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There's nowhere to hide front..."SLY SPY"
His calling card is your invitation to

dance with danger!
Experience the explosive existence of

the secret agent in this arcade
action thriller that will leave you

gasping for breath!

THE FASTEST MOST THRILLING,3D DRIVING GAME M I
Take the wheel of your turbo-charged
Porsche as you and your partner go on

pursuit of dangerous criminals all driving
on evil array of souped•up roadsters

Need to catch up in a hurry? Well just
one press of your Turbo Illvtl•n will

leave Vaiit eyes in the bock of your head!

From the Island of Doh to
Monster Island you wi l l
encounter Doh himself, slinging
insects. hideous toy creatures,
etlial combat machines,
mechanical assailants, the
formidable beings of legend
and folklore and finally you will
enter the world of darkness and
its inhabitants!
Featuring all 7 islands
and faithfully
reproducing the
fun and excitement
of this monster
arcade hit

ALL GAMES AVAILABLE ON SPECTRUM, AMSTRAD, COMMODORE,
ATARI ST, CBM AMIGA. •
1-29 RETALIATOR ONLY AVAILABLE ON ATARI ST AMIGA.
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S HADO W WARRI ORS,  the inte0 greatest and most
ambitious mailial oils coin-op game now rages onto

your computer featuring interactive scenic backdrops1
The secrets of the Ninjitsu assassination techniques have
been handed down since the Mediaeval wars now they

we on in the jungle of the American metropolis.
Athousond years of the Nimitsu secrets at your

fingertips.. the Phoenix Backflip,Triple Blow
Combination, Flying Neck Throw, Hong Kick and more,

give you a formidable amour /  of stunning moves.
hike your techniques to the 5treet5
SHADOW WARRIOR...
ihe hero of the nineties

041
,
,
111 
i t
t
w
a
t
e  
L
i
m
i
l
u
d  
6  
c
o
n
d
i  
'
I
t
r
e
c
t

A.12 5NS TeliTh• i
i  8  
3 2  
( 1 6 3
3

4 •  -••• -  -



The World Cup
Starts HERE

A COMPREHENSIVE GUIDE AND GAME REPLICA
OF THE WORLD'S MOST EXCITING SPOR PECTACULAR

ITALY 1990. 24 teams and their supporters
converge on Holy tor the greatest sporting event
in the world and millions more will witness the

spectacle on their television screens.
But for you THE WORLD CUP STARTS HERE!

Get ki  know the lacts on all the teams, venues
and fixtures, select your squad,  then

GO FOR GOAL I M  the trophy for your country.
Then sit back and be the best informed World Cup

football ton aroundi

UNIQUE PLAYING
FEATURES

Include •  Player  vs. Player option.
•  Var iable match duration (2 minutes

to 45 minutes).
• TV  stvie

presentation.
•  Reieree with

the the  'reduse
card'I

AND MUCH MUCH
MORE!!

Available on:
OEM AMIGA • ATARI ST

, COLOUR MONITOR
CBM 64/128 &
AMSTRAD

Cassel* & Disk
SPECTRUM Cassette.

ionlor
WIN TICKETS T
THE W•R

See competition card inside
game pack for lull details and
competition rules,

Fly to Italy, stay in
Rome for 7 nights
and witness the
climax of the worklis
greatest ever
sporting
event!

FREE WORLD CUP
FILE-OF-FACTS

64 colour pages
that tell you
everything you
need to know
about the
ITALY 1990

WORLD CUP FINALS!

L . , .
WORLD CUP
TRIVIA QUIZ

A chance to test your knowledge In:
'THE WORLD CUP STARTS HERE!'
TRMA QUIZ
a. WHICH GOALKEEPER LET IN 5
GOALS IN HIS LEAGUE DEBUT AND
WENT ON TO CAPTAIN A WORLD
CUP WINNING SIDE?
A. ?

AUTHENTIC1 1
o t q l .GAME ACTION 1-1

Including: •  Variable skill, speed,
strength and aggression levels.
• Choice ot formations. • Full team
seeding system. •

(e) 9 9 0  U .S. GOLD LTD. I X 042111 Nworted.
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IN THE MILS
Choose your team from a REAL playing
squad then battle through authentic
league and knock out phases all the
way to the final. playing against the
opponents you would expect to meet
in the real eventi

U.S. Ga id Utl,  Units 2 /3  Wallona Way, HeSord,
lina laghom 16 7821 Tia• 021 6 2 5  338S.
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46 DARK SIDE OVER PARADISE, THE 19 HOT ROD 14 SCRAMBLE SPIRITS 67
76 DRAGON'S LAIR 4 6
6 'ESCAPE FROM THE PLANET OF THE

HOT ROD (Amiga)
IMPOSSAMOLE

14
16 SCRAMBLE SPIRITS (Amiga)SLAPFIGHT

67
4668 ROBOT MONSTERS 1 7 IMPOSSAMOLE (Amiga) 16 SPACE HARRIER 2 7468 ESCAPE FROM THE PLANET OF THE INTERNATIONAL 3-D TENNIS (S) 10 SPACE HARRIER 2 (Amiga) 74

ROBOT MONSTERS (Amiga) 17 NINA SPIRIT 69 SPACE QUEST III (Amiga) 1919 FERRARI FORMULA ONE (S) 6 OVERLANDER 46 SPACE ROGUE (Amiga) 7618
19 GOLDEN FLEECE, THE (Amiga)

GRAVITY (Amiga)
19
77

PARALLAX
PIRATES (Amiga)

46
19

TENNIS CUP (Amiga)
TIME SOLDIER

82
919

73
HEAD OVER HEELS (5/14)
HOPPING MAD

46
46
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RASTER RUNNER
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46

THIRD COURIER, THE (Amiga) 19
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SMASHING SOFTWARE

3D PINBALL
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ANTHEADS (Amiga) •BLACK TIGER
BLACK TIGER (Amiga)

(Amiga)D
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CARRIER COMMAND
CHRONOQUEST II (Amiga)
COLONY, THE (Amiga)
CYKRBALL (Amiga)

FAULTLESS FEATURES

27 THE MEGATAPE
Well, not actually the tape itself but the instruc-
tions for it!

38  THE CREATURE FEATURE!
Diary Cr! A Game is back with fuzzy wuzzieS
running riot!.

65 READERS' AWARDS
The only awards ceremony hosted by an alien!

10 INTERNATIONAL 3
-
D  T E N N I S
Tennis gets the genius Sensible touch — you cannot be senousl
69 NINJA SPIRIT
Quick on the heels of the Sizzling C64 s l a s h
-
l
e m
-
u p  c o m e s  t h e  
1 6
-
b i t  S a m u r a i
-
s l i c e r .

80 THEIR FINEST HOUR: THE BATTLE OF BRITAIN
Reach for the skies in Lucasfilm's epic flight combat sim.
82 TENNIS CUP
Wot? Another tennis sim? Yap. Loriciel serve up a treat on the Amiga.

ISSUE
1%1 icy.

RALLYING REGULARS
6 THE WORD
7 THE CHARTS
19 NORMAN NUTZ
33 RRAP
38 CREATURE FEATURE
44 SCORELORD
46 BUDGET
50 ZZUPERSTORE
54 PREVIEWS
57 PIG IN A POKE

ladbi

MS

COURTLY COMPS

38 MUSICAL NINJASI
Activision's Ninja Spirit offers a Sony midi sys-
tem!!
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The summer is needy here and you'd expect peopes to steel abandoning their
Commodore machines  in favour of hotter c limes but no, the voting has been
pretty intense this  month even though ! Ma  has changsdi The MS  chart Is
gett ing very  predic table n o w wit h  Turbo Out Run s t ill wo win g  y ou ail.  A
s imilar s ituat ion is  t o  be  seen in  t he Amiga c harts  wit h  Op Thunderbolt
holding Its  head above the res t eas ily . Mus ic ally  the Maniacs  of  Noise era
well on form with Turbo refus ing to budge f rom the tog $eat (Hot Rod should
enter the chart soon), Dav id Whit taker's  sonics for xenon 2 provide Number
One Amiga s wi l l  ambience. A good few years on f rom Its release the After-
burner arcade machine Is s t ill tops with you lot  but those tarrit ic  Turt les  are
creeping up on them (s t ill a long way  to go thoughl) Cowsburegall

This  month's  winner of  a well deserved 120 s of tware voucher is  Robert
Black of Belfast just across the Irish Sea. Congrats  Robert i

The address for your chart voles Is: M e  Charts Compiling Minion (Number
96191827), S t e lag  ZZAPI, Newe1l:4d, The  Case PAM,  Ty nes ide,  Ludlow,
Shropshire, SY8 1.1W.

T O P 1 0  C 6 4  G A M E S
1. T u r b o  Out Run   ( U S  Gold)
2. G h o u ls  'N' Ghosts   ( C a p c o r n / U S  Gold)
3. Ba t m a n :  The Movie  ( O c e a n )
4. M y t h    ( S y s t e m  3)
5. T h e  Untouchables   ( O c e a n )
6. P o w e r  Drift   ( A c t i v i s i o n )
7. S t u n t  Car Racer   ( M i c r o S t y l e )
8. S p a c e  Rogue   ( O r i g i n / M i n d s c a p e )
9. Ret r ogr ade   ( T h a l a m u s )
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. O per at ion Thunderbolt   ( O c e a n )
2. Ba t ma n :  The Movie   ( O c e a n )
3. K i c k  Off  ( A n c o )
4. S im C i t y    ( I n f o g r a m e s )
5. F - 2 9  Retaliator   ( O c e a n )
6. S t r id e r    ( C a p c o m / U S  Gold)
7. X e n o n  2   ( M i r r o r
-
s o f t )
8. N o r t h  And South   ( I n f o g r a m e s )
9. B l o o d  Money  ( P s y g n o s i s )
10. Atron 5000   ( P l a y e r s )

C 6 4  M U S I C
1. T u r b o  Out Run   ( M a n i a c s  Of Noise)
2. G h o u ls  IN' Ghosts   ( T i m  Follin)
3. T h e  Untouchables  ( M a t t h e w  Cannon)
4. Ba t m a n :  The Movie   M a t t h e w  Cannon)
5. C i t a d e l    ( M a r t i n  Walker)

A M I G A  M U S I C
1. X e n o n  2   ( D a v i d  Whittaker)
2. G h o u ls  INI Ghosts   ( T i m  Follin)
3. Ba t ma n :  The Movie   ( J o n a t h a n  Dunn)
4. L E D  Storm  ( T i m  Follin/Mike Fain)
5. D o u b le  Dragon 2 ( T a m s  Dahlgren/S Barratt/IR Aplin)

C O I N - O P S
1. Af ter bur ner   ( S e g a )
2. T eenage Mutant Hero Turtles   ( K o n a m i )
3. C h a s e  1-10  ( T a i t o )
4. S T U N  Runner   ( A t a r i )
5. O per at ion Thunderbolt  c r a i t o )

After five years tolling in the
bowels of Newsfield, harassing
and abusing the reviewers
while treating the editors with
absolute contempt, the David
Bailey of computer games has
finally escaped. Cameron
Pound (AKA Cameroon), made
his bid for freedom shortly
after the finish of the last issue,
and is now enjoying life
beyond the stalag gates.
According to notes smuggled
to inmates he plans to make a
luxurious living as en overpaid,
underworked tech i e setting up
computers and teaching
people how to use them. A lot
of people are going to be very
Insulted!

