcome.
Allen Ave ,  Bilgo la  Be a ch,  2 1 0 7  N SW,
Australia. 100% reply to disksAstlens No 10S- C64 contacts wanted. Disk only. 100% reply.
OrSI G'day to ail my contacts. Also tape games for sale, reasonable price.

Will send list to you when you contact me.
Amiga conta cts wonte d N o  beginners Send to Anthony Millard, 23  Masefield Way.
please. 3 .5 " and 5_25" sand to 0  °d a t u m , Rhydylein, Pontypridd, Mid Glamorgan 0E3726 Lister Ave, Ounsion. Tyne and Wear N Ell 5HDI.
9E11, England. Now!!!

C64 f r isks wanted, latest games Write  to
C64-disk conta cts wanted tor Swapping Torn Horsfield. 11 Studley S t „demos, routines e tc Write  to Skate Or Dia/ 2902 Australia or send to David Malmbers, 15
Power Slaves, Frode Langeland. Box 148, Gallagher SI, Kambah, A.C.T.. 2902 Australia.
5420 Rubbestadneset, Norway. Guaranteed replies world wide(

0

HITCOMP
(Thalamus, Issue 57)
Kenno Brookes here with
another 'Top Of The Cods'. The
top three look like this: 1.
seven; 2. Choom. 3. ARA,
But to kick off tonight's show,
here's a one-man band, playing
Matchbox Hit-stix, a Hit-guitar,
and Hit-keys. It's sure to be a
sure-fire hIt, so give a warm

o g g l e s  with Ken the Fish
ANOTHER THALAMUS

welcome to

Richard Cutts, SHEFFIELD
S18 U K

Wow, that was great! Now, hit
me with Retrograde. Thalamus
T-shirt, and signed print of the
artwork won by the top twenty.

Wayne Sharpe, BIRMINGHAM B8 30W; Karl Graham, PORTSMOUTH P08
8HJ; Greg Morris, SOLIHULL B93 OPT; Matti Kennedy, ST ANNS CHAPEL
PL18 9HW; Lisa Hadcock, MANCHESTER M31 441); R E Levien, R
UISLIP HA4 8HF, Jon Gabriel, SHREWSBURY SY1 3RT: Jon Kavanagh,
MORDEN SM4 5RO, Mark Emmott, TROWBRIDGE BA14 OLT: Chris
Sentence, OSSETT Wr5 OEF, Matthew Round, BEWDLEY Wei 2 1B1J, N
Lawrence, ETWALL 0E6 6JI4, Gavin Dixon, HALTWHISTLE NE49 90D, R M
Dodds. ALNWICK NE66 1BS; T Harrison. DONCASTOR DN5 8NO, Thomas
Brettell, DUDLEY DY1 2ER; David Barnett, READING RG3 5YL; Andrew
Irvin, DARLINGTON DL1 3DL: Martin Grover, HAILSHAPA 8N27 4BS; William
Maughan, MARKET HARBOROUGH LEIS SAX.

C-64 contacts wanted, worldwide to swap
stuff, getting high? Yob O.K. write  to rnoi
Mark V.v. Goghlaan 34. 4907 PG, Oosterhout
Holland. No exclusions, even Germans. Send
disks. 100% reply. lists are also wanted!!

CIPA 84  disk contacts wonted to swap a ll
the la t e st  softwa re  including de mo's,
graphics, music e tc. For a  10(3% reply send
disks or write to 'Computer world'. 153 Far-
riers Corner, Westlancts Estate, Droierech.
Worcs, WR9 96C

C64 conta cts wa nte d 'Mak o r  casse tte .
Send lists and letters or disks e tc. to  Jon
Taseer, 159  Cross Green Lane, Leeds LS9
013D, West Yorkstere, England. 100% reply
and last too. Why wart, demos wanted(

Cot contacts wonted for swapping latest
Stuff on disk. For a  101% guaranteed fast
reply, Send disMistietter to Jamie Howell, PC)
Box 14339, Killsenle. Wellington 3 . New Zea-land.

USER GROUPS
NMI Amigo freak wants to swap latest wares
and own productions. Send disks, letters to
Nick, 11 Engles Road, Shannon, Now Iota
land.

FANZINES
AMIGAZINE -  The only totally independent
Amiga fanzine, with news, reviews, Previews.
arcades. classifieds and loads more. L S
,
SU O
One totally free! So send a  large SSAE to
Alhiggil•ne. 2 9  Littleworth H ill
,  H e d n e s f o r d ,Cannock, Staffs. WS12 5NS.

MISCELLANEOUS
Earn M e ta  simply and vegally. For tree info
send SAE to Jason U. 20 Lower Manor Lane,
Burnley, Lancs 8 8 1 2  OEB Don't miss the
chance of a file time

Pokes Galore! Need any pokes badly for your
C6.4'? We have over 650 tips sod pokes. Ent-
cose 01, SSAE arid ten polies you need to 12
Dudley Road, Brighton, ESussex EIN1 7Gei.
Returned in days

Brave Ken opened the creaky
door and looked down the
wonky steps which led to dingy
cellar. A shiver went down his
dorsal fin as he spotted two
green eyes staring out of the
darkness__ Suddenly Ken
remembered it was time to
announce the results of this
ghoulish competition. So,
slamming the door, he jumped
back into his bowl and
discovered that the answers to
this ghoulish competition were:
1. LED Storm, Bionic

Earn up to £l000a week using a simple finan-
cial method working in your spare lime. For a
tree information pack send large SAE to Mr M.
Rylay, I S Longfellow Avis Bolton, Lancs. BL33TH

Earn t e rt  s simply end levees. For more info
send SAE to Chins P8Wrier, 27 Sta rne r villas,
Brighton. Sussex BN1 7H0. les the chance of
a l i fe time '

Free Amigo PD1 No catches' Join our new PO
swap club. Send SAE we ll PO/games list to
Alan, 99 Hampton Drive. Newport, Shropshire
TE 1 0 7RH NOW!!! Greets to C2. NJ and all myother contacts.

FANTASTIC FULL COLOUR SOWillelif prog-
rammes. newspaper quest./ match reports
and a dead good laugh are GUARANTEED it
you toin IAFOG, the footy PBM  whose sub-
sodptions QUADRUPLED in its fourTh season.
R. Stratton 1 2  Amplefole Gardens, Radcliffe
M26 0PLI.

111 you wont to mitts lotS of money, then send
a SAE for lull details. to R. Sendhu, 95 Don-
nington Road, Reading, Barka_ ROI 5NE.

Poke sheets (0341. Hints, end Pokes. Availa-
ble NOW only a  limited ailleunt MIS month
Send SAE s  60p to.- P. 1-lopk3y, 24 Langley
Gardens M e rry Hill,  Wolverhampton, We st
Midlands WV3 7JI51. Don't Delay Send Today.

Poke Chests a nd Pa ssword.. Also Maps
and Tips 9  page booklet with 100's of Pokes
13 page booklet of Maps. 02 each. Chassis./
PO and SAE to:- Matthew Barrett, 195 Station
Road. Dees, Powys. Carreft C Fe 40E.

Worms own a Ferrari? Think big with my am-
ple, legal,  financial scheme a nd nen your
dreams into reality! Send an SAE for FREE
details to Max Dann% 77 Hempstead Road.
Watiord, Herts. WM  31.10 N OW'

Hundreds of pokes and passwords includ-
ing instructions all put together into a  great
package for your C64. Sand only 86p and a
SAE t o  S. Freeman, 3 1  Durham Crescent,
Waseingborough, Lincoln LN4  'I SE D on 'trrismi it!

Earn up  to E00,000 a  month. This can be
dune using a  simple financial method_ For
information send 01 arid SAE to Alistair Ross.
Dunstrone. Strone, Ounoon, Argyll P4-23.

THE GREAT GHOULISH
AND GHOSTLY
COMPETITION
(US Gold, Issue 57) 1

Commando. Bubble Bobble, or
Peler Pack-Rat, 2. Ghosts 'N'
Goblins; 3. five; 4, dagger,
fireball, or axe; 5, Arthur_ The
ghostly winner of the video/TV
combination plus three horror
videos is:

B D Everingham, ESSEX
RM10 UP.

And 25 ghoulish runners-up
receive a copy of Ghouls 'N'
Ghosts,.

James Archibald, SLOUGH 51.2 41)F: Michael Clarke, CHORLEY PR6 OHU;
Gregor Davis, ELLON A84 OCIJ, PG Jackson, SHREWSBURY SY1 4PY: Alan
Strain, MOTHERWELL ML1 4ST: Darren Carter, TRING HP23 SHO, Sajld
Hafesjee, LONDON E5 OLN, D J Ashenhurst, FLEET GU13 9DZ; Daniel
Hallett, LEICESTER LE4 3GG, Dean Minshull, CREWE CW2 7NY; Mark
White, CARNFORTH LA5 9DT, C A McLean, COLCHESTER CO2 751'; L
Khan, NORTHUMBERLAND NE63 9ND; Tom Saxon, SWINDON 5N3 5AH:
8 Parker, NORMANTON WF6 lET; Lee Brelsford, MANCHESTER M32 9rr;
Scott Khadun, VVARLEY B6 50BX; Gary Leishman, TAMWORTH 1377 2HG:
W Cooper-Britten, CRANFIELD MK43 OHY; Ian Dunkerly, WIMBORNE BH21
2AI, Eric Pratt, BRANDON IP27 9AG; Richard Weedon, ASHTON-U-LYNE
0L5 9013; Colin Rowlands, PONTYPOOL NP4 OLY; T Lane, HAYWARDS
HEATH RH16 2SD; Matthew Broadbery, PORTSLADE, Sussex.
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SIM CITY
Onfogrames)
I'm not going to give you page
after page as to what's the best
way to build up your city, you've
all got your Own methods and
ideas of how to go about it.
Instead here's a mighty handy
cheat to keep you out of the red.
(This is primarily an Amiga cheat
but it should work on the 64 ver-sion).

Play the game as normal and
build up as much of the village/
town/city as you want. When you
want to cheat wait till January and
Set the taxes to around the 3% or
4% mark Continue Sim City build-
ing as norrnal unfit November is
reached and then raise the taxes
right up to the full 20%. When Jan-
uary begins. lower the taxes again
and you shouki have made a neat
profit, Keep doing this and a sue-
Cessful and profitable future i sassured.

f

ALWAYS ON THE JOB
The bells of Ludlow Church peal away in the
background, Kick Off is being played on the
Amiga, and a lazy day is being had by all. All
except me as I've got to write up reams and
reams of tips for you, dear reader. I 've had a
few letters requesting corrections to listings
and pokes which 'aren't exactly correct'.
Rest assured I'm on the case, chasing up
corrections left, right, and centre. Particu-
larly corrections to that infamous a n t i
-
c o l l i -
sion detection poke a few issues back.
Enough of the blurb, there's a Ghouls W'
Ghosts Det Guide in here somewhere and
some bits on Myth for your eyes only. Without
further ado, let the tips commence!

THE UNTOUCHABLES
(Ocean)
For 84 owners of this fine game
who aren't showing Capone the
long ar m of the law here's the
cheat mode thanks to program-
mer Johnny Meegan himself .

When the game has loaded up
and i s  bus y  s howing y ou wh o
wrote it, designed it. composed
the mus ic ,  d id  epilept ic  dances
during the production and so on,
just type in TECHNIQUE (as in New
Order's latest (and brilliant — Ed)
LP). Now you can hit  F5 for extra
time and F7 for renewed energy. If

Now this is one great game! No,'
I didn't just say that because
beat t h e  cha l l enger  i n  i t
(slaughtered him more like). No
sir, i t's a superb puzzler which
has seen me and Phil hunched
over the C128 for ages, desper-
ately trying to leap our way onto
level 10.  I 'l l  give you the solu-
tions to the first four levels and
the next four next month. At this
point I'm stuck for tips about the
later levels, so if anyone wants
to send in the complete solution
I'll be eternally grateful. This one
is driving me (and Phil) up the
wall

Area I
If you can't  do this level then I 'm
afraid there's  not  a lot  of  hope
for you.  A l l  i t  involves  is  one
jump across a  gap,  a  s luggish
alien t o avoid or k i l l  (one shot
needed), and Just f ol lowing the
arrows  to a teleporter and then
to lev e l ' s  end .  N o w ,  wh a t ' s
diffi cult  about  that?

Area 2
Go s t raight  up.  t urn right ,  and
go to the screen edge. Turn up,
jump across t he fi rs t  gap and
then t he second, and t urn left .
Pass t he  green speed-up t i les
and turn north across the path-
way. Turn right  at the path junc-
t ion and f o l low i t  up  ont o t he
mainland.  Ki l l  t he al ien i f  he's
near and go left, up, and right  to
reach the t ricky chicane. Dodge
through i t  a t  s l ow s peed and
Jump the gap to fi nish the level

Area 3
Avoid t he green speed-ups  a t
the start  and head the way of the
arrows,  Fo l low t he nor t h pat h

SNARE
(Thalamus)

you pause the game (F1) and hit
the left arrow you advance to the
next level. Great stuff!!