ESCAPE!

0 8  4x4 RS T  11111
"

Shoot-'em-up s T h a l a m u s  are taking radically different
direction with I p r o j e c t .  The Cla Team Ford Rally Simulation
is obviously both a c e  and a simulation, both things Thalamus
have never done before. In another first the title is 16-bit led, with the
Amiga boasting stylised filled-vector graphics running at 50 frames
per second! There are three stages and skill levels, plus rain, snow,
night driving and competitor cars. What's more you Can cheat by driv-
ing off the course and onto public highways where the police wilt.
attempt to give chase. The programmers have already visited the rally
team, and plan to make the game the fastest and most realistic yet
seen!

$1

DIY HAMMERRST
You may have not iced that last
issue's Hammerfist review
featured two ident ical com-
ment  from Robin and Phil. The
reason for this was not 'great
minds  think alike': there were
certainly no great minds  at
work  here! No, it  was a cock-
up in the Art Dept  - I wonder if

the satanic fi lm planners  have
infi lt rated it? Anyway, you can
now amend the aforesaid mis-
take with the unique ZZAPI DIY
rev iew repair kit. Just stick it in
the speech bubble coming
f rom Phil's ugly mug
There, you're now a fully
t rained Art  Editor!

There's so many nice touches in Hammerfist with background effects
like the bubbles coming off the undersea domes, the different ways
the enemies attack, and the bouncing laser shots careering all around
before impact ing. Admittedly, it 's not  the deepest of  games we've
seen this month but it's fast paced with a tough challenge and it looks
superb, Hugh Riley has done his usual quality job on the graphics with
John Twiddy 's  programming keeping it all very slick to play. It's cer-
tainly a n  impress ive s tart  t o  t he  Viv id I mage label,  blending
straightforward arcade act ion arid pret ty strong strategy with you
having to keep the energy levels of  both players topped up. Ham-
me l
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Presentation 90%
Graphics „91%
Sound 90%
Hookability 84 %
Lastability 95%5%

RI FORMULA ONE
APE VIFRSION

(Electronic Arts, C64
£9.99 cassette)

If successfully converting the
Amiga game to a disk-intensive
C64 one required genius, a tape
version surely requires a miracle.
In Issue 60, Electronic Arts'
superlative C64 Grand Prix
game Sizzled its way to a 95%

III

• I I t
i l
l  
:  
I
,

rating, so how does the tape ver-sion fare?
Incredibly, EA have squeezed

this massive game onto two
tapes with next to nothing left
out: speech, the Florano test
facility. all 16 courses, speedy
C128 mode, and the car mainte-
nance screens — they're all in
there! Tape access is very well
structured with the courses on

ANTHEADS --
IT CAME FROM THE DESERT II
DATA DISK

(Cin a r e /
Mir r or s "  Amiga (I
Meg only!) £14.99)

The B-Movies make another
comeback with data disks for the
Sizzling It Came From The
Desert!. The location is again the
desert town of Lizard Breath.
almost five years on and unsur-
prisingly largely unchanged.
Godfrey's is still unfinished but
the hospital has had some work

done on it and the university tab
has been mysteriously totalled.
As Brick Nash, an ex-USAF
Korea vet, you wake up in Lizard
Breath to find you're wanted for
stealing plutonium detonators in
a desperate bid to stop a poten-
tially disastrous atomic test.

The detonators are now in the
Ants' possession and they've
gained a horrific psychic ability
because of it. The second queen
can use psychokinesis to hatch
her eggs (some of which are hid-

in the hospital) but most hor-
all, she can transform

le into mutant ant/humans
t leaving any clues (ex-

cept one!).
It! crossed with Invasion Of

The Body Snatchers makes for a
fearsome challenge with only 10
days to save the world. Veterans
of It! will be familiar with most of
'new Lizard Breath and it comes
as a slight disappointment to see
little obvious change — even the
old radio tune from the first It! Is
still playing five years on
, T h e r e ' sa safe-cracking 'arcade' sequ-
ence which is new but any other
'extras' aren't immediately app-arent.

Luckily Antheacis is helped
along by a particularly good
story. The fear of mutant people,
and being wanted by the police,
means you need plenty of stealth
and guile to succeed. Although
the setting is much the same,
gameplay is different enough to
justify the price

Hopefully this isn't a one-off
data cffsk. as the game idea is a
good one. A new town or a pre-
sent day Lizard Breath would
certainly extend the shelf life of
Wand offer a different challenge
each time. Also, what about
giant spiders as the 'stars'
follow-on to ft!? How ab
Cinemaware?

one tape and the boot up on the
other. Loading is surprisingly
rapid given the game's sophisti-
cation and doesn't occur all that
often, The general quality is still
excellent although a few screens
have undergone some graphic
simplification, a slight lack of
detail here and there but nothing
maior. All in all an utterly superb
compromise, earning a Sizzler
rating as well. But because of the
relatively minor differences
we've marked the tape version
separately as follows.

Overall 93%
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n  as elusive as a dream. High
above the seamy streets of GOTHAM, he is a
criminal's nightmare.The only hope for a desperate
city — BATMAN
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COMMODORE A T A R I  ST

THE HOTTEST COIN-OP
NOW FOR YOUR HOME MICRO

This is definitely the best film tie-in
to date, and is an utterly superb game
r
, 
i
t 
o
w
n 
r
i
g
h
t 
- 
d
o
n
'
t 
m
i
s
s

PART MAN. .  PART MACHINE
ALL COP... ROBOCOP
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mr
Electrocoin Software,
CM £9.99 cassette,
E14.95 disk

0  ut on the far edge of the
universe, the mighty
space dictator Gyiend is

doing what mighty space dic-
tators do: conquering galaxies
by the space-truck load. inevita -
bly Earth falls under his gaze and
next thing you know our planet
is under attack from all manner
of aliens. Seven Earth Comman-
dos are sent into the enemy
complex to destroy Gylend, but
things soon go wrong and five
are captured and each thrown
Into a different time zone. Only
Yohan and Ben are left to save
Life, the Universe and Every-
thing.

On the C64 the Time Soldiers
take turns to slaughter Gylend's
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A Wor ld Of Wars sees this massive
tank trundling alter you.

This is one mean game, and starting off with a weapon
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enemy bullets flying around, death comes very quickly
until you work out the patterns arid -  most especially -
where the vital red aliens are. Once you've got the

weapons they drop, you can fight back, progressing through increas-
ingly impressive levels with some great 'boss monsters. Unfortu-
nately the game is severely handicapped by thoughtlessness, from
the niggling pause when you die, to having to reload the entire game
after losing all your lives. if you can put up with this TS is good fun,
but for cassette owners in particular it might be too frustrating.

V Ignore the glitch, this is the Age GI Rome where laser-firing statues are after your bacon.

minions,  s i m ul taneous Oi ly
apparently being too hard to
implement. The warriors start in
the Primitive Era blowing away
cavemen and dinosaurs leading
up to confrontations with, first
the Minor  Bosses, then (drum

) the BIG BOSS (and we
mean BIG!) who must be beaten
to release a hostage. Red-
coated followers of Gylend carry
special weapons and bonus
items with them, le Tri-Shoot,

Missile and Laser weapons or a
warrior speed-up or weapon
power -up bonus. The weapons
have limited ammo so don't go
mad on the old fire button!

Using the teleportMion unit
found In each zone, the Time
Soldiers can, at will, take the
battle through time to the other
zones. Ancient Rome, Medieval
Japan, a World War III
battlezone and the Future era all
have their own time-specific
defences and guardians for rub-
bing out our heroes. 11 all five

icomrades are eventually
irescued from each time zone,
lGyiend then puts in a personal
appearance for The Final Con-
flict.

I'm a sucker for a
good, u n s u b t l e
blast and Time Sol-
dier is a  coi n-op
particularly close to

my heart. Bags of graphic variety
spread over six different worlds
with all-out carnage just can't be
beat, and the C64 game brings it
home i n respectable form.  I
guess because of hardware limi-
tations we have to put up with
alternate play rather than simul-
taneous, to keep the number of
on-screen sprites at a reasona-
ble number (although I seem to
recall Mari Warriors didn't suffer
at al l  wi th t w o warriors o n
screen). The backdrops are dif-
ferent for each level, a little pale
in colour perhaps but good at
representing the relevant era, it's
left to the Guardians to really
show off the professionalism of
the conversion. Some of them
are very large indeed, fast mov-
ing and boasting some great
detail. Thank god the Time Sol-
dier spr i te i s  a  satisfyingly
speedy warrior! (Pity the same
can't be  said about the mut-
Woad).

V
s

m a  w i n o  d i a l  Mi l

Amiga Time Soldier (E24.96) arrived
just too late for review this issue, full
review next month.

L a p a m i t  at

PRESENTATION 6 5
(
Yt i

Smart start-up sequence. 1 or 2 alter-
nate player option. Very bad multiload

though.
GRAPHICS 79./e

Some excellent Guardian sprites.
very smooth scrolling but the back-

drops aren't particularly exciting
SOUND 79%

Title tune, pacey start sequence tune
with a chorus of standard but above

average in-game spot effects
HooKABILmf 79%

Veryeasyto gel into and immediately
satistying to play but multiload irritat-

ing.
LASTABILITY 77%

A tough nut to crack with a very fast
pace to the game. merciless enemy
attacks and six difterent warzorfes to

hold the attention

O V E R A L L
7  9 %

A greet c oi n
-
op 
l o o k s  
g o o
d  
o n  
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e

Ce-it too.
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into line with it, although rough!!
control whether you move for-
ward to hit the ball early, or
move backwards to take more
time. On low skill levels your
man will even flash to indicate
when the ball is close enough to
hitt How you're holding the joys-
tick will determine what shot
you play.

There are to sk i l l  levels, with
Semi-Pro introducing the ability
to aim your serves, Pro remov-
ing the flashing when the ball is
near, and Ace allowing you to
put spin on the ball. Of course,
there's a practice option allow-
ing you to by out all the different
skill levels and playing surfaces
-  ie grass, cement, carpet and
clay. Different surfaces aren't
only different colours, but have
their own distinct bounce. You
can also set the skill of your
opponent (1.15).

Confident of your tennis
genius you can now enter one of
79 tournaments. A map shows
you exactly where the tourna-
ment takes place, as well as how
many rounds there are and how
many sets. If you want, you can
turn off 'real' sets and play lust
one set to decide matches. As
you progress though the rounds
of the tournament you meet dif-
ferent players, there are 100 of
varying skill with names such as
McEnrce,  Becker and Le na
What's more even the best
players can have a bad day,
playing below their normal skill
level.

How far you progress In the
tournament decides how much
money you win. If you select the
Tennis Season option, your aim

A  glintentkinet-volleying at a small grass court tournament

Palace, C64 £9.99 cassette, £12.99 disk

ennis isn't simply about
getting the ball back into
the other  person's court -

•winning demands plenty of
* mar t  tactics. Much of the game
concerns angling a shot to force
the other player far out to one
side of the court, so you can
bash his return shot Into the
other  side. But the tactical ele-

0  ME Z Z A P t  i t )  Nee
- i 9 u

rrierit of tennis often seems mis-
sing from computer sims simply
because it's so difficult getting
Into position and returning the
ball. What Sensible Software
have done is to have the com-
puter move your player Into pos.
Mon. As soon as your opponent
hits a return shot the computer
begins to moving your player

Using vector graphics is a weird idea, but it works well with beautifully
realistic animation. Another innovation is the control system -initially
I was worried that this method would over-simplify the action, but it
removes the frustration of getting to the ball, allowing you to concen-
trate on timing and positioning your shot. This makes winning points
more of a strategic battle with long rallies quite commonplace.

What's more the presentation is excellent, uspecially the brilliant
choice of in-match perspective. The skill levels are also a welcome
feature, Amateur level making hitting the ball relatively easy. The com-
puter players are pretty intelligent though, so winning even a minor
tournament is a major achievement_

In short, intemarional 3
-
D  T e n n i s  
i s  
s m a s h i
n g ,  
a c e
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e n
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competition to love!



Is to win as much money as you
can in a year. The season Is split
into 21 1-3 week periods, with
semi-etcurate number of real
toumameMs to enter. Before
selecting which one to enter you
analyse which surface it's on,
the prize money breakdown and
how many rounds there are.
Small tournaments offer less
money overall. but being beaten
in the first round of Wimbledon
earns you very little indeed.
What's more, entry into tourna-
ments depends on your skill
level, only Ace players can enter
the really big ones. (But you can
increase your skill level at any
l i me)

A Progress Report screen not
only shows your winnings,
matches won etc. but also
allows you to save/load your
position. Very useful since there
can be 473 sets in a season!
Another unique feature of this
game are the ten camera angles,
ranging from the normal angled
view from behirKI one player, to
a side view, to a close-in shot of
a PlaYer. e v e n  a blimp vi
where • a r e  dots!•

age

Until n o w I ' d  no t  muc h  c lue
about tennis, but  this issue I 've
had to learn the rules fast and
had a heck of a lot of fun in the
process. Sensi have gone all Out
to get  the playability, look  and
'feel' of the game just right. The
vector graphics  a re  wel l  an i -
mated with a strange swagger
about them as they walk, a typi-
cally Sensible 'feature'! It 's cer-
tainly a  s ur rea l  ex per ienc e
watching t r i a n g u l a r - h e a d e d
wireframe players hitting a pixel
back a n d  t ore,  espec ially  i f
you're watching i t  a l l  f rom a
blimp 1000 feet up!

The attention to detail is excel-
lent and makes the game a true
Sensi program. The map of the
world venues, the dissimilar skill
level facility, the groovy title tune,
the Crowd Cont rol sound fi lter
and the superb camera views all
come together to make Tennis a
tremendously entertaining pack-
age. It's immense fun for novice
and expert  alike and t he best
sports game I've played for ages!

•

All this computer assistance might seem a bit limit ing, but  in fact it
really opens the game up, allowing even me to start making superb
passing shots. Once you've got the knack of hitting the ball, you can
exploit the angled shots which really forces you to think. Simply
hitting the ball back soon gets you in trouble. The satisfaction of
getting Phil chasing almost into the crowd, then putt ing away the
winning shot is brilliant. Two-player mode Is great fun, and flexible too
— allowing each player to have his own skill level.

In single-player mode the wide range of skill levels for opponents,.,
and t he four surfaces which play  considerably different for once,
mean there's plenty of  challenge. But  it 's the tournament season,
picking and choosing where to play for most money, which means
there's more long-term depth in the game than in any of the compet-ition.

As for the graphics, they're absolutely superb. As soon as you start
moving they really come alive, walking around, even shaking hands
at the end of  a match. The serving action looks as if it's been rotos-
coped, it's that realistic! In short, the men are both more fun than any
sprites and utterly convincing once in play. And of course the vector
graphics allow the huge range of different views, which are both fun
and often useful.

All in all great, — at last a sports game which I can beat both Phil
a n c i
n
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PRESENTATION 9 5
1 1
4

Ten different camera angles, attrac-
tive menus packed with info, save/

load option, four skill ievels, practice
and two-player mode

GRAPHICS 91%
Static screens can hardly do the
game justice. Once you play the

superb animation works brilliantly.
SOUND R O I

Convincing FX, great loading/intro
music and a crowd road adjust fea-

ture for different C64 models.
HOOKABILITT, 95%

The 'flashing' feature makes it very
easy to get into

LASTABILITY 93%
• _  but mastering all the shots and
tactics takes time, and then there's

79 tournaments'

O V E R A L L
9 4 ° / 0

supe
should appeal to everyone,



P O W E I B O M
RACINGOFFSHORE

Terr

SUPERBOAT
Accolade, CM E9.99 cassette, E16.99 disk

I
6  w a n t  people to kook at herand be aroused',' claims

Don Johnson, talking
about his Scarab powerboat
rather than girlfriend Melanie
Griffiths. Yes, for real excite-
ment you need huge throbbing
MerCruiser 420s that eat a gal-
lon of gas every three-quarters
of a mile'. There's certainly no
denying the awesome speed -
and cost -  of powerboat racing.

The game opens with an
impressive options menu.
There's six courses and four
boats on offer, all with plenty of
statistics and some great pic-
tures of the boats. A short prac-
tice might help you choose
between two-hulled catama-
rans and Deep V monohulls,
which the manual usefully
describes in detail.

Registration is next, you can
either assume an identity
already entered or type in a new
name. Either way next stop is
the pits, where you can fuel up
your boat -  and remember, fuel
means weight means reduced
performance. Just enough to
get you round the course is per-
fect, but weather conditions can
force changes in the course

length.
Now you can qualify by beat-

ing the clock in time trials.
Advice in the Driver's Meeting
can be useful for this, and the full
race where you have to race the
competition around the buoys
marking out the courses. Jump-
ing the start flag adds a minute
to your time, as does stopping to
make repairs. During the game
you can call up a time sheet giv-
ing the details of your times.

Besides pushing forward on

As I read through the informative manual I began to
wonder why no-one had done a  powerboat game
before. Fast,  glamorous a nd even including Don
Johnson's powerboat this looked like a novel twist on
the race game format. The first disappointment is that

there's no overall quest to win a championship or  manage your
finances. And even worse there's no indication of what position
you're in during a race. When you finish, the only reward is your time
appearing in the Winner's Circle table.

The actual race isn't bad. Using trim to improve speed is realistic,
while the smoothly-scrolling horizon varies according to your position
on the course. The spray thrown up by competitor boats is a nice
touch, but they can move away at unrealistic speeds and inevitably
don't loom up to fill the screen as you get close -  collisions occur
when they're still some way away. All in all, a bit of a missed opportu-
nity.

V ° opa l  You've just smashed into a competitor and your boat isn't likely to be in much
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A Impressive presentation masks an otherwise unimpressive game.

the joystick to go faster, you can
use trim to affect how high or
low you fly over the waves - too
high means you lose traction
and speed. Changing conditions
mean you constantly have to
keep an eye on this, as well as
the bilge pump! And revving too
high will bum out the drive shaft.

Your overall objective is sim-
ply to win on all the courses with
the fastest times, which are
recorded in the Winner's Circle.

shape than his sinking wreck.

Powerboat U S A
isn't the  complex
simulation it at first
appears t o  b e .
Behind the facade

of numerous options lies a sim-
ple race game. This is fairly play-
able with a fast 3-D effect, but as
you can't go outside the buoys
which mark the course, the navi-
gation facilities aren't required.
The only real hazards are the
other boats which - with the very
dodgy collision detection -  can
easily be hit, completely destroy-
ing your boat. What a pity more
effort wasn't made to integrate
the game's various sections -
with a bit more thought it Could
have been so much better.

mum wirs ri 4m1

An Amiga version is due out any day
now, priced E24.99.

PRESENTATION 72%
Informative instruction manual and
nicely presented menus, although
multiload could be leclicaxi,for tape

owners

GRAPHICS 76%
Attractive throughout, with seasick
ness-inducing screen shake How-

ever competitor boats can race away
unrealistically fast and be hit when at

some distance

SOUND 67%
Iticersh bass solo, but in-game Of

limited

HOOKABILITY 61 e
/rsFairly easy to get into, but never really

grips.
LASTABILITY 4 9
6
/ 0

Six courses, lout boats but mile alloy
mile o f  sea  SOnn g e t s repehtwe.

O V E R A L L
5 4
1
%

A visuality attractive race game
which Lacks essential pkayabolity.
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Hobo, add a very broken
heart, a plaeh of heroism
aid ale dellcloas damsal
I. distress.
WON  a hest of cameo
roles featurlag a derrsagol
professors poetic meatless
aid you would be mislog the
Ideal Windiests of a
cartoon style adveature
game — par excelleace.
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I I V I  H A W
Activision, C64 C9•99 cassette, £14.99 disk;
Amiga £24.99
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drift round those corners!
Outrun those cops and

turbo past the opposition!
You're in the Hot Rod Cham-
pionships and there's two other
Hot Rodders (three on Amiga)
vying for first place and the glory
that goes with it — not to mention
a kiss from Miss Hot Rod her-
self!

The races take place on 15 dif-
ferent types of scrolling course
with obstacles ranging from oil
drums to police cars. Lucky for

eft

you then that you don't need to
come first to get onto the next
course. Don't lag too far behind
though as the computer  judge
will push you back on screen,
deducting 20 points of fuel in the
process. Run out of fuel and
your Hot Rod splutters to a halt
along with any chance of qual-
ifying for the next race. Gas can
be picked up during the race and
points too, there's even some
rough terrain short cuts and tun-
nels you can go down to sneak
past the others.

v  Speeding around a warm coastal track with plenty of gas to burn
o n o )

V Apart from one less car, Cedt Hot Rod is much the same as the Amiga game.

NO 1  z i  ME  Z Z A P !  I L / N o e  1 O

A shop waits at the end of
each race where tyres (improve
road grip), engines (better
speed and acceleration), bum-
pers (stronger car body) and
wing sections (boost road hold-
ing) can be bought for extortion-

Err
We
do
fail
itiv

better one with
iacs music.

The Amiga g
looks like the be
not too hot,

n d a r e  I say this looks just a tad like Super Sprint?
ill it does, which Is a bit strange since Activision have
ne both conversions. It also plays like Super Sprint,
ly playable in two-player mode but boring and repot-
a on your own. Technically, the C64 conversion is the
1 great attract mode and some typically brilliant Man-

ama features some tacky graphics (Miss Hot Rod
ck end of a bus!), and Is also far too easy. Overall, It's

I had mixed expo°,
tations of how
Rod would turn
even wi th vete
Compunetters

'N' Dave  providing a  qual
programming touch to the 64
conversion. The  final game is
certainly a polished production

a neat attract mode, a greet
iacs of Noise title track (

there with Turbo Out Run) and
some nifty in-game tunes.