For Amiga owners, why not try
typing i n  S O U T H A M P T O N
GAZETTE on the title screen? Start
the game as normal but get your-
self killed, When you get back to
the ti tle screen press F1 0  t o
advance to the next level and on to
the end-screen (pity it's not bril-
liant), Thanks go to Special FX forthat one.

and take care to avoid the robot
(two h i t s  t o  k i l l )  w h e n  y o u
emerge in the large area. Move
to t he nort hwes t  (lef t  and up)
and ac t ivate t he s wi t c h Ta k e
any o f  t he t he  t hree pat hs  at
speed and leap the gap.  Go up
the middle of  t he area, leaping
the three gaps wi t h  a power 2
set t ing (no more, no less!). Now
head r igh t  and  d o wn  t hrough
the t ight  passage leading to the
level exit.

Area 4
Things  get  a mite tricky now as
you can't  stop the craft. Travel-
ling wi t hou t  a n y  brakes  is n ' t
easy s o t ake i t  s l ow (well ,  as
s low as you can). At  the start, a
fast robot  homes in on your ship
so mak e a s l ight  r ight  t urn t o
avoid t he hole and t urn north.
Accelerate like the clappers and
leap the gap to escape the robot
(don't  go t oo fas t  or you' l l  f all
down the next hole!).

Now head west  and leap onto
the s wi t c h on t he wes t  is land,
(Don't  hit  the switch on the east
is land or else!) Now head north
and squeeze between the green
blocks, t ak e  t h e  midd le  pat h.
and j u mp  t he  gaps  (power  2,
each one).  No w you've got  t he
choice of heading to the east or
wes t  s o  choose and  leap t he
relevant  gap .  G o  No r t h  a n d
avoid the green speed up.

To k i l l  t he pesky round alien
you can either leg it past quick ly
or shoot it  f rom afar, the lat ter is
safer b u t  t i m e  c ons uming .
There's  no t ime l imit  of  course
but  I risked it when I was in the
challenge and it seemed to work
OK, so give it a got



L O G I C

64 COMPILATIONS

£8.95

GAME OVER 2 £3.99
GEOS Disk

case

3 VVARGAMES (Battle For Midway, Inciiima, Okinawa) £4.99 EASY STOCK DISC
£9.95

-  PSS
THUNDERBIRDS Grands iam

C0_95

SIMONS BASIC + EXIN DISC
£9.95

E14.954 G A M E S  (Ste/law 7, Forbidden Forest. Talladega, Fight Night') E2.99

3 S P O RTS  GAMES (Basketball, American Football, Baseball) E4.95 INTRODUCTION TO BASIC PIS 162

E7.95

SCRIPT 128
£9.95

STAR BLAZE
E6.99

MICRO CLERK
£9.95

4 G A M E S  (European Games, Ian Bothams, Bombo, World Cup It) £299-

£8.95

E9.95

5 G A ME S  (Elite, Tetrts. Ace 2, Starglider, Sentine( E4.99

E7.95
Grandslam

THEXOER S ie rra

6 FL I G HT GAMES (Spitfi re 40, Strike Force Hamer, Advanced Tactical Fighter.
64 £2.99 EACH

E9.99

MENACE - PysgnotiS £8.95 CAPTAIN FIZZ Ps y gnos is
BAAL - Psygnosis E8.95 CONFLICT EUROPE

£7.95

ARCH IPELEGOS - Logotron E8.95
-  PSS

THUNDERBIRDS Grands iam
C0_95

GALAXY FORCE -  Activision £6.95
-

PASSING SHOT TENNIS
E6.95

FIREZONE -  PSS £799
-  Image Works

HKM U  S Gold
E7.95

BOMB JACK -  Ellie £5.96 STAR BLAZE
E6.99

STAR RAY Logo t ron E7.95
-  Logotron

AEGIS SON IX Requ ires  Two
E.5.95

TERRORPODS -  Psygnosis £8.95
-  D r i v e s

TERRYS BIG ADVENTURE
E29.95

SOLITAIRE ROYALE -  Spectrum Holohyte E7.95
Grandslam

THEXOER S ie rra
E7.95

WICKED - Eiectric Dreams E9.99 TAKE EM OUT Art ron ic
£6.95

DEF CON 5 -  Gosmi £6.95 ARTURA G remlin
C9•99

DEFLEKTOR - Gremlin E4.99 CYBERNOID He ws o n
£5.99

- £5.99
FERNANDEZ MUST DIE -  Image Works £6.99

C O M P U T E R  S T O R E S

Ace, Air Traffic Control, Tomahawk)  E 6 . 9 9
7 S P A CE  GAMES (Cybemood. Zynaps, Exolort, XevOlus, Venom Strikes Back,
North Star, Trantor)  E 6 . 9 9

64 E2.99 each
SUPERSPORTS, MASTERS OF UNIVERSE, SOUTHERN BELL. NETHERWORLD,
CAPTAIN AMERICA. TRANTOR, SUPER SPRINT. HOPPING MAD, FOOTBALL
DIRECTOR. MINI GOLF. DARK FUSION, MURDER ON ZINDERNAUF, CHAIN
REACTION, ESPIONAGE, BOMBUZAL SIDE ARMS, TETRIS, PANDORA,
TRACKER, ZYNAPS, EXOLON, SKY RUNNER MARAUDER. ACE 2088, JAIL
BREAK, REPTON 3, FIREZONE. SORCERER LORD

C64 VARIOUS

LONDON P E T E R B O R O U G H  C H E S H U N T
01 882 4942 0 7 3 3  49696 0 9 9 2  25323

FULL RANGE OF AMIGA, ST, SEGA, 64, SPEC, AMSTRAD,  PC, PCW, 2600, XL/XE, BBC

TRIVIA
TERRYS BIG ADVENTURE E3.99 case
EYE OF HOURS
SPEEDBALL
CHOLO

LOGIC SPECIALS

WHERE TO BUY
EITHER AT 1 9 T H E  BROADWAY U N I T  6

THE BOURNE M I D G A T E
SOUTHGATE P E T E R B O R O U G H
LONDON C A M B S
N146PH P E l l T N

Postage & Packing -  1-3 Items 75p, 4 or more El 00

AMIGA

C3,99 case

£3.99 cass
£399 case
£3.99 case

TOP FUEL CHALLENGE  E 2 . 9 9
SABOTEUR II, THANATOS, DEEP STRIKE. SIGMA 7  E 3 . 9 9
SUPER SPRINT  E 2 . 9 9
BASKETBALL  £ 2 . 9 9
THREE STOOGES  E 3 . 9 0
ALIEN  £ 2 . 9 9
INTERNATIONAL KARATE  £ 2 . 9 9
WICKED  £ 3 9 9
GARY LINEKERS    £ 2 . 9 9
ARTURA     £ 2 . 9 9
SUPER SKRAMBALL SIM    £ 2 . 9 9
ROY OF ROVERS    E 2 . 9 9
HERCULES  £ 2 . 9 9
SPEEDBALL  E 3 . 9 9
CERTIFICATE MAKER  E 8 , 9 9
THUNDERBIRDS  £ 4 . 9 9
EXPLODING FIST. BRUCE LEE. KUNG FU MASTER. AVENGER, SAMURAI
TRILOGY, UCH MATA, WAY OF TIGER   A L L  7 FOR E8.99
MICKEY MOUSE  £ 2 . 9 9
FOX FIGHTS BACK  E 2 , 9 9
STARCROSS  E 2 . 9 9
SUSPENDED  E 2 . 9 9
DEADLINE  £ 2 . 9 9

COMMODORE SOUND SAMPLER
Record any sound. Reptay forwards, backwards, higher/lower pitch Plot waveforms. Echo with vanable delay. Pilch converter. Ouattro sampling. Includes drum samples
£ 9 . 9 5  DISC ONLY p&p 75p

COMMODORE SOUND EXPANDER
FM sound - up to 8 notes at one time. Realistic sounds. Selection of preset sounds, 12 preset rhythms. Sound output through TV, monitor or HiFL Riff machine.
£ 9 . 9 5  CASS OR Disc p&p 75p

MUSIC EXPANSION SYSTEM $ OCTAVE KEYBOARD
Full-size piano keys. Programmable synth software, Build up recording one track at a time and play back as complete composition,
£ 4 9 . 9 5  CASS OR DISC P&P E5

5 LYNTON PARADE
CHESHUNT
HERTS
ENS BLF

OR MAIL ORDER
5 LYNTON PARADE
CHESHUNT
HERTS, EN8 8LF
TEL: 0992 640050



Brilliant! Absolutely superb! Buy this beauty of a game NOW! You
won't regret it! As you can tell, Ghouls 'N' Ghosts is my favourite 64
game currently doing the rounds in the ZZAPI office. It's hard but it's
immense fun!

Thanks must go to Jon Barry of Walsall, Ross Forrest of Crosby,
Liverpool, Wei  from Manchester  way, Pontefract resident Michael
Barritt
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ware Creations themselves.
Many, many thanks must also go to Paul Disley of West Hallam for

his wonderfully detailed maps. Nicety done. These maps are for the
64 game but the Amiga version shouldn't be all that different (mind
you, the latter is just as tough!).

CM Cheat
I never knew there was such a thing as a Rugby League Football Club but Software
Creations seem to know something I don't judging by the cheat mode for C64
(Thou's. To get the cheat just get a high score fan easy enough matter) and enter
WIGAN RLFC (which stands for Rugby League Football Club of course!) instead
of your name (unless of course you just happen to be called Wigan RIM— if that's
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can press A to get your armour back or S to jurnp to the next level. It's handy to use
the former to see the graphics of each level, and most pretty they are too.

Amiga Cheat
At any time during the game. type in KAREN BROADHURST to get the words
CHEAT ON to flash up. and in the process Arthur becomes invulnerable to hits (he
can still fall to his doom though!).

What? You want morel?!? Well if it's infinite lives, no collision detec-
tion, no timer loss, and that sort of thing you want then try this C64
listing from Jon parry himself. To get it to work, do the following.
Note: This Is a tape-version-only listing, if anyone has a disk version
please send it in.

A) Type in the listing
B) Save it for future use (and debugging if it's incorrect!)
C) Delete any unwanted cheat lines. If you're using the cheats in lines
120 and 140 then replace the s and y in the relevant line with the
number you require fie change sand y to anything between 0 and 255
— why not experiment with different values?).
D). RUN the program and press Play on your datasette (Don't forget
to insert Ghouls W' Ghosts!).
E). Et Voila! It should work!

REM GHOULS 'N' GHOSTS (US GOLD)REM (C) 1990 JON BARRY

FOR T-52224 TO 52312: READ A
20 I F  A
,
-
-
0  
T H E
N  
S
Y
S  
5 2
2 3
2

30 P O K E  T,A: NEXT40

50 D A T A  116,33,244,210,165,2,240,252
60 D A T A  32,86,245,162,3,189,0,204
70 D A T A  157,38,9,202,16,247,76,16,8
80 D A T A  165,103,201,128,240,7,165,2
90 D A T A  240,246,76,239,2,162,3,189
100 DATA 4,204,157,235,2,202,16,247110

120 DATA 1 6
9 , x ,
1 4 1 , 9 5 , 4
5  :  
R E
M  
x z
-
-
-  
N u
m b
e r  
0 1
1 1

130 DATA 1 6 9
,
1
6 5 , 1 4 1 , 4 6 ,
4 2 :  
R E
M  
I n fi
n i t e  
l i
v e
s

140 DATA 169 y 141,33, : R E M  y—CLK speed
1150 DATA 1 6 9
,
9 6
,
1 4 1 , 2 8 , 5 4 :  
R E M  
S t o
p  
t h
e  
t i
m e
r

160 DATA 1 6 9 , 2 0
8 , 1 4 1 , 1 2 5 , 7 3 :  
R E M  
N o  
h i t s

170 DATA 1 6 9
,
2
5 5 , 1 4 1 , 5 9 ,
4 8 :  
R E
M  
C h e
a t  
m o
d e

190 :180 DATA 1 6 9 , 1 4 4
, 1 4 1 , 1 ( 3 6 , 7 3 :  
R E M  
A  
m o o n w a
l k i n g  
A r t h
u r ! !
!

200 DATA 7
6 , 2 3 5 , 2 ,
- 1

1
2
3
10

A Guide To Each Level
'
1
4
1
1
/
4

Level  1

Ghoulish Tips
Pr  if you lose your armour and there's a magic chest nearby, open it and get changed
into a duck by the evil magician. Avoid any ghouls arid when you change hack, lo
and behold you've got your armour back! Chest COniC11 :Ivariably change from a
weapon to a magician if you lose your armour so don't panic too much if you're in
your undies.
our Magic is best used in moderation, it takes vital seconds to power up and everithen
it's effects aren't always total. The Magic to create an Anhui clone (when armed with
a dagger) is best for double firepower on flashes requiring mass hits but the 3 way
fire electrical beams used with the lance is best of all.
ate Take it carefully when jumping or failing onto platforrns, the game's collision
detection is a bit ropey but luckily it's in your favour so all is not lost.

A nice, easy (?) introduction to the game, this level Watch out for skeletal reapers
coming up from below and those approaching from just under your line of fire. Try
to avoid staying on top of hills if you can and avoid falling reapers. The second chest
contains Magic armour. Climb onto the roof of the ruins to shoot at the vultures but
try to avoid leaping when near the guillotines.