Other than t he  lour-player
ley (usi ng a  two-joystick
dace) there's not a lot that
icularly impressive a bout

Amiga Hot Rod, but the pace of
it i s  slightly I nt e r  a nd  t he

hics have more of a cartoon
I about them,

Like Sonic Boom the problem
In t he  or iginal  coi n-op's

metplay, it's just not varied or
interesting enough,  looks nice
though.

ate amounts of money. Pick the
right hardware for your Rod or
you'll be eating the others' dust.
Your reputation, ego and your
bimbo girlfriend's affection
rests on you winning these
races so get out there and burn
rubbert

Oaft

PRESENTATION 78%
Neat attract mode with superiativr
Maniacs of Noise title track. Heavy
multiload though and no continue-

Plays
GRAPHICS 72%

Small but detailed cars. Colourful
backdrops make up for the feature-

less tracka•

SOUND 80%
A good variety of Maniacs tunes and

spot effects
HOOKABILITY 76%

Two-player element gives the game a
competitive spirit from the start.

LASTABILITY 63%
Tracks aren't all that vaned leaving

only the different graphic backdrops
to hold the anent ain • Solo games can

get repetitive

Await produced Super Sprier vari-
ant

O V E R A L L
7 0 %

PRESENTATION 63%
Four-player option is novel but thesf.a

no attract mode. -

GRAPHICS 5 2
6
/ s .  •

Unadventurous use oh colour for
backdrops and dull track layouts.•

ow.

Inn I gi •al

SOUND SS%
Not one of Senn Daiglish's best title

tunes, Not so hot FX either.

HOOKABILITY 68%
The more players the more tun but
there isn't a lot to the gamer:any to
start with The limp 'difficulty'

makes it an easy game to get in
LASTABILITY 40

• but  too easy to continue math
Complete all 15 courses and you're

very unlikely to carry on.

1 S l ow  posed, repetitive ming
actabn that wee done ter better in

Super StNint



k liC
f
:fi l. 
3
D  
T
E
N
N
I
S  
I
S
t
R
E
V
O
L
L
M
O
N
A
R
Y  
N
E
W  
'
J
I
N
N
,

THE -NOVAT1VE USE OF VECTOR GRAPHICS HAS CREATED A t,
,
N
M
V
A
L
L
E
D 
P
L
A
Y
A
B
I
L
I
T
Y 
A
N
D 
A
N 
U
N
P
A
R
A
L
L
E
D 
N
U
M
B
E
R
Q
F

format
es may vary

•  S E N S I B L E  S O F T W A R E ' S  •

• Remarkable new 3D real time animation system.
• One or two player games.
• Four player ability levels — amateur, semi-pre, pro and Ace.
•  View the game from any one o f  ten 'camera" angles —

Infinite on ST and Amiga.
•  Learn to play topspin and backspin balls.
•  True control over the direction of your shots
•  T.V. tennis theme tunes.
•  Any-time save option.
•  64 different computer opponents, with 16 skill levels.

I t

•  C64 •  064 DISK •  SPECTRUM •  AMSTRAD •  AMSTRAD DISK 0 ST •  AMIGA •

L?)44\
t
al

"TiOsis fab...a t h r o u g h

4  ...no-one could t o  be
Impressed."
o p  C 8 N G  94% C8NG HIT

"It's smashing, ace and beats
the competition.. .immense fun.
demanding for v i c e  and
e e r t  alike,-
S t  
s p o r t
s

e for age,.......
ZZAPI 94% ZZAP! SIZZLER

•

• 72  tournaments to play in all based on real events with
genuine court conditions and prize monies.

• 4  court surfaces — grass. clay, carpet and cement — each
affecting game play,

•  Digitised picturesiST and Amiga)
•  Digitised voice of real Wimbledon umpire (ST and Amiga)
•  Choose which 22  tournaments to  play in  a  fu ll tennis

season, against wodd class competition and aim to earn a
million dollars'



IMPOS
I
III

Gremlin, C64 E9.99
cassette, E14.99 disk;
Amiga E24.99
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of retirement! Our furry
friend has had some

interesting adventures in the
past, doing coaled turkey for his
thieving exploits before escap-
ing to Europe where he 'found'
enough money to buy the
paradise island of Montos.  But
lying in a deckchair wasn't
Monty's style; once again he
longed for the excitement of
adventure. It was perhaps just
as well than that a passing alien
spaceship decided to beam him
up for a new mission!

Apparently the aliens' sacred
scrolls of eternal life have been
stolen by five Guardians. Each of
these is hiding at the end of one
of five levels, ranging from the
homely mines of the Klondike to
the mysterious Orient. Each
level comprises several layered,
horizontally scrolling sections
linked by chasms, ropes, and
ladders. Of course, they are also
inhabited by plenty of evil min-
ions which reduce Monty's
energy on contact.  Mind you,
Monty has now developed a
powerful kick which can boot
the weaker nestles into touch.

V Hopping through the Amazon jungle in search of Sting, no doubti
1
164)

1 Z Z A P I  JI .JINIE w i e i t s

And by picking up treasure he
can get powerful weapons like
bombs or even a laser gun. He's
also stars with a superweapon
(smart bomb) although this can
.onlybe used once.

The first fOur levels can be
attempted in any order, but all
four must be completed to allow
access to the final one. -

A Our hero's thermal underwear comes in handy for this chilly level.
iAmgai

A good dose of nostalgia came with this game. A pity
the latest instalment just doesn"t have much in the way
of a thrill factor, the game ideas have undergone very
little improvement over the originals of years back. I 'm
sure Core Design have original ideas coming out of their

ears but Impossamole just didn't  have the pace or depth to keep me
hooked. It's got good variety with the five worlds proving significantly
different to give it some short-term appeal. Unfortunately the one-life
only 'feature' discourages further progress as it's a tough game of
limited innovation.

The C64 version comes off quite a bit better with nice shading and
good recreations of  the 16-bit  graphics; also the mult iload is a lot
more intelligent. The Amiga game certainly has a finer edge to the
graphics and the cartoon feel of it all works better. Not too sure about
remixing an old Mole tune though, isn't this supposed to be the new
adventures of Mr Mole?

•

The title of Monty's
latest adventure is
certainly a p p r o p -
riate; I  f o u n d  i t
impossible t o  get

very far. Just one mistake can
cost a huge amount  of  energy
and with only one life things can
get more than a bit  frustrating.
The p l a t f o r ms - a n d - l a d d e r s
action isn' t  exact ly  innovative.
although there are s ome nice
touches wit h each level having
appropriate nes t les  a n d  f ea -
tures, eg snowmen,  huge rolling
snowballs, a n d  c able c ars  i n
' Iceland'. These don' t  just add,
graphical variety but make each
level different to play. Pity it's just
a shade too difficult for my liking.

The Amiga game is  equally
tough and not hing spec ial t o
look a t  wi t h  typically  cutesy
sprites gracing adequate back-
drops. But  by far the worst fea-
ture is the irritatingly lengthy and
frequent d i s k  ac c es s ing ( o n
starting a game, and dying). Like
so many  comebacks  Mont y 's
'proves disappointing.

O V E R A L L
5  9 cilo

•

PRESENTATION 62%
Multiloaded levels, but good option

to play any of the first four
. GRAPHICS 80%

A good variety of creatures alKi
enemies, totally different for each

level.

SOUND 42
1
' /o

Ear-wrenching remix of an old tune
which can thankfully be swapped lot

sparse FY..
HOOKABILITY 70%

Tough to start with but frustration is
avoided by choice of levels
LASTABILITY 68%

Challenging, perhaps a bit too tough

O V E R A L L
6 9 %

Fairly standard arcade adventuring
action.

1111 WWI i  40

PRESENTATION 36%
Choice of four starboy ieVelL Appal
- 1111

9
1
"/ 
h i
o n
i f t
l Y  
-
1

GRAPHICS 1
1
0
6
/ o

Good variety Of certoonesque sprites.
•
-  
S
O
U
N
D 
5
9
%

Remixed 111thit or FX.

HCKHCABILITY 64%
Not parttotAarVaddictrve but choiceat Ionia ,

O e r s  
i n s t
a n t  
v a r
i e t
y .

LASTABILITY 57%
For too tough to to erifoyable.

Meow* mole meg.
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OF THE ROBOT MONSTERS
Domark, CM 0 .99
cassette, E14.99 disk;
Amiga E19.99
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have B-movie style
plots anyway, so

remember when you chortle
over this tongue-in-cheek plot
it's intentional! Basically, the
'synthetic industrial planetoid'
called 'X' has been invaded by
the evil green Reptilons. The
human inhabitants have been
enslaved (and the women
forced to wear skimpy bikinis).
The Reptilons want everyone to
build robots for the invasion of
Earth, and any refuseniks will be
turned into Robo-Zombies!

Jake and Duke of the
interplanetary SWAT team have
been rocketed to Planet X to
rescue all the hostages, destroy
the robots and find Professor
Sarah Belium (coz' she looks
incredible in a bikini!). Unfor tu-
nately the hostages have been
more industrious than workers
in a Japanese factory, churning
out hundreds of robots to fight
Jake and Duke!

There are so many, in fact,
that Jake and Duke have
decided not to rescue all the
hostages, but merely escape
with as many as possible. The
planetoid is divided into 32 sec-
tors, including two blocks of
three corridors of four sectors,
which gives you some choice as
to which route you follow
through the planetoid. There are
two basic types of sector, ones
where you rescue hostages and
ones where you take on a large
(and blue!) Reptilon. Amiga own-
ers have an additional section,
where Jake and Duke must
simultaneously fly through a
maze inside a very strict time
limit.

In both the hostage-rescuing
and Reptilon-killing stages,
there's a shared view of the
isometric 3-0 landscape. If one
player goes down a lift, he's in
limbo until the other player goes
with him. The basic idea is to run
around shooting robots and
rescuing the hostages by run-
ning into theml So far, so famil-
iar, but there's plenty of fun
touches in this Gauntlet-style
game. Control systems need to
be found to activate elevators
(replaced by ladders on the C64)
and free hostages held In glass
cages. Blasting open cabinets
can give you food, bombs, or

Duke and Jake fight off the Weetablx-iihe robot monsters to
rescue scantily-clad bimbos• IC64)

If you ask me these Robot  Monsters are pretty smart
guys -  if only I could turn my underlings into mindless,
super-efficient Robo-Zombies!  But  even in ironic '  B-
movie c omput er  games you have t o play  the bloc -
kheaded goodies, here wrecking a perfectly good slave

labour factory. The shoot -'em-up act ion is hardly original, but  the
many humorous touches make it all worthwhile. Inevitably the C64
lacks quite a few of the coin-op elements, using lots of electrocution
tiles to compensate, but its  still quite fast and playable. All in all, two
fine conversions of a fun coin-op.

Escape isn't a classic but it's playable all the same. The
wacky plot  helps create a fun atmosphere, backed up
by cartoon graphics which are humorously animated
(on both machines) -  I love the way the heroes hang on
for dear life after falling over the edge.  The games

downfall is its repetitiveness -  there's nowhere near enough variety
to keep interest high. Believe it  or not, even rescuing bik ini-c lad
beauties gets boring after a while!

even a force field which makes
you invulnerable. For a more
powerful ray-gun you can col-
lect green crystals deposited by
destroyed robots. After every
hostage screen those you've lib-
V Use all your computer skills to free the glass-encased slaves - le

blow up the computer! Arraga)

°rated are packed into shuttles
to be flown home. For every
shuttle filled you get an extra
block of energy. You also have
three lives, and nine shared con-
tinue-play credits.
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PRESENTATION 65%
Good title page, all one load.

GRAPHICS 67%
Well animated if small sprites. Back-
grounds detailed but monochroma-

tic. Big, colourful end-of-level
monsters.

SOUND 57%
Average tune,

HOOKABILITIF 71%
Instantly playable with fun t w o
-
p l a y e f

mode,
LAsTABILrry 63%
ts repetitive after a short while.

O V E R A L L
6 8 %

A l e s t ,  p l a y a b l e  COCIV IWItiOn a t a fun
coin-op.

I  a i
PRESENTATION SI %

Fun comic-strip style intro, nice inter-
level screens, music on/off.
GRAPHICS 81%

Hostage sconce a little repetitive but
nicety detailed The maze in particular

has a peat otrtoon feel
SOUND 68%

Repetitive ira-gerie hme "tem pted
bYo o d
x
P X .
l

HOOKABIUTIF 80%
Very playable, especially with a Mend.

LASTARRITY 74%
Eventually gets repetitive'

O V E R A L L
7 7 %

Never redly_ vaillweEtis but good
IOBL

J U N I  E 1 9 9 0  1
7  5 1 1



A A Walrus amphibious tank painstakingly makes it way through
a nothe r I sla nd ma ze !

C A R R I E  R
CONRAN
Rainbird, C64 E14.99 cassette, E17.99 disk
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caused a revolution in
computer  gaming, show-

ing what could be done with
solid 3-D on the powerful new
machines. It was an incredibly

The deci si on t o
drop the 3-D was
no doubt  a  wise
one, and the new 2-
D a r c a d e  h a s

plenty of  good ideas. Enemy
defences are tougher than on the
Amiga. and the maze idea makes
the Walruses' role much more
interesting. Bumping into walls
causes damage which can soon
be fatal, so a good idea is to
scout out a  path to the Com-
mand Centre with a slow flying
Manta. The strategy side of the
game seems as strong as on the
Amiga, so there's plenty right
with this conversion.

Unfortunately, graphics were
undoubtedly the  best par t of
Amiga Carrier and their absence
reveals t he  repetitiveness o f
invading island after island. I ts a
pity there's only four types of
mans supposedl y (al though
we've S e e n j us t  one ) ,  b u t
increasing difficulty helps com-
pensate.

N o  1  8  E N  Z Z A P !  I L J N A E  1  S t O

ambitious project, attempting to
simulate a complete battlefield
in an archipelago of 64 islands.
While the C64 version has drop-

A Arming up a Manta attack jet.

pad the 3-0,  it is a surprisingly
accurate conversion in most
other respects.

The game takes place in the
21st century, when energy is
scarce and geothermal heat a
vital resource. The automated
carriers Epsilon and Omega are
designed to build plants on the
islands, developing a supply
network. But STANZA terrorists
have reprogrammed the Epsi-
lon, making it a war machine
dedicated to turning the
archipelago into a massive milit-
ary comp4ex.

You can choose when the
game begins. In strategy mode
all 64 islands are neutral, and the

P R U I L O A D
7 5 0 K

Z O R R E N T  7 2 0 t c

The ground-breaking 3-D shapes of the 16-bit original
were never destined to grace the C64 but I didn't expect
to see the game reduced to a shoot-'em-up with a mild
dose of  strategy to keep you playing. The graphics
become repetitive very quickly indeed with little new to

hold the attention once you've taken out a few islands. I like the icons
though, they're easy to use and understand, extensive and make a
professionally presented game (the basic arcade sequences let it
down tremendously). There's no reason for the delay iri converting
the 16-bit original, much less SO when the result is merely average.

two carriers have just arrived at
opposite ends of the massive
archipelago. In action mode
most of the islands are already
occupied and the Omega has
just arrived off the coast of an
enemy island.

Underground pipelines con-
nect all the islands, forming sup-
ply networks feeding your
stockpile island with fuel,
weapons, and replacement veh-
icles. You can choose which
items the network should
devote most resources to build-
ing. A successful campaign
depends on a good supply net-
work, so you must defend it
while simultaneously trying to
destroy the enemy network by
invading critical islands.

Your main weapons are Wal-
rus amphibious tanks and
Manta attack aircraft. A typical
Invasion would begin with a
Manta strafing the enemy
island, using lasers to destroy all
the ground installations. This
eliminates the lethal surface-
launched missiles (and on
defence islands, aircraft). You
can then send in a Walrus to
slowly work its way through the
maze of the island's buildings,
destroy the Command Centre
and drop a pod to convert the
island into a friendly one, which
can supply resources or prod-
ucts to the stockpile island, orbo
be a defence island - the choice
is yours.

Your carrier also comes
equipped with a repair system,
which can be used on damaged
Mantas, Walruses, and carrier
parts such as radar, engines,
and the electricity generator.
Lose radar and the large map,
which can be zoomed into,
won't be able to show the posi-
tion of your vehicles. A pity,
since the map can be used to set
destinations for vehicles to
which their autopilots will take
them.

PRESENTATION 90D/o
Attract,ve ioadmg screen masic or
tape, good save feature but the man-
ullf"PacfKag
, n g  
i s  
P o o
'  
f o
r  
I N
S  
P r
o C
e

GRAPHICS 66%
The soprtrshcaled c o n
-
C o n t r o l  
s y s -

tem has been reproduced in fun
Arcade 2-0 gracing:Sire fine if repe•

tive
SOUND 4 7
6
/ o

Mediocre intro and spot Fr
socHuunurf 71%

initaity confusing, but icon system ,s
soon mastered and arcade element is

fun

LASTABILITIF 59%
Okay strateg
y 
g a m e  
o u t  
a r c
a d e  
e -
e

mere is ve
,
y 
r e o e t
e i v e

O V E R A L L
6 4 %

An impressive conversion. sadly
lacking crucial variety in the arcade

element



LAB ASSISTANT: The Geek

Nifc

My editor (ol' runt& leg) was really nice to me
this month - the pain must have affected his
personality - he lent me Incentive s Castle Master
to 'have a tookati. f quickly became additted to
the game (even my dreams have been icon-driven of
late) anti rayed it for lumrs on end; loving every
minute. Mentioning this to our man Wynne, he
thought it would 6e nice i f  ja l ite  game a plug
in my column. (144l5 V. c l i d n  't I get
to review tile gato a i t  , e. Welt, this is

'typical of the way - t r o d d e n  contributors
ire treated by c ,  ,it t i c a f fy •
permanently-emp • e, jeiarnalists. g e t  to
open the post first, you see, and any game that
takes their fancy is swiped for themselves,
regardless of its category. 'The fact that Castle
Master i5 as close as you can get to an adventure
without inco g  text utn't seem to matter.
Anyway I o t  down and refused to
mentwn C t e r  (byincentive) in my
adventure co t h a t  it sho'w lem
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RESrott-14 PROJECT: Binary code addiction as
a means of controlling the world.

HEAD SCIENTIST: Prof NORMAN N I =  Phd,
Bsc, KP.

RESEARCH EQUIPMENT: CO, Amiga A500,
pay-2.

rt

BLOOD WYCH
DATA,DISKS'
VOL 1

W
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henever
theri's a
demon lying
dormant
somewhere,
waiting for the
right moment
to pounce on

an unsuspecting world and have
his wicked way with it, who gets
lumbered with the job of stop-
ping him? Yeah, You! And after
all the heartache, blood, sweat
and tears spilled doing just that
for the good people of Trazere
what do you get for your efforts?
The princess's hand (urgh),
riches beyond belief, a kingdom
di
- 
y
o
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o
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N
o  
w
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Y
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g
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another chance to risk your life
fighting the foe you thought van-
quished • • ! life's like that.

Zendick, The Lord of
Entropy, illative and living in his,
o
w
n 
d
t
m
e
n
s
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n
.  
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s 
C
C
M
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structed a dungeon so full of fon,
creatures, evil traps and mind-
numbing puzzles that around
every corner you expect to find
Michael Barrymore asking,
'What is a hot spot not?'.

From the safety of his domain,
Zendick summons you to his
dungeon to prove your worth:
solve the mazes and defeat the
Crystal Guardians. Should you
be successful he vows to never-
more trouble the land of Trazere
(smacks of porkies to me); fail
and Zendick will feast on your
soul before destroying your

Rorschach
Scientific Stationary

f
,
e
/

MirrorsoWlmageworks, Amiga 04.99
(original Bloodwych required!)

ATMOSPHERE
PUZZLE FACTOR
INTERACTION
LASTABILITY
'OVERALL

world.
To play the data disk you need

to haveat savettgarq9 handy from
the original prograt! Ideally a
saved game w1th characters
vaio
-
ve 
a c
h i
e v
e d  
l
e
v
e
l  
f
o
u
r
t
e
e
n
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However, should your party not
be of the required standard you

_can still enter the fray rd  yourlevel will increase at at acceler-
ated rate until it readies-the
magic fourteen.

All control features of the orig-
inal Bloodwych have been
retained — two-player option.
spell casting, combat, icon-based
control system. 3-1) views and
character interaction — together
with the introduction of eight
new spells, recruitable monsters,
enhanced graphics/sound and 25
tough new levels to explore. Also
(thoughtfully) included is a very
useful hint book for the original
game.

Basically, the volume 1 data
disk is very similar to the original
Blood wych but with enhance-
ments, providing more of the
same thrills, spills and adven-
ture • b u t  better,

87%
88'
)
/o
89%
86°/*
88'%



Psygnosis_  m i a  9 .
4 1 member all the fun

you had with
Chronoquest some
two years ago,
clickingyour mag-
nifyingglass on
every single pixel of
every single screen

just in case you missed examining
something vital to the completion
of the adventure? Well, it's pixel-
clicking time again with the

1
release of the well overdue)
Chronoquest I .

After the fun and frolics you've
had travelling through a spatio-
temporal universe in your dad's
time machine (Explora), all you
want to do now is get some kip.
Unfortunately, as you attempt to
travel back to your own time, a
disorder in the temporal turbines
of Explora disturbs the teleporta-
non phase and you're catapulted
to an era not of your choosin

In fact you,spd up on th
of a ship, Explarais y t

•  her reactor is dev
sary metal to fueLltg• her unableto takra
You soon realise you't i s
find'sufficient metal to enable a

THEmindscape-
afro y o u r
DAS A •  ed
Cruiser, your
attempts to catch
forty winks are inter-
rupted by the radio
crackling to life. You.
answer it, 'cause.

that's the kind o' Space Marshal
you are, and receive an earful of
static interspersed with an order
from I-10 to check out the Settler
Plot on Delta 5-5. The last mes-
sage from this settlement -
received some hours ago - was
broadcast by their commander
who, before being cut off, ranted
on about being overrun. The
ensuing silence from the Plot
calls for investigation, and as
you're in the vicinity

Lading and taking off in aD.mour ec tCr uis er  is usu-
ally a doddig,basically the
onboard computers do all the

ately, on the
a 5-5 your craft
akin to a black

enon which usu-
knell for
ever, akyour

alfunction and

OLONY

OQUEST It i•
safe passage back to your own
time.