In the second half, cluck to avoid the whirlwind creatures, jump if they're low-
flying. Climb the Full, jump up and run up to the left, jump up again and run up to
the right (be quick during all this or the skull-spitting fires will appear). Kill the
wimpy pig creatures I How could you! - Rob Hi and fall down the 'cliffs'.

'fake it slow as you walk up to the head-lobbing final guardian. Jump up and fire
like mad until he's upon you and then turn around and run with him and quickly lire
up at hishead. Fingers crossed you'll kill him without taking a hit. (When you've no
armour you're VERY vulnerable so take extreme care or give up!). If you can, get the
fast-fire dagger and couple it with an autofire joystick.

Level 2
An easier level than the first if you know what to do. honest! Run up as fast as you
can, time your movement under the leaps of the low-bouncing turtle heads, and
collect the Magic Armour from the second chest. Kill any low flying, winged
monsters and jump up onto the collapsible platforms.

The platforms fall away very rapidly so take care as the creature helm, is MEAN!
Run along the first half of the platform and leap over the second half to land on the
edge, jump onto the next platform and keep leaping! Jump onto the third and then
off onto the floor between the two sand traps. lump up onto the next platform and
immediately do a running jump to leap the gap, keep jumping again and again,
leaping onto the final platform and then off. Simple! If you fall and find the wormy
thing chasing you, do a series of running jumps up the sand trap to escape.

To get a chest, drop through a hole in the last bndge of all la risky tactic!). Kill
I he winged demon by standing in the centre and firing up. dodging his evil 'spit'!
Watch for the collapsing holes in the ground (look for the ever-so-different ground
graphics) and leap over the erupting ground. Watch out for the pesky fire spntes
shoot one if it gets too close. Kill the Venus Fly Trap with 2 shots and hop over the
fire chasms (not too early though!). Kill the other Fly Trap and when you reach the
Fire Wolf, tire like mad at him before he leaps. Turn round and fire again, keeping
low to avoid low attacks just in case he collides I he never has yet). He needs 15 shots
in kill, but shoot the falling fire bombs for bonus points.

Darren McNaney of Northern Ireland sent in a cheat to get infinite
lives at this point in the game. We couldn't get it to work but try it
yourself:

When you meet the Fire Wolf, shoot it as usual but let it leap to the left before
killing. Run towards it before dealing the final blow and keep pushing the joystick

Z Z A P t  A P R I L  1 9 0 0  I N 6  1  I n



GHOULS 'N' GHOSTS T H E  MAPS!
LEVEL I
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1111left as the key to level three comes down. An extra life tune should be heard and you

should now have unlimited Arthues!
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Level 3
I must confess that even with the cheat I could only do this level once! The first bit
isn't too hard, but the second half - aaargh!

Keep to the right to kill the first kniving knight (each requires four hits), move to
the left for the second, and then the middle for the third The green sprites are best
avoided, especially the stone-dropping ones!

The fourth knight is tricky because he's so near after the third and the fifth is near
impossible to kill I f  you can, don't go for him: instead, go to the left of the spikm
and pan over them to the nght as fast as your little legs can go and ON NO
ACCOUNT STOP!

You may think it fun to blast the knight and the fat, floating fish-like creatures but
the screen is constantly scrolling up, taking you ever nearer the spikes and stalactites
However, you can't afford to waste even one second on the way up!! This is an
unbelievably vicious section!! Keep running and you may get away without loss of
armour i f  you inevitably knelt to the first set of fishy things you've still got a chance.

tead of wading through them, wait on their left next to the spikes and run pint
above the spikes (like before). You can just about scrape by without hitting the

ledge above.
From here on. it's all leaping-onto-'tongues
.
, h o r i z o n t a l  
a c t i o n  
a n d  
i t s  
b l o o d y

difficult!!! Run along the first 'tongue (urghl) and wait under the second. Leap up
and run up the second as it rises (leaping over the fire)-  timing is everything if you're
to land on the platform below (death if you don't). Keep running with the platform
and try to jump Onto the next 'tongue' (ignore the chest, it's not worth it).

Miss the third 'tongue* and you may just land on a platform. If  so then quickly
leap back to the next platform on your left and keep leaping to avoid following the
platforms into the void.

Make it onto the third 'tongue' and again you have to time it so that you fall onto
the next platform. I )o this and you're almost there!! Jump onto the fourth slimy
'tongue' and down onto the last 'tongue', and then jump Onto terra firma (well, sort
ofi Leap the holes and finally keep firing at the rotating cloud-eye (I prefer to firc
down as it often slows down at that point and can't really come towards you from
below). Phew!!

Level 4
If you made it this far, may I just say 'Very Well Done' Use the same tactics as level
one to avoid the skektal reapers. Kill the dragon head by firing like mad from a
distance. Kill the spitting stone by jumping up and firing from the ledge below
(where the dragon head wasl. Take your pick as to the route to reach the slippery
slope - 1 prefer going along the top instead of down the ladder and leaping across
the gaps, coward that I am!

For the slippery slopes, initially keep in the centre of the screen: this avoids falling
off the slope and dying before the next slope comes into view. The hands are a mite
tricky if  you time it wrong, just wait until they fire and run up close and sock n to
'em! Don't jump too late over the gaps as the spikes overhead can get you. Don't
jump too late either as the spikes underneath will have you instead!

Once through, just take it carefully on the falling platforms. Follow the map
instructions to know the way to go but wait until you see the platform that you're to
land on. Do an extra large jump off the final platform and you'll land on the maggot
creature (ugh!). Kill the maggot nests in left-to-nght order by running above them,
leaping up. and firing down on them. Any loose maggots obviously need to be shot
first. Not too difficult providing you beware of the roaming maggots.

Level 5
Last level and things are getting spooky! The music on this level is ace but the
enemies and the time limit sure as anything aren't! There are no platforms to leap
between but there's many a demon which need to be killed i f  they aren't they keep
following and firing at you!

Avoid or kill the winged creatures and climb the ladders. The two ledges after the
harmless stationary eye must be walked right up to before jumping up onto them;
the collision detection is a little dodgy here and a running jump made too early is
rewarded with death! Nasty!

After this, climb the ladders, vanquish the piggies. and collect arty useful weapons
from the chests. The flame-spitting skulls aren't too difficult to avoid. just move in
staggered steps between skull spits and you should get to the top. Jump off the
PI fat_orm and then back again to attract the Demon Lord's attention, and just leap
upend fire at him after he's fired his salvo of fireballs at you (you don't need to duck)

The two flame-gobbing heads are easy providing you're quick. Kill the left one
before it fires (a random event, so he careful) and then keep your distance to destroy

6
4  
M
E  
z
z
i
k
r
i  
A
P
R
I
L  
1
9
9
0

the second head. Next open the chest and pick up the Magic Armour to face the two
Demon Lords (a dose of Magic when using the standard Lance is best for these).
The two clouds can he similarly disposed of. Once they're dead, just be careful
running up the slopes, open the final treasure chest, climb the ladder, and drop down
into the final room (wh000000!!!!).

To kill the Fly King its best to stay under it and fire up (while being VERY quick
to dodge his 'bullets'). You can't stay on the ledge and fire at him as his head is the
vital bit, the swarm of flies are invulnerable so avoid!! This is a very tough opponent
if you lose your Magic Armour as he's fast moving, fast tiring. and accurate. Even
worse is the horribly tight time limit and the penalty for running out of time or dying
-  you're taken back miles!!

After all that 1 would have liked an animated end-sequence or something You
don't even get to see Princess Hos, what a swizz!
Even once the Level 5 Fly is defeated, Amiga owners cannot finally put their
armoured feet up and take a rest. Lucifer awaits in the final room and can only be
killed by the weapon Princess Hus kindly gives you. Like the robots in Bionic
Commando Lucifer's feet stomp up and down, so wait until they're on the way up
before rushing underneath. Now keep leaping up, to avoid his lightning bolts, and
fire at the same time and you should do Congratulat ions one and all!!

If you STILL can't get enough of Ghouls 'N' Ghosts why not try these
Ross Forrest pokes for those of you who own a Cartridge machine
of the Action Replay/Expert Cartridge sort. As usual, load up the
game, hit the cartridge button to break out of it, enter the following
pokes and return back to the program,

POKE 10798,165 (For infinite lives)
POKE 13860,165 (For infinite time)

What must be the best listing of them all comes courtesy of Jon Barry
again. Al ong wi th his infinite whatever  listing above here's the
eagerly awai ted music hack! Hallelujah!!!! Try I t out,  i t's brilliant
(press S or U for a laugh)!!! Before you do though, you MUST have a
reset switch or reset cartridge to get this one to work. Sorry!

A) Type in the listing, check through it for mistakes and then save it
for future use.
B) Load up Ghouls W' Ghosts
C) Play the game until you get to the level with the accompanying
music that you want to listen to (use the cheat if you want).
D) Use the Reset Switch/Cartridge to reset the game on the level you
want and now load in the music program.
E) RUN it and you can press A to U for the effects and the following
numbers for the aural ambience (where have I heard that before?)

1 - Title screen tune (rain and all!)
2 - High score tune
3 - Game over tune
4 - Continue play tune
5 - Level complete tune (great!)
6 - Game completion tune (one of the best tunes)
7 - Tune for level you reset the game on

'N'

10 R E M  GHOULS 'N' GHOSTS - SONO(  F I
20 R E M  (C) 1990 JON BARRY

40 ' FO R T ,  49152 TO 49297: READ AS
50 1 - , -  ASC (LEFIS(0,1)) -48: L.-L-4-r  (1.-;? 10)

30 •

60 11- -  ASC(RIGHTS(0,11)-48.. R-- R + r (R>10)
/ 0  A----V16+1V. C,  C+ A: POKE T,A-. NEXT

F C-17851 'THEN SYS 49152

100 • l i a

BO I

,53 4 C  ,2B,C0 r

90 P R I N T  "ERROS IN DAT Ail ": END

i i 0  .01ki Pi 78,A9,7F AD ,00 .0C,A9 ,26,60,14,03,A9,CO380,15,03
120 DAT A A2,00,20 , 6 1  ,A9,FB ,BD ,12,00 ,A9,1B ,BD,11,130,A9
130 DAT A 81 ,B0,19,00,90 ;111400,56, , B 1 3  ,20,00
140 DATA,  20,34,62,85,20,CE,20,00.20,9f ,f F ,A6,C5,E4,Ff ,F0
150 DATA 19,116,FF,130,81,EB,C9,20,D0,18,A9 ,00,115,711,85,70
160 DATA B5,70,20,0,61 ,A2,00,20,00,61 ,A9 , 81, 110, 19, 4C

,00

170 DATA Bi ,EA,38,E9,31 ,90,F 3,C9 .01,50,07 ,AA,20,53,61,4C
1130 DATA 5A,CO,E9,10,90,64,C9,15,90,E0,M,EB,A9.35,85,01

2 0 , 0 0 , 6 1 ,
F , 8 0 0
7 , 5 D ,
8 0 , 0 3 , 5 D
, A 9 , 3 7 , 8
5 , 0 1 , 4 C ,
5 , C 0

A

190 A 9 , F  ,
DATA - - - - - - - - - - - ' - - - - - - - - - . " \ . _ _ _ )
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MYTH
(System 3)

What a beautiful  game this is. Gorgeous graphics, superb sound-
track and effects,  and al l  based ar ound my favourite subject in
school: mythology and all that. I t's a bit of a toughie this one, but
people have been skilful enough and sent in tips, solutions, cheats,and the like.

Now we come to the bit you've all been waiting for . . . .  the com-
plete solution!!! Richard and James Wilson of  Hull, Zax of the ZTS
Crew all chipped in with part solutions. But will Robert Booth of Bury,
Lancashire please stand up and take a bow for sending in the whole
solution. (Sorry I didn't have the space to use your maps but spot on
nevertheless!)

Le v e l  1
GREEK LEGENDS
Kill the harpies toget some fireballs and keep them for later, Alterna-
tively, use them to kill the skeletons and collect fireballs for later.
Eventually a skeleton will give you a sword, so use it to cut down the
hanging skeleton upon the top right and follow it down to the edge of
the ledge below.

Kill a skeleton near the edge so that it falls into the fires of Hell, and
the Devil himself should appear. Run back to the left and jump up onto
the ledge above and wait for Old Nick — chances are he'll appear on
ihe ledge below and will rise into your line of fire when he's tired off
a Trident. When he does, hit him with a fireball or two_

When he's dead, pick up the Trident and store it. Run back up past
where the hanging skeleton hung and leap over and onto the ledge
next to the Chimera, Now just stand there and throw the Trident at
him. Go through the cave, dodging the skeletons and run through and
out into the open and the ruins of Ancient Greece.

The warriors aren't too hard to kill but the Nymph is tricky. Watch
her beckoning hand and move forward until she signals you to stop —
fingers crossed she'll give you extra energy. If she doesn't, fireball her
or hit her with a sword (she turns into a snake if you get too near). Once
past, go up to the Warrior Statue and use the sword on its rear heel.
The statue collapses and a shield is yours for the taking. Select the
shield and the warriors kneel down, allowing you to go through to theMedusa's lair.