You can only go one way from
the ship's deck and that's to the
shore. But a bit of beachcombing
soon reveals an anchor (the
things these sailors leave behind)
which looks like yummy food for
a hungry time machine. Unfortu-
nately (again), the anchor is only
sufficient to take you so far for-
ward in time t h e  plot thic-
kens.

Chronoquest It is fully icon
driven and isclaimed to be very
user-friendly i t  is. All
actions involve pointing and
clicking which, until you begin to
progress in the game., gets a little
tedious. However, once you get
into the swing of things the
game's techmcalities become
secondary to the well-thought-
out • pt.

1 e n  baSkally comprises
: a large upper win-

splays location graphics
ile the lower one features

action icons and text messages.
Icons include get; drop, give,

' examine. listen - vocal synthesis
of non-player characters is fea-

you prepare iodic, the black hole
vanishes, leaving you about two
seconds in which to regain con-.
trot of your cruiser before it
touches (wrong word) down on
Delta 5-5: it's not enough time!

Slowly regaining conscious-
ness, you bless the guy who
insisted on incorpoVating
emergency landing retros ip the
design of the DAS Cruiser. You
landed relatiyelys l y ,  although

tured hut may be turned off to
reduce disk swapping - advance
and retreat. Graphics are excel-
lent, especiall! the full-screen
pictures which herald different
time zones, rendering b a r '
adequate FX and music dul%by
comparison.

There are one or two oddities
such as the inclusion of an object'
described as 'a anchor' and the
reply 'But what did he says' when
you try an incorrect action. And
it's a good job text accompanies
the vocal synthesis of characters

•
the ship's reactor has powered
down and now has only enough
.juice to maintain life support. If
yctu ever v/ant to get off this
planet the reactor will need
recharglik - as if checking out.
,the Settlement Plot wasn't •  A
enough to cope with. T

Your first impression of The
Colony is one of darkness. The
cockpit, where you begin, is a
mass of dull grey relieved only by
black shapes. Walking into one
of these shapes reveals it to be a
command console and pressing
the left-hand button helps put
some light on your situation -
pressing the right-hand button

'cause they're difficult to under-
stand at times, especially the
Musketeers.

During my first halft  hourH(htonoqueit I  I t is  to
I had my doubts, it *a

very odd and I managed
owhere very quickly. But
I'm not the man I was)

s dropped and the game

out to shol/its
o
e
ff
l
i
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e
to b e  
a t

good as iti  cessor.
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1
results in your lights being put
out .  . permanently.

Explonng your cruiser, you
come across computer terminals,
desks, books and notices, all of
which provide more information
about you, your surroundings
and your mission. The most
important find on the ship is an F-
21 Armoured Spacesuit dis-
penser and installer. This is the
vital piece of equipment which
allows you to step outside.
Choosing the power of its armour
and weapons (light, medium or
heavy) is critical, as the heavier
your choice the more power is
required to run the suit. If you
don't have sufficient power in the
suit (displayed top left of its
Head-Up-Display) it takes its
energy from the wearer, a good
way to end the game quickly.
Once suited up it's time to go wal-
kies.

The planet is graphically very
disappointing, being made up of
a grey surface, on which are dot-
ted small pyramids. a very dis-
kant, blue mountain range and an
equally blue sky. Oh yeah, and
lots of alien ships to help you die
more easily. On my first few sur-
face ventures I headed for the sun
(also blue) and just kept going.
hoping to avoid the aliens who
seemed to have nothing better to
do than blast me to bits. Eventu-
ally I discovered a space ship,

til
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PIRATES!
icroEiroe, Amiga 124.99

reak out your
wooden let, stuffed
parrot „eve patch.
'limbers (preferably
shivered) and pieces
of eight 'cause it's
time to take tittlie
high seas of the 1.7th

century for a spot of plunderin',
ahaaarrr, Jim lad (you try writing
about pirates without using their
vernacular!).

With mainbrace fully spliced,
it's your task in Pirates! to everee,
tually become adviser to the
king. find yourself a wife (?) and
get rich enough to retire early
and in comfort. How you achieve
these ends-whether by stealing,
trading, treasure hunting„oaes-

_Ong or a combination lap  four --
is up to you.

Before youwaiikant or,
however. you're required tve) con-
struct a charitcter from options
such as nationali. skill level,
special skill (fencing. navigation
etc). historical period. special
expeditions and so on. Micro-
Prose recommend that new
players ignore the last two

now if only I can make it to the
door alive .  I  did, after six or
seven attempts, only to discover
it was MY ship. I'd gone full cir-
cle, silly me. , • '  -  •

More explonng soon revealed
the Settlement Plot where tRe
game really opens up. The com-
plex is infested with alien beings
(mostly inverted pyramids with
eyeballs for heads) that require
destroying. Shoot them a few
times and they turn into pods
which, when walked over, pro-
vide more power, armour and
weapons for your suit. However,
get too 49* fa the invaders and
t h e
i
rs a
p  
y
o
u
r  
e
n
e
r
g
y  
a
t  
a
n  
a
l
a
r
m
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options and go straight into the
main game where you're mow or
less free to cruise the Caribbean
of the 1660s in search of fame and
fortune.

 Begtnnin
,g  i n  
t h e
,  
h a r
b o
u r  
c
i
t

friendly town, you may visit the
Geverrior for a bit of gossip, a
mission or prorriotion (which can
be bought if you haven't done

y
i
p  
"

Af Af
1 • •

C fi r i t t i n  1".1 t t #

certain
Force
M o t  ate

I lit t ro a C u t t s

44,111som
34 o w .

U t t l i
C ut la ss

A

ingThe Settlement Plot has five
main levels made up of schools,-
labs, canteens, recreation areas,
cryogenic containers, lift*, trans-
porters Ind soon. Each new loca-
tion provides more information
on the Settlement, its alien squat-
ters and what's expected of you
to put things right.

The Colony is a 3-D walkabout
adventure (in a similar vein to
Incentive's Freeseape games)
where, using a mouse/keys com-
binatiop, you explore and react
with firstly your own ship, then
the planet's surface and ulti-
mately the Settlement complex.

anything to earn it), pop in to the
local tavern for more gossip,
information and/or treasure
maps (at a price) aed to recruit a
crew. You may also visit mer-
chants to trade food, segar,
goods, ships and cannon-or check
out information gleaned from •
whatever source. Once you have
won some treasure it's good idea
to head for a friendly town and
divide it up among your crew.
This makes happy sailors and
good fighters, although desertion
is a higher risk once the swabs
have been paid.

When at sea you have the free-

Viewed in first-person perspec-
tive, location e are displayed in a
basic line-drawing style which
may be fillet in or not, depending
on how fast you want screens to
update. Sound FX, although
good, are stored on Disk 2 atol
every time an event or action •
demands an audible accompani-
ment (quite often) you're
required to swap disks. How-
ever, The Colony is perfectly
playable without sound and you
have an option to leave it out,
thus rendering disk swapping
negligible.

The Colony is difficult to play
initially, direction control is awk-
ward, screen update is jerky 44 ,
can slow to a crawl when a lot
y
ls
happening in the game. How-
ever, perseverance and regular,.
position saving are the secret to
advancement and, once in the
Settlement there's so much to
explore. examine, use (even an
Afiens-style forklift) and destroy
that game idiosyncrasies become
secondary to thwarting the
aliens.

ADVENTURE
HUMANE

zt6 A
Do,you play
- 
c o m p
u t e r  
a d v
e n l u
r c . .

Have you ever been laced with a
,eemingly impovsible
WE CAN HELP

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

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

We offer help with any
games or any computer
-  so if you are tearing
your hair out ring this

number now

0898 338 933
1 I  1
,
,  
1  ,
k i l
n o
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I
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73%
71%
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cleen of the
inforrnatio
should glee
where to go.

fls
ea of

provide(
with the game an s
t  
c o u p l e d
with the ability td take sun. read-
ings, prevents you f r e i t i n g
lost. Weather conditialtilr are
fairly stable and you should only
really be troubled by the wind
(that's Caribbean cuisine for
you).essels encounterectat sea
may be investigated. hailed for
news, ignores.165engaged in bat-
tle; canno l t fi r e  broadside,
so confro - n e s t  of-man-
oeuvring y s h i p  to aim at the
enemy, firing and getting Out of
the way before your get blasted.'
Each litedepletes the number of
men and/or cannon onboard or
damages the vessel. Should you
decide you've bitten off more
than you can chew you may (if
not too badly damaged) run ,
away. although this actierrisice
ths loss of a ship, should ydra hayl
more more tharroneveSsel Lindy'your command, •

Ports are friendly, ucktral
hostile. T h e i r
,
a n i t u d e o
f f w a r
d

you determineslipw best to enter
port: otteck, sneak into leVen or

•



sim
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where no pocrew in mare
them to explore
tire and so on.
acro:

e t

you a g a i n  given a choice of
entry. Choosing to attack takes
you into battle using muskets and
fists. Often, attacks on enemies
(whether at sea or on land)
results in your having to duel with
an opponent using rapier, cutlass
or longsword.

Sailing, marching and battles
are shown from a sea gull's eyt
view with your ship or men con-
trolled via mouse, joystick or
keys. One-to-one duels arc dis-
played from third-person per-
spective with adequately drawn!
animated characters battling it
out horizontally across the
screen. All other elements such
as trading, visiting governors or
talking in taverns are menu-con-
trolled, enhanced by very nice,
animated graphics of appropriate
persons, places or objects.

Although Pirates! runs the risk
of becoming repetitive. th
hours of play I ex
the Spanish Main
enjoyable. All gra
on excellent, sound
gameplay exciting.

•

A DARK SKY OVER PARADISE
Interactive,

n the y t h ' s
pnpulatioi. .  ew the
planet, stretc tng herresources to the limit and
giving her a very bleak
future. The then newly -
formed governingbody. „„
FourNations (consiiting

of the USA, USSR, China and
the European Community),
devised a plan to colonise Mars
to cope with earth's overspill
Unfortunately the plan was
plagued by financial problems
and earth's economy entered a
deep recession.

It is now 2062 (doesn't time
fly?) —the colonisation of Mars is
still proceeding, if slowly — and
you've been summoned to
MoonBase, your only instruc-
tions: report to Clerical Office 5.

litnunBase is, yes. you've
guied it base on the moon.
It's made ilt i
•
of  
t h r e e  
d o m
e s ,  
t h
e

Clerical D ime, I ndustrialDome,
Vic•  utile Dome all

stipavement
its weary way
mes' many build-

' prints- objec-
Li t  a rocket cepa-

ling -
ds for treas.

d  you cornt on the march

options available both before and
during play provide a vast (or
should that be avast) arena in
which to experience the life of a
hero with at least three ears (exp-
lanations next month. if

.99 (cassette only)

bie of trattiying to Mars everything nee t t  o begin colonisa-
tion.