For this screen you need the shield ready and a fair dose of energy
for the Hydra afterwards. Leap the gaps and use the shield to deflect
Medusa's stony gaze. Select the sword but DON'T ACTIVATE IT
YET. Wait for the Medusa to stop, and jump the gap with the shield
reads
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her even fouler body. Pick up the head and leap across towards the
Hydra. Take out the top two Hydra heads using the Medusa head, and
fall down onto the ledge next to the last head. Stand on the far left of
the ledge and keep firing, The Hydra goes up in smoke and you've con-quered Ancient Greece!

L e v e l  2
NORSE LEGENDS
The flash of lightning is your only visual aid here as Darkness descends
on the Norse Ship. Kill the Vikings as quickly as possible as Thor
launches a lightning bolt at any slowcoaches. K ill all the Vikings and
the bird on the bow of the ship Illesalong. Kill it when it flies down and
pick up the ring it drops to teleport to the next level.

Now you're in the forest and the main problem is the mass of
Golems stomping towards you. Kill them with the dagger— which can
be obtained by slaying the small spiked creature. The daggers are great
for killing Golems but run out quickly enough. Run along past the hole
in the forest where a blacksmith lies in wait: he'll pinch your sword and
rework it into a magic sword for later on.

While he's doing this you'll need to keep out of the way of the
Golems, use your daggers to keep them away. Collect the sword when
it appears and now run along to the clearing where a lady is being burnt
at the stake. Pick up the firebrand and use it on the fire sprites (fire
against fire?) — keep away from the edges or they'll zoom in and pick
you up to drain your energy. When they've all gone the woman is safe
and replenishes your energy.

Run along to the right killing the Golems until you arrive at the Dra-
gon. Wait until its head is raised and run up toil and hack away at its
neck until a chunk is taken out of it. Now run back and use a dagger
to wedge its neck (you did remember to keep some daggers in reserve,
didn't you?). Now you can run past and onto the next screen_

Now things get tricky as you leap from platform to platform, ever
nearer Valhalla. Jump from the very edge of small gaps to get onto the
next platform. If a Thor lookalike appears near you, jump up or down
onto a ledge to avoid his lightning; either that or kill him.

Kill the fire-breathing baby dragons before they spit, and collect the
daggers and energy they leave behind. When you get to the first of the
two castle entrances, jump up onto the ledge above it and hack away
a few times at the eye. Once done , jump down and kill the axe-throw-
ing Viking that emerges from the castle, Now go up, jumping on the
platforms up to the left and then up to the right to the second castle
entrance. K ill the Viking here and you go through to Thor's domain.

To win Thor over just keep moving to avoid his bolts and the dra-
gons on the floor. Leap up onto the left pedestal, leap to the right one
and then to the third pedestal, and finally onto Thor's throne. Hack a
few times at him and Thor is now on your side, Well done, the nextload awaits.

L e v e l  3
EGYPTIAN LEGENDS
This is a very tricky level with no mercy shown inside the Pyramid. Use
the sword to dispose of the snakes and run to the side of the pyramid,
jumping up onto the near-invisible platforms (either work them out
yourself or look at the picture here)

Go into Door A and work your way through past the axe, spike, the
two pressure-pad-activated traps, and the two spikes and pick up the
blue eye (no mean feat). Run past the spikes just before they go into
the ground and you should get past: any sooner or later and you'redead.

Go back out and up to door B. Work your way past the spike, axe,
spike, axe, spike, axe, pressure-plate-activated spike, barrel, spike
AND axe, barrel, and snake to reach the trapdoor (phew!). Go
through to the second corridor and go right (don't go left or you'll get
the point!). Avoid the axe, the three spikes, the barrel, the downward-
pressure-plate-activated axe, the two spikes, another pressure-plate
spike, and the two final spikes and FINALLY you're through to the
inner sanctum. Now things get tough!!!

There is a very hard way and easy way to do this level. The hard way
is to leave the blue eye back in Corridor A. Kill the two Egyptians and
pick up the cross, use the cross and go to the flashing cross on the wall.
This will build up yourenergy, Go right into first upper room. Kill the
Egyptian holding the rod and pick up the head-dress. Smash t
h e  l a r g ejar and pick up the first Canopic jar. Drop down into the bottom
chamber and go left through the mummies, killing them with the head-
dress. Go to the end of the corridor and smash the two large jars and
pick up the second and third Canopic jars. Go right through the first
set of mummies and over the spikes. then through the second set of
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mummies, smash the large jar, and pick up the fourth Canopic jar. Go
back left through the mummies, over the spikes, and up and out the
way you came in. Go right until you see the cross on the wall and use
the cross. Put on the head-dress. Run up to the cross and fire at the
Sphinx. Pick up the grey object and jumponto the high ledge, up into
the second upper room, and out through the door.

Now the easy way (with the blue eye!): kill the two Egyptians and
pick up the cross and use it to build up your energy. Go right to the sec-
ond cross symbol on the wall, killing all Egyptians on the way Use the
cross, put the blue eye in the centre ready to use. Run up to the flashing
cross, use the blue eye, and press fire. Now a large beam kills the
Sphinx and your energy builds up. Pick up the grey object, jump up
into the second upper room, and go out of the door. (You have no
need to pick up the Canopic jars as you are given them).

Put the Canopic jars on the ledges in the right order. The order
being:
bottom left = red
top left s i l v e r
top right = blue
bottom right g o l d .

Now go right and, when the last door on the coffin has shut, you can
enter the right-hand side of the room. Run up to the face-mask and
wait a moment. It will fire a beam of light at the coffin. You will spin
in a ball of flame, then you can fly. Shoot the face-mask in th eye sev-
eral times to destroy it but take care to dodge the small and large fire-
balls.

, L e v e l  4
THE FINAL CONFLICT
Now you meet for one last battle but on this level you've no 'continue-
plays' for this fight. Things are getting VERY nasty now. All you have
to do is to shoot anything that moves (obvious enough) and pick up
any jewels you see to get energy (another obvious hint). At the end
there are two large men: shoot the right-hand one at the same time as

you dodge the fireballs. Fingers crossed you should bump him off hut
even now it's not over as Dameron appears with all his godly might and
power to hand.

To kill Danaeron use the special weapon given to you. Shoot the
skulls on his head then shoot his eyes several times to blow him away
forever. At long last! You've saved the Earth, its history, and its Myths
-  now read the end of game message for yourself. Well done! will

SOUND OF MUSIC -
CORRECTION
Whoops! This seems to be an
ongoing thing which I'm desper-
ately trying to rectify. In Issue 58,
D•rolin Ars sent in some music
hacks for  Operation Wol f  and
Vindicator. An ever so slight cor-
rection to Operation Wolf is the
addition of an extra data number
in line 130. Add the value 21 to
line 130 after the  first data
number 240.

For Vindicator things went a
bit squiffy so retype the follow-
ing lines:

20 I  -
4 9 1
5 2
30 F O R  X -0 TO 74: READ A:

POKEI,A:1-1+1:C C+ A:
NEXT X

50 P RI NT CHRS(147): FOR
X 0  TO 15: PRINT: PRINT
"USE KEYS 1-3 FOR
TUNES": SYS 49152

And fingers crossed (in fact
everything c rossed!),  t h a t
should work!! Sorry 'bout that!
Following u p  l a s t  monttes
Sound of Music. Warren (1Naz)
Prikington phoned up to correct
the Ocean In-Ganie Music hack
and inform me that he actually
supports Man City and not Man
United (not much better I know,
but there we go).

In the main listing for the Ocean
music hack lust remove the 7 off
the 74144 in hne 30. Easy'

You had the first two maps last
month, here's the rest for those
of you still struggling with this
really tough and incredibly frus-
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BOMBER
(Activision)
I first thought Bomber  a great disappointment after hearing such
good things about it. It's on a par with Interceptor for simplicity and
I like my flight Sims a bit more complex; 200-page manuals and all
that! But after a good 'few' plays I 'm hooked.  Ed Stu and I were
racing each other to get through the missions, but I'm way ahead in
the fight to clinch the trophy (hall! I 'm in the lead now -  Ed). These
tips are relevant to the Amiga game but, providing you can put up
with the slow pace, they also apply to the 64 version. Hopefully, next
issue I can take you through each mission just in case you don't feel
like using the cheats below.

T h e  T o p  A i r c r a f t
1. General Dynamics F-111 F
A true beast of  the air with a superlative payload capacity, good fuel
economy, and top notch all-round flight performance as well. It may not
be as glamorous as the Eagle and it doesn't quote hot the Mach 2.5 mark,
but it 's got more payload and that means less trips back to base on the
later levels.

2. McDonnel l  Douglas F-15E Strike Eagle
A real powerhouse of a let for those with the need for speed, plus a
superb ground attack capability. The F-15 was initially promoted as the
100% interceptor with 'not a pound for air-to-ground'. Ironic that it has
become one of the premier ground attack aircraft. A superb aircraft with
a payload of up to 14 Mavericks, and a mass of weaponry. The one to
choose if you want the best of everything.

3. McDonnel l  Douglas F-4E Phantom
A flexible aircraft with the capacity for a varied payload even if it isn't In
the F-15 league for sheer brute force when it  comes to acceleration,
vertical climbs, and fuel economy. Other than that, it can carry a medium
level of pretty standard weaponry with up to seven Mavericks and four
bombs on the outer hardpoints  (no room for Sidewinders if  you do
hough).

4. Panavia Tornado IDS (RAF/Luftwaffe variants)
Not a lot  of difference between these two excellent all-rounders. The
payload is pretty impressive with eight Mavericks plus Sidewinders. For
total devastation though, a JP233 Airfield Denial Weapon (known as the
MW1 by  the Luftwaffe) is awesome. Launch the thing as you fly low-level

In the C64 game the Tornado Is a good alternative to the missing
F-15.

IF The F-5E Tiger Ills  probably the weakest enemy jet. (C64)

0 • • • • •

A A Soviet So-27 makes the classic Bomber mistake of making a
quick pass over your Tornado. In a second it will be per fetly set-
up in your cannon sight. (Amiga;

over the target and the weapon spreads itself across the area, wreaking
mass destruction all around. It's not too good for pinpoint accuracy but
it does the overkill job extremely well. Very good vanety o!Eadoad withmore than enough Mavericks to do .
J o b  y o u  
w a n t .5. MIG-27 Flogger D
Strange how the Bomber Cr i n k s  this is a premier Soviet ground
attack when the SU-24 Fencer R u s s i a n  version of the F- i l l r romado
class bomber) seems to be the biggest threat at the moment.  Slightly
better than the Viggen for carrying arms with capacAty for up to five
freetall/duster bombs and one (!) air-to-air missile but otherwise it's a
dinosaur. The Kerry is the Russian equivalent of the Maverick (at least in
this game it is) but with an incredibly limited range of 6.8 miles it's a waste
of a hardpoint. It's better than the Voggen but that's not saying much!
V An attractive shot of the formidable F
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SEND FULL D ETAI LS ABOU T  T H E
GAME AN D  M OR E IMPORTANTLY,HOW YOU CAN GET ITfr M E P !
ALTERNATIVELY CALL THE NUMBER
BELOW F OR  M OR E INFORMATION
ABOUT T H I S U N BEATABLE F R EE
GAME OFFER

1131415 IN
FREE GAME OFFER,-
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TADLEY, H AN TS. R 0 2 6  L I B
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6. Saab AJ37 Viggen
Like a fool I chose this one for my attempt at winning the cup, thinking it
would be a pretty potent aircraft. After all, the Royal Swedish Air Force
sWears by it — and probably swears at it ma well considering its limited
payload. The max imum of  four Mavaddre and four Sidewinders  is a
pathetic 'bornber'  payload so make sure you're a good shot with the
cannon. The rocket pods are good fun to launch and watch fly through
the air but without a sighting nng they're very tricky to aim. The successor
to the Viggen, the Gripen, looks set to continue the trend for low payload
(providing they get the bugs out of its software first). For now I think Saab
had better stick to building cars.

T i p s
*  Use the Air Brakes for making extremely tight turns, especially when
in close quarters combat as you could go endlessly round and round in
circles, trying to catch a circling enemy if  you didn't  use them. Your
speed drops  off  like wildfi re so keep an eye on your air speed (and
remember your stall speed!).

Ideally you should have either the F-111 F or the F-15 Strike Eagle for
the missions with an F-5 Tiger II as the dissimilar enemy. The F-5 is pretty
useless for long range attacks and just loves to show off by roaring over
your aircraft fin most cases through your aircraft). To really screw his
airshow manoeuvres up, wait until he's within the 3 mile radar range and
then switch to cannon. As he draws near, his radar image should merge
with yours: as it does so, fi re the cannon a few times. 9 Out of 10 t imes
it'll hit him and makes you look like a hotshot ace at the same time.

V The F-1 'I I 'a large payload makes tie reasonable alternative to the
Tornado. 10641

A M
•r

y  Tank busting in that veteran war-horse, the F-4 Phantom. Arli9a)

*  If you can, use the Mavericks as your primary weapon. They're easy
to use, require little in the way of parameters to launch (just make sure
you're the right way up), they hit 100% of the t ime with total destruction
of the target, and lock onto anything from tents to bridges. The higher
you are, the further away f rom the target you can launch them. Thirty
thousand feet is ideal for launching at the 20 mile mark, a very useful fact
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to know if you're up against a time limit mission and need to fire from long
range. A true Fire-and-Forget weapon.