Your fi tit tasktipoq arriving at
MoonBase is tieprid ybur accom-
modation befort the 1000,pin
curfew takes effect — fai lu re
-
104o
so results in yourleing arrested
and the game enMig.

The Vid-Screen in your accom-
modation block flickers into
techniedltur ( V i e n  you pres!,
its contra Dad) VW Security
Guard ' 3r
r
;
t
in  
S o r i
e m e
s t s  
a

momin w i t t r y o u  in one of
the Domes' m a n y
-
Pa r k s .  
S l e e p

quickly (and automatically) fol-
lows leaving foil refreshed for

the mornMapping of domes is
straightforward, so finding the
righ
t 
p
a r
k  
i
n  
w
h
i
c
h  
t
o  
m
e
e
t

ompson is no problem. As he
joins you the serene scene is
interrupted by a bomb going off
in another section of the park. A
quick question-and-answers ses-
sion with Thompson reveals that
a terrorist faction known as the
Mining Group are intent on pre-
venting the launch of the Mars
rocket.

requirea) and all his buckles

!

swashed to perfection.
Way back in ZZAPls, thc

C64 game only scored 68% -  it
obviously wasn't eye patch on
this version. , . .

,
Perhaps the appointment ISI

Clerical Office Swill reveal more.
Unfortunately, nobody is
allowed to start work until mid-
day so a bit more exploring might
while away the hours till then.

Reminiscent of Level Nine's
Snowball and Infocom's Star-
cross, A Dark Sky Over Paradise
(ADSOP) has many locations
which bear a remarkable
resemblance to onc another. This
may give the game a loge playarea but it also leads to tedium as
you trudge past yet another sec-
urity block or admire yet another
bed of flowers in yet 'another
park, Also, the futuristic setting
is corny featuring Sccuri-Cams
hovering above your every move,
Vid-Screens taking up whole
walls in accommodation blocks.
and Taskbots scurrying around at
night cleaning the place up.
There are also underling inhabit-
ants called Menial Workers who
serve ii a n d  wait in restaur-
ant h e  soap box)
neith f t h  s  are menial
and I kIt milletatinteractive
Technllo y for regarding themas s u c h
.
1 o w e y
e r ,  
t h
e  
i n t
r i g
u e

1. ATMOSPHERE

PUZZLE FACTOR
INTERACTION
LASTABILITY
OVERALL

ATMOSPHERE
PUZZLE FACTOR
INTERACTION
LASTABILITY
OVERALL

85%
50%
83%
81%
80 %

•

created by author, Martyn
Westwood, as to why you've
been summoned to MoonBase
and what exactly is going on more
than compensates for these
minor minuses.

ADSOP was written using
Inceptive's Graphic Adventure
Creator, although Interactive
Technology informs me that their
next adventure ( Weird Tales) is
to be created using their own Zen
system — it should be available by
the time you read this.

I have to admire Interactive
Technology for tackling an adv-
enture such as this 'cause creating
a good scenario on the moon is
difficult as it's hard to generate an
atmosphere.

ADSOP is available from
Interactive Technology, PO Box
146, Sheffield, S13 Try.

68%
70°4
64%
69%
70%
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SALE

064 CLEARANCE CASSETTES

SUPREME CHALLENGE
FOOTBALL MANAGER.

HANDBALL MARADONA,
WORLD CHAMPIONS,
PETER BEARDSLEYS

WICKED GIANT GAMES PACK
CON TMNS 50 GREAT

ARCADE ACTION GAMES,
TOO MANY TO LIST.
EXCELLENT VALUE,

SALE
CLEARANCE CASSETTES

Title Cass/Disc

SALE
064 SPECIALS

SALE
064 SPECIALS

SALE SALE

E8,50

064 CLEARANCE CASSETTES 064 CLEARANCE CASSETTES
AC'ION BIKER  1 1 5 ACE 21368 . . . . . . . . . . . . . 1.99 011EDEX 2.99 BETTER DEAD DIAN CR 2.99 CHASE HO 6 . 9 0 RENEGADE ...,..... ..... 2.99
SUB BATTLE SIM   4 . 9 9 LEADERBOARD 2.99 WONDERBOY ....... 2.99 EMOTION 6.99 mp g  CAR RACER  6.90 PREDATOR. . . . . . . . . 2 99
FIPEMANIA 6 . 9 9 HEAVY METAL 6.99 RETuRN OF THE _ 3.99 KLAY , • 199 ROBOCOP  6 . 9 0 TOP GUN 2.99
COMBAT SCHOOL •  2 . 9 9 AFTERBURNER 2 . 9 9 RICK DANGEROUS 6.99 ENDLILD RACER 2.99 CABAL  6 . 9 0

CHALLENGE WE ARE THE CHAMPIONS

EYE Of HORAS  2 . 9 9 MAGNETRON 2.99 TURRICAN 6.9E1

ONLY E5,99 SUPEFLgPfoNT
1K+, RENEGADE.

RAMPAGE BARBARIAN
ONLY ECM

Ge THUNDERBOLT •••• •  6
,
90

SHORT oilcan ....... 299
FERRARI FORMULA 1 6 . 9 9 I t*  BIG SifflE ........... 2.99 SANXION .......... 2.99 CYBERNOID ................. 2.99 TURBO OUTRUN ...........6.90 LICENCE TO Kit 2.99
-
M
E 
G
A
M
E
S 
C
R
E
A
T
O
R 
2
.
9
9

Moo COIF 2.99 PLATOON _ 2
9 9

ELIMINATOR • 2.99 RED HEAT   3 . 9 9 IK- 2.99
CRACKDOWN 6 . 9 9 MANI VICE 2.99 IK + _ 2.99 HEAVY METAL 6.99 GHOULS & GHOSTS  6 . 9 0 &PER SPRINT . . . . 2.99
GOTHIK ..... . . . . .  2 . 9 9 1MND SHADOW 2.99 SUPER SPORT  _ _ _ 2.99 ACTION FORCE 2.99 BUGGY BOY  2 . 9 9 DYNAMITE DLIX 599
GAME OVER 2   2 . 9 9 WOTOR MASSACRE 2,99 SABOTEUR 2 2.99 ATHENA ....................... 2.99 SLY SPY   6 9 9 RENEGADE III 4 9.9
OUARTET ............ 2 . 9 9 NIGHT RAIDER 319 SHADOWS OF MORDOR 2.99 FIENDISH I:BEMS 6.99 KICK OFT  6 . 9 9 RUN THE GAUNTLET 4_99
HOPPING MAD 2 . 9 9 NEBULUS 2.99 SKATE CRAZY _ 2.99 ANNALS OF ROME 4.99 VENDETTA   8 . 9 9 TRACKER . . . . . .  _ 2.99
A.T   2 . 9 9 NETHER WORLD 2.99 CASTLE MASTER 6.90 MANCHESTER UTD 6.99 IMPOSSAMOLE . . . . . . . 6.99 UNTOUCHABLES 6.99

BEDLAM .................... 2.99 CRACKDOWN 6.99 HAMMERFIST 6,99 CRBRA ....................2.99 BATMAN THE MOVIE . . . 6.99
DARK FUSION . . . . .  2 . 9 9 w C I.EADERBOARD 299 SIDE ARMS . . . . . . . 2,99 l

O
U
T

6 . 9 9 OUD KINGDOMS  6 . 9 9 SUPERWONDER BOY 3.90
STAR GLIDER 2 . 9 9 PASSING SHOT 3.99 E-MOTION 6.90 BOMBUZAL 3.99 STREET FIGHTER   2 . 9 9 ROODWYCH 6.99
BARBARIAN   2 . 9 9 OKINAWA 199 SIDE WALK ......... 2.99 BLOCKBUSTERS 2.99 SPITFIRE 40 ..... ..... 2.99 I JONES LAST CROWE • 6.99
CHUKIE EGG 2   2 . 9 9 ACTION SERVICE 2,99 STAR RAIDERS 2 _ 2.99 BATTLE FOR MIDWAY 2,99 HIGH NOON   2 . 9 9 ALTERED BEAST 6.99
KNIGHT GAMES 2   2 . 9 9 DOMINATOR 3.99 SK001 DAZE 2.99 BLASTIROIDS 399 UnDtAM  2 . 9 9 POWER DRIFT ............... 6.99
KRYPTON FACTOR   2 . 9 9 GRANGE HILL 2.99 SUPER WONDER BOY _ 6.99 BIGGLES 1 . 9 9 TRACKSUIT MANAGER 4 . 9 9 NEW ZIAAND STORY 6.99
DR DOOMS REVENGE 6 . 9 9 TRIVIA 3,99 TIME SCANNER 3.99 GUNSHIP •• 9 . 9 9 'MORN   6 . 9 9 NINJA WARRIORS 6.99
NODES OF YESOD ........2.99 RETROGRADE . . . . . . . 6.99 SHADOW WARRIORS 6.90 DAN DARE 3 6 . 9 9 THLYIDERBIRDS 6.99
DEFENCE% OF ME EARTH 6.99 KANE 1.99 SLY SPY 6.99 RACK EM 2.99 RETRO GRADE  6 . 9 9 SHIN001 , 6 . 9 9
PRESIDENT IS MISSING • 4.99 IKARI WARRIORS 2.99 VIEW TO A KILL ...... 1.99 FAST WEAK ....... 2.99 MICROPROSE SOCCER _ 9.99
SPEEDKING   1 . 7 5 GREEN BERET 2.99 THEATRE EUROPE 2.99 SUPER RANG ON 2.99 RENEGADE 2 . 9 9 IKO 2

9
9

THE BIZ
R- TYPE, BATMAN,
DOUBLE DRAGON.
OPERATION WOL
OUR PRICE E9.95

SUPREME CHALLENGE
FOOTBALL MANAGER.

HANDBALL MARADONA,
WORLD CHAMPIONS,
PETER BEARDSLEYS

WICKED GIANT GAMES PACK
CON TMNS 50 GREAT

ARCADE ACTION GAMES,
TOO MANY TO LIST.
EXCELLENT VALUE,

Please send me the following titles: ( z z c 4 )
Title Cass/Disc Amount

SOCCER SUPREMO E8,50
MEGA MIX ALL 5 GAMES E6.90

OPERATION WOLF. GO CRAZY
DRAGON NINA,

REAL GHOSIBUSTERS.
BARBARIAN 2
ONLY E8.99

SPECIAL ACTION
DRILLER CAPTAIN BLOOD,
THE VINDICATOR, SDI,

D. T.'s OLYMPIC

DESOLATOR. SIDE ARMS,
BEDLAM. BAD CAT,
JUNKS, SHACKLED

ONLY E319

100% DYNAMITE CHALLENGE WE ARE THE CHAMPIONS
DOUBLE DRAGON,

LAST NINJA 2,
AFTER BURNER,
WEC LE MANS
ONLY £9.95

ONLY E5,99 SUPEFLgPfoNT
1K+, RENEGADE.