You've got unlimited chaff and flares so use them at all times during
combat and often during flight. Although you're warned of  SAMs and
missiles it's best to be overly cautious than to be lax. Never let down your
guard, o r  you and your plane will surely follow. The SAM sites are
extremely rapid at  fi ring and quickly get trigger-happy, fi ring missiles
constantly. Luckily they're pretty stupid missiles and conveniently get
confused when flares or chaff is launched, if only chaff or flares were this
efficient in real life. Basically you only need to jettison a single chaff or
flare for each missile fired at you_ Best be on the Safe side and launch as
many as possible — after all there's no limit!

6 4  C h e a t
This cheat makes available all the missions for you to try out (and some
of them are pretty tough cookies indeed). To get the cheat, load up the
game as normal and press SPACE to name a New Pilot. Now, instead of
typing in Ace, Hot  Shot, or Kommie Killer Karl, just  enter something
equally tasteful, namely KYLIE (with a space before it). The less said
about that one the better.

Landing in the Soviet MiG•27. Runway 18A means the right
runway. as you approach on heading ISO
-
. R u n w a y  3 6 1  
w o u l d  
b e

exactly the same runway, as It would appear on the left as
approached on heading 360. (
44
T
14
98)

A m i g a  C h e a t
'A similar sort of  cheat is available for the Amiga version. Loao up the
game, play air-guitar to the music at the start, and then bring up the pilot
selection screen. Press SPACE to name a new pilot and enter BUCK-
AROO (with a space after the word). The computer now gets so excited
when it realises that it's Buckaroo (Banzai?) playing that it makes all the
missions available.

After that veritable feast I'm whacked, I'm off
to watch Teenage Mutant Hero Turtles on the
telly. On the tips front, Retrograde wends its
way ever nearer towards an almighty alien-
annihilating end. I'm hoping to have some
great tips for the Fourth Dimension compila-
tion, more Bomber antics, and at long last
some F-29 Retaliator tips (it's almost here,
honest). Keep sending in the tips, pokes, and
maps—a piece of lovely white paper with 'ESO
Software Voucher' written on it could be
yours if you do. The address is of course PIG
IN A POKE, ZZAP! Towers, PO Box 10, Lud-
low, Shropshire SYS 1DB. Until then, have agood 'un!
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Outlaws
Amazon Woman
ATV Simulator
Supe r G-M a n
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On [he Tiles
Death or Glory
Last Mission
Deceptor
Quartet
Sun Star
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Psycho SoldierAthena
Fifth Quadrant
Bounces
Scary Monsters
Montezuma's Revenge
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Magnetron
Kinetik
Kaos
Big Deal
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Lords of Midnight
SupermanPsi Warrior
Matchmaker
Trading GameMini Golf
Que Doc
Never Ending Story
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Re'd Hawk
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Running Man4 Smash Hits
Bobs Full House
Blasteroids

Expiry Date:

Other titles also available. Please write or ring for lists stating which format
required. If you can't see what please ring, we're here !o help 7 days a week,
Pricesinclude postage and packing for UK. For EEC please add El per item.
Rest of the world please add E2. New releases sent on day of release. Stock
items sent same day.
Please make cheques payable to SUNCOMP. We also supply computers,
joysticks and other peripherals. Please ring for our very reasonable rates.
Suncomp is mail order only.
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Beat that Impossible Game
Cheats for both Amiga and

C64 Computer Games
AMIGA: 0836 404148

C64: 0836 403868
Calls: 25p per min off peak
38p per min all other times
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All prices include post &packing. handlingand VAT-send your faulty compute'
and P.S.U. fur estimate and repair from E9.99 + pans + carriage + VAT
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ELECTRONIC SERVICES
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Rainbird, Amiga E29.99

onservation, ecology.
and 'green pol i tics were
the hottest topics in the

late 20th Century with the hole
in the ozone layer, the
'greenhouse effect' and pollu-
tion all major concerns. Global
warming was the ultimate
threat, soon to become ironic
when a meteor burned into
Earth's atmosphere and
Impacted in South East Asia.
Millions of tons of dust were
thrown into the atmosphere,
throwing a dark veil over the
globe and heralding the march
of ice from the Poles,

Sixty years later, in 2099, the
only habitable land is the
Azores, turned into a single
large island linked by ice and
appropriately renamed Mid-
winter. The island's inhabitants
hope to see the re-emergence of
the human race and have built
up a complex transportation
system consisting of snow bug-
gies, a cable car network, hang-
gliders, and skis. Factories and
synthesis plants produce vital
stores while radio stations pro-
vide communication. But i ts the
eighteen Heat Mines that are the
key to the island's life, providing
the energy for the people to stay
alive.

Law and order is the responsi-
bility of the FVPF (Free Villages
Peace Force). Led by Captain
John Stark it patrols the island,
settling minor disputes with lit-
tle trouble -  until now, that is.
From the south-east, the ambiti-
ous General Masters has
gathered an army of soldiers.

Midwintees is one of the best presented games I've ever seen, The
graphics are superb with a stunning 3-D effect and incredibly detailed
static screens. Even the sound has been exploited to the full, with
stereo sound providing advanced warning of an oncoming vehicle.
But i t s  the gameplay that's the best bit  -  it could easily keep you
playing for weeks. It may not appeal to the most mindless of arcade
fans, but  for everyone else this will be irresistible. It may be argued
that the endless snowy wastes could get a little repetitive, but that's
ignoring the strategic game which is made infinitely more interesting
with such recognizably human characters t o control. A  beautiful
game and no mistake.

After the disappointment of  Whirligig, Mike Singleton has stormed
back onto form with Midwinter.  As one of the most imaginative and
technically-gifted programmers  around,  t he results are inevitably
awesome. Who would've thought a mere human could come up with
something s o visually stunning, yet  simultaneously so deep and
involving. It makes me wonder if Maelstrom Games aren't some alien
brotherhood. Here, they otter you a ticket to a whole new world for a
price which is a zillionth of a galactic t ime-warp. All I can say is, don'tmiss it!

111 7 0  IN  z z A 9
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41 In the ski-buggy, Captain John
Stark comes under enemy missile
lire as he approaches a village_
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a  The overall map, in fractal graphic
form, shows the enormity of
your task.

snow buggy battalions, and pat-
rol aircraft to wrest control of
the isle from the more liberal

1 4 1

Via the map, Stark is able to
command his recruits to per-
form tasks around the island.
Watches can be synchronised
to maintain precise timing
(which is vital) and every two

The idea of  having a massive,
mysterious landscape to explore
in glorious 3-0,  together with a
very strong strategic challenge.
is a  wonderful idea that  Mik e
Singleton h a s  executed p e r -
fectly. Travelling across the icy
wastes is an enchanting experi-
ence in itself, without  having to
tackle buggies and aircraft, o r
worry about the main objective.
The poly gons  wo r k  perfec t ly
with zero perspective or update
problems. The graphic effect of
skiing up the side ot  a high hill
and pausing to look out over the
landscape, v iewing distant hills
and villages just has to be experi-
enced to be believed. The most
atmospheric, utterly magnificent
game I've played (and will play)
all year.

A While Stark pa ur a l or  breathSraortar-dropping enemy glider
appears Out of nowhere.

Inhabitants. To achieve his aim
he must seize, or destroy, the
Heat Mines.

The game opens with Captain
John Stark on patrol. Stark
learns of Masters's initial attack,
which has captured the three
main radio stations. Unable to
call for help he must start the
resistance campaign by word-
of-mouth.  A map of the island
can be brought up — in contour
or relief (fractal) modes, with a
powerful zoom function. The
map also reveals the locations
of buildings, the cable car net- \
work, and positions of the two .
r •combatants' forces. l  •

hours situation reports are pro-
duced.  To begin with, Stark can-
not contact anyone by radio and
needs to ski to nearby comrades
to recruit them. Once a person
Is under Stark's command you
can take direct control of them,
looking through their eyes. You
can also have the person seek
and recruit other people (32 in
all), sabotage enemy installa-
tions, and search and destroy
targets. A wise commander  will
bear in mind that all his charac-
ters have individual strengths
and weaknesses, plus hidden
talents such as the ability to ski,
hang-glide, etc.

Unfortunately for Stark, his
comrades aren't the usual zom-
bies which inhabit computer
games. In fact, there are quite
complex relationships between
the characters. Love affairs,
hatred, jealousy, admiration,
and many other factors all play
their part in determining the
chances of one person recruit-

LP NONNI

ing another. These problems
make recruiting no sure thing,
so it's a good idea to recapture
the radio stations and use them
to contact everyone.

While this is happening, Gen-
eral Masters is going all-out to
overwhelm Stark's forces.
Al though Masters has twelve
hours advance on Stark, his
weakness is a reluctance to use
the island's higher ground, opt-
ing instead for moving supplies
and forces through the flat
lands.

With this fact in mind, Stark
can avoid snow buggy patrols
by skiing at high altitudes, using
the cable cars, and even hang-
gliding from a peak to a plateau.
But pushing the vehicles too far,
too high, or too fast can lead to
disaster. Wounds can lead to
loss of muscle power, alertness,
and morale. Push characters
too hard and their sight fades
into monochrome before black-
ing out.

Preventing Masters from tak-
ing all 18 heat mines is a huge
task, given the sheer number of
enemy vehicles coming from the
south-east. Guerilla tactics are
the best in this desperate situa-
tion. Ambushing supply bug-
gies, destroying patrol vehicles,
reclaiming captured villages, or
destroying them to prevent
them falling into enemy hands:
these are all good tactics in this
chillingly cold war.

No plans for a 64 game, sob!

PRESENTATION 97%
Massive 200-page manual, A2 island
map, handy pad for notes. training
MOW, toggle switches Ion bombrrs

and mortars.

GRAPHICS 96%
Breathtaking 3-0 effect, a wealth ol
detailed polygon oboe% and a clever
horizon haze. Superb static screens.

SOUND 85
6
/ 11

No tunes but extremely good use is
made at the Amoga's stereo sound
system with a multitude of atmos-

pheric effects.
HOOKABILITY 96%

A daunting task but its an impossible
game to resist

LASTABILITY 97%
The most compulsive and compelling
of thallenqes since the Lords of W -

ry. ts r ui

O V
E R
A L
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 9 7 c'Ic •
A superlative, immense program
that is every bit as good as you'd

expect from Mike Singleton.

• -  Z Z A P I  A P R I L  1 . 1 ' 9 0  1 1 .1  7  1  I n



Tea
-001E5EI Da

A Two-play er mode and things aren't going well!  (64)eim

A r• -
1
- - e
,
o -
p k e
,  
A  
p e
r
f e
c t  
i l
l
u
s
t r
a
t i
o
n  
o
f  
h
o
w  
n
o
t  
t
o  
p
l
a
y  
E  
M
o
t
i
o
n
.

US Gold, C64 E9.99 cassette, E14.99 disk;
Amiga 09.99
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Gold's first Ne w  Age'
game for the unstressful,

relaxed lifestyle of the 1990L
However, this extremely devi-
ous puzzle game is more likely
to double your stress level!

In a microscopic world of
atoms, molecules, and parti-
cles, you control a sphere by
rotating left/right and thrusting.
In each of fifty levels the aim is
simple: knock like-coloured
spheres (which represent
atoms) together to make them
disappear. If you're not quick
enough they explode, reducing
your energy level. If two diffe-
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rently coloured spheres collide,
a smaller pod ball is produced —
this can either be collected for
extra energy or left to 'grow' into
a big sphere.

To make things infinitely more
difficult, some of the spheres
are connected by elastic (these
represent molecules) which can
easily get wrapped around the
obstacles which appear on most
levels.

When your energy level
reaches zero you lose one of
four lives. Invaluable extra lives
are earned for every 25,000
points scored. Extra points can
be gained on the bonus screens
which appear after every few
levels — these involve collecting
pods in the right order within the
time limit. If you manage to get
halfway through the game's 50
levels and die, you can continue
play from level 25. There are also
options to save the game and
practise any level.

As well as playing solo, you
can play simultaneously with a
friend, with a communal score
and lives — so you must cooper-
ate instead of competing. On
some levels the two players are
connected by elastic, and some-
times even to some of the
spheres, making life very
difficult!

E-Mot ion is  one of the weirdest games I've ever seen,
but that  was no deterrent to instant addict ion on my
part. The idea is  ut terly s imple,  but  wit h just  a  f ew
strands of elastic and the odd obstacle it becomes com-
pletely aggravating — and incredibly addictive. Phil and

rere completely hooked by this one and played it for ages, getting
rprisingly far_ The Amiga game is obviously the best presented: the
dvi backgrounds are attractive while the all the objects are well
Iwn and move very smoothly. The C64 version is initially rather
appointing, looking distinctly Spectrum-esque. However to have
y more colours would make things far too slow, so I'm thankful US
lid have done it this way, preserving most of the excellent gamep-
'. A tiny bit sluggish perhaps, but great fun all the same.

Simple ideas  a r e
often the best, and
knocking

• b a l l stogether has to be
one of the simplest

game concepts  since billiards.
Graphically, it's also very simple
(if slow and Spectrum-esque on
the 64) but functional with balls
and elast ic  mov ing realistically
with inertia and momentum. Solo
games are fun, but it 's in simul-
taneous two-player mode that
the game really comes into its
own. Without  extensive cooper-
ation you invariably end up hys-
terically knocking the spheres all
over t he place,  t he numerous
resulting pods  making the play
area resemble a Smarties ad. It's
all great fun, but at times so frus-
trating you' ll want  to do some-
thing mo r e  v iolent  t han bas h
balls together!

•

0 4 1
PRESENTATION 90%

Same as the Amiga.
GRAPHICS 58%

Spectrum-esque but functional.
SOUND 78%

Reasonable rendition of Amiga's
weird sonix.

HCK)KABILITY 74%
The slower-paced action lessens its

indial appeal somewhat,
LASTABILITY 81 %

The fun two-player mode will keep
you playing. and fifty perplexing

levels offer a '  - challenge.

O V E R A L L
7 9 %

Visually disappointing but still way
playable.

gat aim I 9 at
PRESENTATION 90%

Irdormative attract mode. simultane-
ous two-player arid practice modes,
continue-play after level 25, useful

save option.
GRAPHICS 87%

Simple but with realistic movement.
SOUND 8 0
6
/ o

A variety of good FX and a nice jazzy
title tune.

HOOKABILITY 90%
Foxy to learn, hard to master, and

extremely addictive.
LASTABILITY 88%

Fifty levels can cause frustration so
the save and continue-play optionsare invatuabie

O V E R A L L
8 9  c'lo

Addictive end frustrating: you'll
love and hete
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massive creature that
ever lived roamed the

oceans, swallowing whales in a

Ten
-

single gulp. But one day its
immense hunger led it up a river,
to become beached and slowly
die. The elements soon rotted

1

V Exploring the Tsimit, you've lust fi rebolted yet another dinos aur- no wonder they became extinct.

I M I  7  4  Z Z A P T  ^ p i t s

away its flesh, leaving bones
massive enough to enclose a
city. In time a tribe of humans
found the bones and slowly
went about creating that city.

The most important part of the
skeleton is its skull, set aside for
the priests who call themselves
the Keepers of Tsimit. One of
their many secrets is the knowl-
edge that the brain had not rot-
ted but fossilised instead, form-
ing pulsing crystals. When com-
bined they can produce danger-
ous beams of light. Some of the
more powerful crystals can even
create life, such as Crystallions.
These crystal horses have
incredible beauty and intelli-
gence. They are companions for
life, and only those who have
bonded with one can sit at the
city council.

To find your crystallion you
must first find the well-hidden
crystals. The quest begins with

the Orodrid City Screen, a menu
page with the icon-options
rotating over the city scene. You
must prove your worth at all the
various subgames:
TWI T: This is the most impor-
tant part of the game, since it's
here that the crystals are found.
The Tsimit has four 'veils', or
sections, each of which is com-
pleted by finding the door to the
next. The Tsimit is a flickscreen
maze, packed with monsters,
and is shown at an angle from
above. Control is via the mouse;
move a cursor to the point
where you want to move to or
fire at. depending which mouse
button you press. Protection is
provided by a Crystallion Suit
with three charges (or lives) -
lose them all and it's game over.
BOW; Once you've found the
Tsimrt exit door, you're chal-
lenged to a game of Bosu, a
boardgame which you must win
to get onto the next section. You
have six stones to place on five
rings split by eight rays. While
difficult to describe in less than
a couple of pages, it's fun to play
and has two-player, difficulty
and tutor options.
PRODA: Should you lose a lot of
charges/lives in the Tsimit you
can use your crystals to earn
more in this subgame. Three
cylindrical 'prods' rotate at the
centre of a 3-0 room. Using the
mouse you can place crystals in
special formations to collect
bolts of energy. But watch out
for the alien birds which try to
steal the crystals.
O RE M Some cards are dealt;
face up at first with numbers
from 1 to-8, then quickly flipped
over. You must then click on two
cards of the same value, using
memory, 'ESP', and observation
(as the numbers can occasion-
ally be seen). Winning can give
you special powers useful in the
Isimit.
HARES& This is the trading part
of the game; fail to earn enough
to support your family and it's
game over. Make lots of profits,
and donations to the Tsimit
priests might be useful. There
are seven trading families, each
Involved in three trades ranging



A The Bosu boardgame -  green has won by bracketing more of the
board's junctions with his pieces.

So what, exactly, is a 'culture simulator'? It turns out to
be a collection of  oddball subgames surrounded by a
better-than-average scenario. Presentat ion is  indeed
very weird,  and (especially on the t rading subgame)
there's a good sense of an alien civilization. As for playa-

bility, all t he subgames are quite enjoyable with s ome excellent
graphics and sonics which are obviously designed for the Amiga. not
the ST. The most important game is Tsimit, an arcade maze game
which, on the higher levels, improves graphically while using lifts to
make virtually every screen a puzzle to be mapped. I f  you like the
sound of this, the other games provide some attractive variety. But if
you hate mazes and maps, Knights could be very frustrating. Still, a
very interesting game which solidly establishes US Gold as an innova-
tive 16-bit producer.

from meat and dairy products to
books and songs. You must set
the prices for your three types of
goods, bearing in mind quality
and competitor prices. You can
also invest in opening markets
in the wider world and make
donations to families in trouble.

I think I know why
this h a s  s u c h  a
bizarre scenario: i t
was the only thing
which could possi-

bly link  together such diverse
subgames, And, imaginat ive as
it is, it still fails to really make the
vastly different sections gel into
one complete game. Neverthe-
less, I was impressed by the very
classy presentat ion wi t h ever-
changing, atmospheric  mus ic ,
'Carling Black Leber-sounding
sampled speech, and plenty of
pretty pictures to ogle (although
these do suffer in definit ion due
to use of the HAM mode). All the
subgames are fairly playable -  I
particularly enjoy ed t hrashing
Robin at  the Bost i boardgame,
even though I hadn't a clue what
I was doing! And overall, Knights
has plenty of originality, variety,
and a big challenge. although it
isn't qu i t e  t he  mega-game i t
could have been.

No plans for a C64 version.

PRESENTATION 90%
Great intro, poetical protectibn sys-
tem, save option, and Intedevel HAM

pictures,
GRAPHICS adluie

Full use is made of the Amiga's
palette, with plenty of atmospheric
HAM pictures, to produce a very

weird and intriguing graphic style.
SOUND 90%

Atmospheric music which vanes con-
stantly_ Effective occasional use of

digitized speech.
HCK)KABILITY 76%

Difficult to get Igo and far from easy,
but you can practise some of the sub-

games.
LASTABILITY SS%

Timmaproviciess big challenge, wilok3
keeping up with the other subgamse

provides variety

O V E R A L L
79c•lo

An intriguing and innovative game
which cartographer" will love,

41Mbadelll-
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we know it. What has
happened?: global

thermonuclear war, another  ice
age, little green men coming
from the planet Zitt? No, it was
underarm deodorants/  Yes, the
CFC gases from smelly
aerosols have finally destroyed
the ozone layer.

So what do you do? Sit in the
sun getting skin cancer? No,

II
Instead you drive a super-fast
car and are paid to t ransport
dodgy goods from city to city.
To liven up the journey the
other motorists try to ram you
off the road or just shoot you!
It's just as well there's a
shopping centre nearby where
you can buy essential stuff like
turbos, battering rams, flame
bombs, and rockets.

So, Elite have finally converted the dire C54 game. And
why the long wait? Well, apparently it's been completely
redesigned and  reprogrammed —  but  you'd hardly
notice. The undulating road's quite good, but  other than
that the graphics are bland and badly  animated with

poor collision detection. Complement ing them perfectly, the simple
roadblasting gameplay  will drive you mad with boredom.

A Roar ing down a desert highway, shooting fellow motorists.

It's been a n  unbe-
lievably long t ime in
conversion, and  t he
32 c o l o u r  p a l e t t e
doesn't a d d  t h a t

much t o  t he S T game.  Bas ic
roadblasting gameplay  s eems
dated n o w and it 's  toughness
doesn't h e l p  e i t h e r .  B u t
perserverance wi l l  get  y ou t o
stage two, where slightly differ-
ent graphics and a large range
of add-on equipment add a bit of
depth. Alt hough s ome  o f  t he
obstacles a r e  impos s ible t o
dodge at  high speed —  forcing
you t o remember the route —
it's still quite enjoyable, relatively
inexpensive a n d  mo r e  v iolent
than Turbo Out Run!

PRESENTATIO N 72%
Attractive option and interlevel

scoJens
G RAPHICS 73%

Good road effect and sprites. although
the car doesn't cornet convincingly and

there's not much variety
. SO UND 68%

Convincing engine roar and
explosions

HO O KABIL ITY 66%
Tough to begin with but still playable

LASTABIL ITY 62%
You can choose easy or hard MISSIOnS

at each checkpoint (the latter giving

you more money for add-on weapons,but otherwise variety is lacking
O V E R A L L

6 4 %
A dated but nicely programmed

roadblaster.

Z Z A P I  A P R I L  1 9 9 0  1 1 1 1  7  5  M I
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Rent-a-kill go on a galactic bug-hunt!

hese past few decades
have been the worst in our
history. We must never

orget how lucky we, the sur-
ivors, are. We must never
orget our duty to those that
led, to remember and ensure

he 'roaches' never again find us
so vulnerable.

M i  7  f p  1 1 .1  Z Z A P !  A P R I L  . / . / ( )
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ST  I NGER

When the aliens attacked
Earth in 2045, they murdered
three billion people and virtually
destroyed the planet's eco-
sphere. We suspect they
intended to reduce us to a state
of barbarism, easy prey for a fol-
low up attack. But those of LIS
who survived dissolved all

When I first heard about Warhead I was expecting a space game in
the Elite/Damocles mould. When it arrived I was a little put out by the
game's heavy emphasis on space combat, as I felt a little restricted.
Now, having played it to death, I must confess I 'm hooked! I like the
way you're gradually introduced to the various weapons systems and
enemies through the different missions. It makes for a great game
atmosphere and is very much in the manner of a story with you as thecentral character.

Graphically and sonically Warhead is good but  not  a boundary
pusher, the fast-moving polygons look quite weird through the novel
'fish-eye lens' view. Sound effects are atmospheric; and the data
missile, information acquiring effect is great! This is no Elite but it's a
damn good blast with hidden depth.
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AI A salvo of Stinger missiles race
off towards the enemy fleet,

1

Warheads presentation is sup-
erbly atmospheric. Despite their
oddness, t h e  graphic s  s o o n
begin to grow on you -  particu-
larly nice is the way your missiles
fall, t hen ignit e t heir engines
before zooming off. Then there's
the map  and tactical screens,
one of  which looks like some-
thing out  of  a Star Trek movie.
More unconvent ional a r e  t he
non-vector graphics sequences
-  s uc h a s  wh e n  y o u  doc k /
undock -  providing some nice
variety.

The game itself is  a bit  of  a
relief af ter all t hose incredibly
complex trading games - its just
a glorifi ed shoot-'ern-up really.
However, what  really  makes it
special i s  t h e  ' real is m w i t h
which combat  takes place. The
enemy ships are very intelligent,
swerving past, sending dozens
of deadly missiles your way. And
some of the insult ing messages
they s end y ou are  hilariously
funny, adding to the tongue-in-
cheek sci-fi  atmosphere. Great
fun.



national di t h e
Fist-Of-Ea
was the f e r g y
and hope; b -
lisned a new n —  HO
Space Ope m e n d .

Twelve years after the attack
we have finally developed a
means by which to strike back:
the FOE-57 interstellar

spaceship. Now we need a pilot,
Warhead is the operation to
recruit that person — the spear-
point of our war effort.

We know little about the
aliens. Their motives remain
obscure. An ancient race, they
may share a common ancestor
with insects on Earth. Like them
they are individually stupid, only
In groups of tens or hundreds do
they become intelligent. Com-
munication is via metal particles
In their skins, radios which give
the illusion of telepathy. A large
part of your mission will be dis-
covering more about them

Your first missions, however,
will be to get yourself
familiarized with the ship. As
you'd expect it's crammed with
the latest electronic equipment.
Crude directional control is by
mouse, changing rotation, with
reverse/forward thrust deter-
mined by the buttons.  Further
assistance is provided by the
multi-mode autopilot, pressing
'0' will stop rotation, '2' will
point you at the target, '3' move
you toward it, and '9' will bring
you to a full stop. No less essen-
tial are the Head-Up-Displays,
general and weaponry. You can
also choose a tactical screen
which eliminates any planets

from cluttering up the view; and
two map screens — short and
long range — which may be
zoomed into/out of.

As you look out through your
viewscreen you'll see the stars
moving strangely. That's
because your view is warped,
just like a fishbowl to cram a big-
ger view into the screen. All the
stars you see are real; mapped
from the massive, and realistic
galactic chart. There are also
tiny, computer-generated
squares to show your speed by
their colour and velocity.

Your ship can be equipped
with a wide variety of arma-
ments. Besides the mass-driver
cannon,  there's homing Stinger
missiles, proximity mines, X-ray
lasers, and a few more yet to be
developed. The first missions
allow you practise using these
on drones. Possibly the most
Important missile however, isn't
a weapon. It's a data-gathering
probe which is crucial for reve-
aling what distant objects are.
Once the missile has 'hit', you
can go into an info-screen
Showing all the details, com-
plete with a spinning 3-0 view of

Well, this is a distinctly odd prod-
uct. Firstly, the assumption that
you humans could take on the
most wimpy  alien civilization is
completely preposterous. Then
there's t he slightly garish stars
and the 'speed dots whic h ini-
tially seem to move oddly. But
once you read the instructions
and start to play, things begin to
slot into place.

The game-s ty le may  init ially
suggest Elite, but is in fact com-
pletely different: there's neither
the ability or need to go around
trading. Instead, you have to fol-
low the missions — disappoint-
ingly there aren't that many. but
their variety and imagination pro-
vide great compensation.

Playing the game is like prog-
ressing through a novel, with one
set-piece incident after another.
(One mission is just like Star Trek
IV.) The way the various aliens
communicate w i t h  y o u  i s
superb, and would be impossi-
ble t o  d o  i n  a n  El i t e game.
Warhead is much like the utterly
compulsive Millennium 2.2, sub-
stituting arcade action for the lat-
ter's simplistic strategy. If you're
tired of monotonously plying the
trade routes in Ehte or FOP;  this
could be what you're looking for.
There a r e  defi nitely  n o  quiet
moments in this one

A Docking with Solbase -
one of several non-vector graphics
screens in the game.

the object.
There are less than 50 mis-

sions, but as each is packed
with detail and variety this is
much more than it seems — so
thankfully there is a save func-
tion.
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PRESENTATION 92%
Six save positions on game c.l.ak pre-
vents formatting hassle Great intro

with superb music and piotline.
GRAPHICS 92%

Innovative display, impressively
realistic MUD displays, set piece 2-1)
scenes, and some great attention todetail

SOUND 87%
An impressive array of spot FX. apart

from disappointing engine noise
HOOKAiBRITY 91%

Takes gibe of getting used to, but the
first missions are well designed to get

you hooked
LASTABILITY 88%

Unlike Eirte you can finish it -  and
there aren't a huge number of mis-

sions-but it's quite tough, extremely
varied and will keep you playing late

to see how this epic story ends,

O V E R A L L
9 0 c
)
/ 0

An intriguing, innovative and highly
rewarding game.



Dinamic, C64 £9.99 cassette, £14.99 disk;
Amiga £24.99
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happened -  the ultimate
catastrophe - but the

streets of Manhattan are still
filled with muggers. Jonathan
'Jungle' Rogers is in the thick of
It: his aim is simply survival.
Located at the headquarters of
the murderous Prof McJerin
there is a XV-238 launching plat-
form. Using this, JR can escape
to the outer colonies!

Rogers's fight is essentially a
horizontally scrolling beat-'em-
up. The first of the game's two
loads is split into three phases.
The first takes place in post-
apocalypse Manhattan.  Besides
the muscle-bound muggers
there are deadly mines and a
superbaddie at the end. Phase
two is more of the same, only

with a different background and
the baddies have guns! The final
phase is the toughest of the lot,
set at the subway entrance
where you encounter R.A.D. '
Bulls'.

Amiga owners get much
longer levels, plus a wider vari-
ety of villains including men with
guns and chains. To hurry you
along there's a radiation count:
When this time limit runs out you
lose all your lives!

The second load takes the
player inside the subway, with
yet more baddies, only now
you're armed with a massive
machine gun. Combat androids,
mutants, and huge rats are all
out to get you. Complete this
level and you get into a sleek
spacestation infested with yet
more villains, plus robot guns.

Post-apocalypse New York, humans reduced to mut-
ants, and plenty of blood-splattering action -  it sounds
like just my sort game! But sadly Dinamic have forgotten
to fully work out the gaMeplay. The first level of the C64
game is particularly dull, and level two isn't much better

-  despite some neat robot guns.
The Amiga game is bigger with a much more professional feel.

Beat-'em-up addicts, at least, could enjoy this one although they'll
need to be good to Cope with the vicious, rabid dogs. Your gun on
level two is great, complete with spent cartridges spewing out, but
for the price you expect more. Even I got sick of slaughtering mutant
humans after a while.
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A Tak ing on a big guy with a big punch.

Amiga War is bles-
sed w i t h  s o m e
great graphics.  I t
really i s  just l i ke
playing a  gl ossy

comic book wi th some nicely
drawn baddies. Load two tea-

res an ED209 which puts the
in RobaCop to shame; it's

big and moves well. But there's
plenty of small details too -  like
how some of  the men wave
others on into the action. Unfor-
tunately the actual gameplay is
both very difficult, and repetitive.

The C64 has Some nice back-
ground graphics, but the main
character moves as if his legs are
made out of rubber. The first vil-
lains are easy to kill, while the
end-of-level baddie is too tough!
Similar problems haunt  level
two, and as the levels are so
short t he  game resembles a
mediocre budget release with
some above-average graphics.

V Part two,  and no time to stop for a Coke (or ogle the beach belle!), t he  rugged hero blasts an enemy soldier. lArrogal
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SAS
PRESENTATION 6 8
1
Vo

Two-part game with access COCSS
minimizes multiload hassle, but

otherwise mediocre.
GRAPHICS 60%

Big and bold graphics, with some
attractive backdrops, but the main

sprite and many of the baddie charac-
ters are disappointing.
SOUND 71%

Good intro tunes and spot FX.
HOCIKABILITY 52%

Sluggish control response, monoton-
ous enemies, and vicious end-of-
level baddies result in frustration

rather than addiction,

LASTA•ILITY 41%
Shorter levels, plus unrewarding and

repetitive gameplay. diminish long
term appeal_

O V E R A L L
4 3  Vo

Simplistic, repetitive, and dull.
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aab run 1 4E1
SENTATION 71%

ttractive packaging, keys option,
fiat access code to part two and

fairly unobtrusive dish access.
GRAPHICS 86%

• c onfus i ng,  but the further you
I tdo the game the more appealing

the cartoon style gets.
SOUND 78%
machine gun FX, yells andsound as weird as most

apanese coin-ops. Good use of
stereo,

HOOKABILITY 65%
fly easy to get into, although rra3
-
•

all the moves requires practice.
LASTABILITY 58%

• is one tough game. The second
n is the best, but variety is limited

lot 12

ily impresehn beet-'em-up.

O V E R A L L
6  1 c•lo



RENUMBER

PSET
HARDCAT

DECEA
DSAVE
oisx
MERGE

DISK

R
I

po
poWER
TAPE 81 OISK TURBO

PRINTE

POWER RESET

TOTAL BACKUP

k

A special KCS switching technique allows a program to be stored completely outside the memory ol y•oui
Commodore tioilla Using this system KCS developed the POWER CARTRIDGE. The 161( Cartridge, 100%
maxhine code, gives the user an ideal extension to his normal computer

A powerlul 8ASIC-Toolko 'Additional
helpful commands, that consider/Ws
simplifies programming and debugging
AUTO H A R D C A T  R EN U M BER
AUDIO H A R D C O P T  REPEAT
COLOR H E K S  S A F E
DEER I N F O  T R A C E
DELETE I C E S
,  
U N N
E W

DOLE P A U S E  Q U I T
DUMP P O S T  M O N I T O R
FIND I L O A D  B L O A D

Afw moddies an the
co ra s GOSUB's e tt.
Allows part or J program
to be renumbered or
displaced
Set up or printer type.
Prints out Of fe r
-
to rs.

The toolkit commands a n  he used Sr.
your programs

Using POWER CARTRIDGE You c an load
up to 6 lime-, taste, from disk
The Disk commands can be used in your
own programs

DVIRIIIY
MERGE

i 3
i
L
Bi tcon De v i c e s  Lt d

LK

,

OUR
DEVICE

IT

• two &AM ( programs ta n
be merged into one

• With DISK you can send
commands directly to your
chstk

Using POWER CARTRIDGE sou r an work
up to 10 times taster %vats your data
recorder The  !ape commands can be
used in your own programs
LOAD S A V E  S i t  RIFY
MERGE A U D I O

A p o we rf u l  fl l aCtl i n e  l an g u ag e  m o n i t o r
that is readily available and leaves a ll or

sour Commodore memory available for
programming.
Also works in gASIC.ROM, IkERNAt and
I V  an- a ,

A ASSEstett I  ISIIIHERIT 8  SAVI
it COMPARE I  PIMP I  I llaNgEt
•  ITIV I  IDAD S 8ERITS

455t1411 1 4  MEMORT P e  HAIR
Mt P  PRINT I  RIT

C CO I  INCISTEI $  01111E100
•  HUNI 0 0 8  Commands

The POWER CARTRIDGE ronta ins w r y
eller toe Printer Interlace that wit
deter Is ii a printer is tonnetted to the
'Foa l Bus or User•Port
It will print a ll Commodore characters on
Epson and compatible printers
The power-interlace has a variety oil set-
up possibilities I t  can produce
HARDCOPY of screens not only on Serial

BB BEWI CK ROAD
GATESHEAD
TYNE AND WEAR
NEB I RS
ENGLAND

printer, i,MP5801. 802. 801 etc I but a l,  •
on e ntroctic printers itIESON, STAR
r [EWEN. PANASONK , eh I
The HARDCOPV Iurwtion automahr.all,
distingishe, behwen HIRES and LORIS
Multi t r Pour graphics are converted into
shades or grey The  PSI? lunictions allow
you to decide on Large8rnall and
Normaldnverse printing
The printer PSET functions are•

PSIT 0  •  SWF deter trim 5enall2entrrinit
PSET 1  ( P S O N  mode only.
PSET SM I T H - C O R O N A mode only.
PSET 3 •  Turns the printing CO degrees!!
PSET 4  -  HAROCOPI
. s e l l i n g  
t o r

moNso:1516,

PSET 8  kW-Image ;node
PSE I C Se t t ing  lowertipper case and

sending control Codes
PSIT I  -  M t r tiara( rers are printed in an

unmodthed state
PSET U  R u n s a Serial printer and leaves

the User-port evadable
FSET SS - sets the Smonotae, &M o ss rot

H AWK OP" with Sena? Bus
PsET IT • Adds a line-teed.(I -IRS ta t

atter l i n e
PUT LO Swif t  he, P,1- I f  orr

flacon
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Wris>rl SO authonse Ste fnakEE) by any means or
tor Erry purpose 01w-stover of woee or
adauharts01 coorrsam woks or corer tentacled
mate.] arid users dilly Power Cartridge must
oblan necortaary onar osmant ter• the
Making Cl such copies or adaptiCeIS iron' at
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( in the hails ot the POWER I  ARTRIOLE
there is a Reset Button Pressing this
button makes a SPE( I M  MENU appearon the screen
This tura  non will wont voth an,
programme

CONTINUE •  .411ows you to return to
pour program
Return to 84.511

- Normal Rt!ti E
Saves the tontents of the
memory onto a Dna t h e
program (an be reloadedlater with KO KO  followed
by CONTINtd.
REV 7 at any program
4, flACKUP DISK bur to
TAP(

BASIC
RESET
TOTAL
BACKUP
DISK

RESET Al l
TOTAL
BACKUP
TAPE
HARDCOPY - Al ans. moment, prints Out

a Honk opy at the screen
()sing CONTINUE
Ole/wards you a n  return
to the  program
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THE
III ESCAPE FROM

THE PLANET OF THE
ROBOT MONSTERS

The title  o f  this Teque-pro-
duced coin-op conversion is
enough to easily fill up cap-
tions so I'll have to skip the
description. It should be arriv-
ing very soon indeed, hope-
fully with the long delayed C64
Vindicators.

KLAX
Another Atari coin-op licence
by Domark/Tengen undergoes
the Teque treatment. And for
the purposes o f  previewing
this beauty you might as well
look at the coin-op version for
all the  difference i t  would
make. I raved over the coin-oplast month, and next month (if
they play as good as they look)
I'll be raving overthe computer
versions as well. Max will be
tic-tac-ing onto your C54 ((9.99
cassette, E14.99 disk) a n d
Amiga ((24.99) mid April time.
I can't wait!!

A Domark's Escape From The Planet 01 The Robot Monsters. E;4,

A Teque's Kier conversion is looking arcade-perfect for Domark. Anna)

MANCHESTER UNITED FOOTBALL CLUB
(Krisalis)

Teque's computerisation o f
Manchester United is coming -
along great guns. The Amiga
version is pictured here, and
has managed to combine man-
agement strategy and match
action incredibly well. MUFC
was originally destined for a
November release b u t  has
been put back to squeeze even
more in,  including digitized
pictures of the main players
and even a goal scoring sequ-
ence. Should 9co down well
with Phil when it arrives (hope-
fully) next issue —that is if he's
not still playing Kick Off. Just
how long can this obsessionlast?!
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A Monty Mole's back in Gremlin's Impossamole.,'GrA.

IMPOSSAMOLE
(Gremlin)

Monty Mol e  returns! Tha t
evergreen, cute , burrowing
friend of the gardener (but not
Arthur Scargill) i s  bra v e
enough to come back from the
Isle of Montos to seek fame
and fortune all over again.
Gremlin plan to exploit MontyMole to the full with a comic
strip, and are obviously aiming
for a  Mar i o Bros-type l i f t
-
o f f
leading to a TV ;eries, cereal,
wallpaper etc. But let's hope
they don't forget to make the
computer game good in the
meantime. Should be coming
out in mid-April.
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A The end of level o a t  Chris Butler's slick C641 M a s i t i f f r
conversion.

(his Item slash-'em-up has caused a fair bit of controversy in the
offices with a demo from Chris Power Drift' Butler splitting the
team over its merits. The sprites are generally quite small, but
beautifully detailed and animated while the backgrounds are
regarded by some as dull, by others as superbly atmospheric and
realistic. Currently extremely difficult, we hope to see a finished
version next month which should settle the debate. The Amiga
version is being converted by Images.
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1
saw the Amiga demo
s back and have been t. '

ion. Looks a tad like Dena •
seem to exploit the Commodore
looking forward to this one.

this tab shoot-'em-up a few
forward to seeing the C64

me, but Rainbow Arts always
machines to the full, so we're

V Virgin's World Cup Soccer '90 goes for goal. (54l

SIMILAR GAME IDEAS
OF OUR TIME NO. 344

It's amazing how many car games roared onto the market in time
for Xmas. Now it looks like 3-D football is going to be in vogue,
ready for the 1990 World Cup. Just take a look at this Amiga shot
of MicroProse's sequel to MicroProse Soccer, titled World Soccer,
and compare it with Virgin's footie game World Cup Soccer '90
(C64 coin-op conversion by Andromeda Software).

MicroProae's World Soccer '90 goes through its paces. iAriga)
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FIRE AND BRIMSTONE
(Firebird)
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Amiga Pirates (reviewed next issue), MicroProse/Firebird ha
Steve Bak working on a Ghosts 'N• Goblins-style game with strati
egy overtones. It's titled Fire and Brimstone (formerly called Flam-
ing Hel)) and it looks graphically stunning from what we've seen
of it. Take a look yourself, why don't you?
V MIcroProse's Fins And Brimstone, a Ghosts G obl i ns -s ty l e

game written by Steve Bak. lAmig.al



HAR WOODS
YOUR FIRST CHOICE FOR AMIGA

AMIGA POINERPLErif PACKS
At Narwoods we've yet again improved our Great Value

Amiga Offers with the launch of our
LATEST 8, GREATEST EVER POWER PLAY PACKS with

EVEN MORE SOFTWARE, Plos-• our brand new PACK 51
Mt look at the II NEW SIZZLING SOFTWARE TITLES

were giving away ABSOLUTELY FREE in our new
games packs. Remember, though, you can only get
all this when you buy your Amigo from Harwood'.
ALL OUR PACKS CONTAIN AMIGAS WITH THE FOLLOWING

STANDARD FEATURES:-
•
—
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US I I Ilk Disk Drive L I  3  OperaHee hicseeels
Weekkessa 1.3
Sysiees Disks

1:1 M O W  1.3 Be
LT A I  Ceased* Cables

LI SI2K RAM

Li 4096 (elms
Li Atelti-Toskieg
•  leteie Speeds

Sysilietis

ALL OUR PRICES INCLUDE VAT
AND STANDARD DELIVERY SERVICE
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ALWAYS SHOWN OUT THE BEST DEALS!
DIEGO'S EXTRA
SPECIAL DEAL!
Genuine A501

Ram Pack—
Strictly LimitedOtter to First
200 Customers!

E99"

PUTS 14 GREAT
GAMES TOO!!!

(See Pad I ( I  ter
details 01 tidiest
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COMPLETE STUDENTS PACK
Amigo A500 i i m e g e  Logo
Publishers Choke 111W D e l on  Pant II
latiteles Kinchrocds Wil Illoosatidsed *phi
Mick Mosta I/Ten 1 0  Dank 15 Disks

Ts kiat ter. %do D i s k  Otto
Mk &Fruiter S k a s e  Alte

itaucion SOO Sisbees i  It Subset/don m AM
*abase Permit Ditaso IV likedukrbe

E549
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FINANCE FACILITIES

krdon Harmod Computers we brawl crrdil Webers cod
fonlitiel to pay using out Butt Atmore Schemewe offered on most duns AP 361% (Variable)
12-36 Month credit solo terms are aeoilable to most adults,
simply phone or mite and we mll send written detoik along
with an opplitotion form.

(Nii M i m s  we required in advance and are
,tvai1thico full time UK mainland resident cmiy.)

ro l  Credit tarns wittier without a deposit.
MIA tan In tailored to soli yogr needs.
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Our ALL NEW Amiga Powerplay Pock 1 now includes some great up to the
minute software and extras, lust look at lite savings you're going to makelli

Amigo A500 Computer
• Blom the Mowe
• Nmv Zeeland Story
• FiB Interceptor
•  Commando
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• Running Man
• Nebillus
• Mame
•  thessmaster 2000
•  Triviol Pursuit

SEE WHAT WE MEAN
ABOUT COMPLETE!
You won't need to bay my more
games for ages and you'll be able
to start using your Amigo the
ttemikurboxecil

•  Toon
•  Phobia
•• WIMP(
•  Archipelagos
•  M Mystery

Abuoseilrbed Joystick
Tailored Anego Dust Cover
Tutorial Disk
TV Modulator
Mouse Mot

WO, Pada
II t:lostel399

mg OR SPREAD THE COST WITH
IHE OUR FINANCE FAOLITIES

Containing the Super Powerplay s
1 / „ A 4
,
0 . 4 4

Pack 1, AND a Philips Stereo
9  CM 8833 Monitor PLUS a Free E 6  1 9a• Tailored Monitor Dust Cover._

Attic"'

PACK 3
PACK 3

NEW AMIGA AND COLOUR PRINTER PACK
Take our Powerplay Pock 2 and odd Stars fantastic
LCIO COLOUR PRINTER, to give you the Amite
colour home entertainment computer system!!!
Or, if you prefer on altotneSien S u f u s t . hprimer Irorn widow row. Vcdose.,..

just slaw E20915 end udd ohs E 8 1  9
Fkioithopriverywrvore,
Wry printer con be chosen)

Antic/a' NEW POWERPRO PACK 4 CONSISTS OF...
Amigo A500 StaY C a l m  twee,
N o  CM a133 Unto Cohn Meow
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PHILIPS CM 8833 STEREO
full 14" Stereo High Resolution Colour Monitor

San Euro-connector lilted os standard
_J R6B/Itl, III., Comp Video & stereo op& inputs
a Can also be used as o TV with tuner or VCR
a Features fold down tilt-stand J  Twin Speakers

FREE lead for computer of your choice
ONLY FROM HARW000S...12 Month replacement
warranty for moior fouhs

4•• E249e0
,
0-

COMMODORE 1084 S
full 14" Stereo High Resolution Colour Monitor
▪ RGB/AI, nL, Composite

Video a Audio Inputs
J Can oho be used as a TV

with a tuner or VCR
J Features Fad down tilt stand
J Twin Speoken
J Supplied with cables for

A500, CGA C16-64-128

easewt--•E259

GROPHICS
HORDWARE
DIGIVIEW GOO CO
NEW VERSION 4.0
enbented software

balm ao4 amp la rut moue oia
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VISIT OUR SHOWROOM
Please col to set as where oor fuN romp of advertised products,
AND MORE, is ou sale. Come and see for yourself the amazing Amiga
oed a whole host of peripherals, software and accessories.

REMEMBER, WE ARE NOT JUST ANOTHER
MAIL ORDER COMPANY.
Al listed cokes are what YOU PAY, ond there are NO HIDDEN EXTRAS!
VAT and postage are irsdaded end prkes are correct at lime of going
to press (Pack details may vary from time to tiriel.t  & 0 E.
Of lets ore subject to 0 Vtlikbility and are currently oclvertiml prices.

STORAGE
DEVICES

HARD DRIVES
COMMODORE A590 20Mb HARD DISK DRIVE
FOR AMIGA A500, WITH FREE 0.5 Mb MEMORY
Commodore's own hard drive for the A500

Autobaol with Kirkstort 1
3Sockets for up to 2Mis RAirt exponsion

„J Gil be wooded in 5111 Necks
-  D M A  igteT5
_J External SCSI port
J SUPPLIED WITH FREE 0,5Mb MEMORY EXPANSION

(As deloied below 'Hard Disk Upgrade)
SUPER LOW PRICE ONLY...E399.00

A590 HARD DISK WITH 2Mb MEMORY
ExporrIon hued ond Ready To GO

GREAT OFFER AT ON1Y...E549.00
A590 HARD DISK 512K UPGRADE
_1 Onboard, hi up to 4 in stages, giving 2Mb totalj  Up to 3Ath when lined with A501

GREAT OFFER AT ONLY-159.95
40Mb VORTEX HARD DRIVE FOR ROTH
AMIGA A500 AND AMIGA A1000

for both A500 end A COO as swelled
Auloimots cr ANY Amigo

GREAT VALUE AT ONLY..1499.00
F L O P P Y DRIVES——
EXTERNAL FLOPPY DISK DRIVES
The drives Wed below have the following Teatimes__„
1 
s
w
e
r
h

Throughport
_J LED Aciesi hgld
, s u p e r  
q u a l

Suitable for SOO, M000, A2000
CUMANA CAX 354 3.5" SECOND DRIVE

7Srorn Super slimline 33" drive
A REAL BARGAIN AT ONEY...E89.95
CUMANA CAX 10005 5.25" SECOND DRIVE
A
-  
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SAVE MORE THAN EVER...029.95
HARWOODS SUPERSLIM 3.5" SECOND DRIVE
..„1 Eon storage and Vaal WIN 11)0!

'SPERM PRICE ONLY.. E69.,95

ACCESSORIES
C O M M O D O R E

A501 RAM PACK 4 1 4
1
' .
1
1 c

GENUINE (BM ram park with reel time battery braked dock. This
old-or DOES NOT amalgam Commodore s wen
-
cloy.
A520 TV MODULATOR E 1 9 . 9 5
Q U A L I T Y ACCESSORIES—

QUALITY MICROS WITCHED MOUSE 0 4 . 9 5
FLOPPY DISKETTES
QUALITY CERTIFIED 3.5' BULK DISKS Isuppried with lalsek
Ten, with library rose
Too uncosed
Eighty, uncosect
Hundred, mimed
Ii ty with LORABIE tier. one

PHONE FOR
LARGER

QUANTITY
DISCOUNTS!

- — E9.49
1:11.49

E49.95
E59.95
E54.9 5

IIIR ORDER HOTLINE - 0773 836781
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PRINTERS
All print•rs in our range ore Dot-Motrisc
end include the following fealures—Slander d Centuries pantie' purl
far drett connection to AM*,
PC's, 51 elc. and come will_
EREE CONNECTOR CABLES!
STAR ICI 0 - 120/25 cps
Our most popular Mono Dat-Matrix printer
and at a super low price
STAR [CIO Mk!! - 150/30 cps
Brorod new superfast fall version of the ever
popular 1(10 printer.
▪ Multipk font options from front panel
J Excellent paper handling

Sintulianeous, continuous and single
sheet stationery

STAR LC1 0 COLOUR - 120/25 cpsColour version of the ICIO_
J Allows full colour dumps from Amiga
J Superb text quality
▪ Can use black 1C I 0 ribbons

Our Mi)5 1 popular calor Order!

STAR LC 24 10 - 180/60 cps24 Pin version of the Star LC Senes with
D Exoptioml letter print quality

£169.95

Cl 84.95

£209 95

£249 95
STAR X824 10 COLOUR - 240180 cps
Very fast LO 24 Pin Colour
Li Includes FREE on-site maintenance

for a RILL 12 MONTHS!E 4 7 9 . 9 5
CITIZEN SWIFT 24 PIN COLOUR - 160/50 cps
The MOST competitive 24 Pin
Colour Printer ovoioble Today!!!  C 3 4 9 - 9 5
CITIZEN 1700 - 120/25 cps 2  YR WARRANTY
Very reliable low cost printer, interchangeable interfaces
avoilable for Centronics RS 232 or Serial Type for
(BA! 64 etc  E l  49..95
COMMODORE MPS 1550 - 120/25 cps
NEW_NEW,,,NEW, 9 Pin Colour Printer
J Compatible with both Amiga and

Commodore 64/ 17B Computers  E 2 4 9 . 9 5
Otoreaers Per Second *tech timed are Draft/10ot legi
Ol out Star Keels ere genuine UK spier ...Mich ore specifically
monufactured for sale in tiw UK only European spec versions ore
being unofficially imported agates; the wishes of Stun atomics UK
lhese prelims DO NOT miry a Star UK warmly, arid WILE NOT BE
serviced by them should the need wise. UK spectliadion printers may
be reropised by their 3•Pin UK moulded [dug,
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GORDON HARWOOD COMPUTERS
DEPT, Z AP/84, 69-11 HIGH STREET
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TEL:0173 836781 FAX:0113 831040