RAMPAGE BARBARIAN
ONLY ECMGAME SET & MATCH 2

SOPERBOWL
P & P (if applicable)

MAC 7

tArro COIN UPS
RASTAN,

FLYING SHARK
StAPFIGHT.
ARKANEND,

LEGEND OF KAGE,
RENEGADE,

ARKANOID 2,
BUBBLE BURBLE

WINTER OLYMPIAD '88,
BASKETMASTER,

IAN BLI1 RAMS TEST
MATCH,

SUPER RANG ON
MATCHDAY 2.

NICK FALDO'S OPEN,
CHAMPIONSHIP SPRINT,

TRACK & FIELD,
STEVE DAVIS SNOOKER

HEAD OVER HEELS,
COBRA. SHORT CIRCUIT,

HANKIE, ARKANOID
WIZBALL,

THE GREAT ESCAPE,
YIE AR KUNG EU

ONLY E4.99

Name

*
A
d
d
r
e
s
s

Telephone no.

Total amount

COMMODORE C2N TAPE DECK
RI P E44..95

ONLY E7.99 ONLY E7,99 OU1R PRICE 09.95
MILE STOCKS LASTE

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
PLEASE NOTE 50p SURCHARGE FOR ACCESS & VISA ORDERS. IN STOCK ITEMS DESPATCHED BY RETURN

Am'ss

NOW TAKEN

SOFT OPTIONS
6 HOPE STREET

HANLEY
STOKE ON TRENT

STI 5BS
TEL: 0782 204269



THECOLDEN FLEECE

ATMOSPHERE 56%
PUZZLE FACTOR 74%
INTERACTION' 71%
LASTABILITY 68D/0
OVERALL 69
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17 Bit Software, Amiga E2.50
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chess, the
King of the
Gods, Zeus
and his son,
Hermes dis-
cuss the worth-
lessness or

otherwise of mortals. Hermes
suggests that men have valor,'
courage. and strength worthy of
any god. Zeus doesn't agree and,
amid claps of thunder and bolts
of lightning, he sets Hermes the
task of finding a champion among
mortals to seek out and return
the golden fleece to Olympus.
Hermes (sheepishly) accepts the
challenge and is warned that his
own fate now lies with the chosen
mortal .  . . does Zeus mean
this, or is he merely pulling the
wool over his son's eyes?

THE
Accolade, Amiga E24,99

eyl I could be
really corny
(what's new?) an'
say that The Third
Courier s out of

there's
much of
n Berlin

to divide Ea. G e r -
many. so all thi s t u f f  is no
longer necessary ( b u t  I
won't.

You're a top spy, a Moon-
dancer, one of the best in the
West but even so your latest
assignment is daunting: Three
couriers, each carrying a crucial
component of NATO's non-nuc-
lear defence plans, are missing.
Two are known to be dead while
the third was last seen in Berlin.
It's your job to find the three
components before they fall into
the wrong hands.

You're on yow
- o w n  
i n  
t h i s  
r n i s
-

sion, but that's the way you like it
and, with your superior's advice
-'Trust  no one' -echoing in your
mind, you fly to Berlin to await

her instructions.
. c i o r e  play begins you need to
create avagent. Choose name,
sex, age, enver occupation, fav-

Ie  I • ure activity and where
t of your life. From

on, character (health,
knowledge and so
nality traits (such af

skills, hearingd unattractive

Although there's no mention
of it in the game text, I assume
you take the part of Jason (the
guy associated with the
Argonauts, not with Kylie) in
your quest to find the fleece. •
Beginning in a room with only a
lamp for company, a quick recon-
noitre of your surroundings not
only proves that'The Golden
Fleece (TGF) doesn't actually
have a lot to do with Greek
mythology but also indicates that
progress may take some time:
visited over seventy locations,
collecting objects along the way
without scoring a single _point.

Among the objects I found
were a rope, a sward, and a piano
-  typing in 'PLAY PIANO' I
received the message, 'You go
through your entire repertoire,
coding with' a rendition of "The

Ippearance) are created P Your
personality traits may help or
hinder you as play progresses and
your experience grows.

A  CIA apartment in West Ber-
lin is where your sleuthing com-
mences but before you take to
the streets it's a good idea to
access your computer and tele-

Entertainer." I t  was at this
point that credibility went out the
window. Mo t e r opener and bar
of soap found later also helped
quash any belief in a mythologi-
cal scenario! •

TGF's play area is large and
puzzles, if not tough, are enter-
taining. The parser is pretty
extensive, featuring multi-sen-
tence input, the use of AND and
THEN, iFand GET ALL.
Unfortunately, the one option it
doesn't include which, consider-
ing the game title. I thought a
shame is RAMSAVE.

TGF's biggest flaw is its lack of
credibility. I f  you're going to
write an adventure around Greek
mythology then you should stick.
to that scenario and not feature
unlikely characters such as Gob-
lins and Ores or dubious objects

RD COURIER
phone answering machine to
check for messages. Then pick up
everything that isn't nailed dOwn.

From this point I took a cab to
•
M
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t
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o
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k  
u
p  
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i
t
h

some spy equipment: Bug Hun-
ters, Hdpg Killers, Lock Picks and
a Photo-Fax (very useful for tak-
ing snaps of persons encotM-

such as pianos and Acme Indian
Ropes.

However, as TOP is public
domain and retails for a mere
£2.50 it's not as if the author is
trying to fleece adventurers. And
although it has its share of
oddities they're far outweighed
by,positive politirk(good parser.
large play area, eltcellent value
for money) and I recommend it
to anyone who's forgotten what a
text-only adventure is like and
who fanciesa quick quest with no
intruding graphics.

The Golden Fleece is available
from 17 Bit Software, PO Box 97,
Wakefield, WEI DOC.

re
- 
•

tered, so you can cilleck em out).
Once fully laden with equip-

ment (there must be mega poc-
kets in your suit) it's time to
cruise Berlin in an effort to find
the three components.

Most exploration is done on
foot (taxis cost!) but the Berlin
underground is useful if you're in
a hurry - you have to be quick
though, trains don't hang about
in stations,

Fully icon driven, the game isdivided into four main windows;
Message, location description,
locationdencountered character



GEMS
for the Commodore 64/128

Stratagos:
Citadel of
Corruption•
Castle Boy:
Starbu rst:

4  great games intape: £8.99

prices include p +  p

mega package

disk: £11.99

PUZZLE
ADVENTURE

PLATFORM
ACTION

F R E E :  ' M O N E Y ! ' t h e  greatest SID and samplemusic demo on the C64/128

Cheques, P/O's payable to:
Digital Dynamite

Mail Order Dept. ZAP 2 5 4  Watermill Road,
Fraserburgh, Grampian, AB4 5RJ
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CINTRONICS LTD
S T R A T E GY

ADVENTURES & SIMULATIONS
Commodore 64t128 discs

SSI
SO MISSION CRUSH £ 1 1 . 9 5
BATTLE GROUP E 2 2 , 9 5
BATTLES OF NAPOLEON E 1 7 . 9 5
CHAMPION,S OF KRYNN 0 7 , 9 5
CURSE OF AZURE BONIDS 0 7 . 9 5
DEMONS WINTER 0 4 , 9 5
FIRST OVER GERM ANY 0 7 . 9 5
GEMSTONE WARRIOR 0 4 , 9 5
itEROES OF THE LANCE 0 2 . 9 5
HILLS FAR 0 4 . 9 5
OVERRUN 0 7 . 9 5
PANZER GRENADIER 1 2 2 . 9 5

IANTASIE III 0 4 . 9 5
POOL OF RADIANCE 0 7 . 9 5
PRESIDENT ELECT 88 E 1 2 . 9 S
QUESTRON I 0 4 . 9 5
QUESTRON II 0 4 . 9 5
ROAD WAR EUROPA 0 4 . 9 5
SIX-GUN SHOOT OUT C 1 1 . 9 5
STORM ACROSS EUROPE 0 7 , 9 5
WAR GAM E CONSTR. SET £ 1 4 . 9 5
WAR OF THE LANCE 0 7 . 9 5
SSG
AMERICAN CIVIL WAR I E 1 4 . 9 5

AMERICAN CIVIL WAR
AMERICAN CIVIL WAR
BATTLE FRONT
BATTLES IN N'ORMANDY
CARRIERS AT WAR
EUROPE ABLAZE
FIRE KING
HALLS OF M ONTEZUM A
MAC ARTHURS WAR
PANZER BATTLES
REACH FOR THE STARS
ROMMEL
RUSSIA
INTERPLAY
BARDS TALE I
BARDS TALE
BARDS TALE
BATTLE CHESS
DRAGON WARS
NEUROMANCER
WASM .AN D
INFOCOM
BALLYHOO
BUREAUCRAZY C128

04,95
04.95
aros
04.95
04,95
04.9S
04,95
04.95
04.95
04.95
04.95
04.95
04.95

E.6.99
05.95
E14.95
C12.95
E12.95
04.95
£14.95

01.95
01,95

CLUE BOOKS: C.6.95 each: BLACK CAULDRON, GOLDRUSH, KINGS QUEST I, 11, 0 1
IV, LEISURE SUIT LARRY I, I I  or III, POLICE QUEST I or II, SPACE QUEST I, IL or
L7 95 each: BARDS TALE L I  of  M ,  CHAM PI ONS OF KRYNN,  CURSE OF AZURE
BONDS, DEATHLORD,  D R AGON  WAR S,  D R AGON S O F  FLAM E,  D U N GEON
MASTER, ELITE, FAERY TALE,  HEROES OF LANCE. HILLSFAR, KEEF THE THIEF.
M ANI AC MANSION,  MARS SAGA,  M IGHT & MAGIC I or II, NEUROMANCER, POOL
OF R AD I AN C E,  SENTI NEL WORLDS,  STARFLIGHT,  SWOR D S O F  r w r u c m
-
,

AWASTELAND, or ZAK M R AC KEN ,  688 ATTACK SUB, I NDI ANA JONES ADV.
E8.95 each: ULTIMA III, P,' or V.
09.95 each, QUEST FOR CLUES I, solutions to 50 pine s - including PHANTASIE III andT A%  TIMES. QU EST FOR CLUES I I ,  solutions to  40 games -  including DEJA V1J.
QUESTDON II and TIMES OF LORE
Mad order only. Please allow 25 days for delivery. Please make cheques and postal orders
payable to CINTRON ICS LTD. Free post and packaging withm the UK Europe add Q  per
item. Oversewi 1_4 per [tern.
CINTRONICS LTD. RICHARD HOUSE, 30-32 MORTIMER ST, LONDON WI N  7RA
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( BM 64
11111 1 . ( o .

K T," IT'TNAMITE 9 , 9 9
10119 FRAME 2 . 9 9
19-BOOT CAMP 2 . 9 9
1943 2 . 9 9
5 STAR GAMES 6 . 9 9
720 2 . 9 9
ACE OF ACES 7 9 9
ACTION FIGHTER 6  99
ADRIAN MOLE 4 •99
AUENSfusi 2  99
ALTE RED BEAST 7  9910.99
APS 6 . 9 9 1 0 , 9 9
MIKAN( ND 2 , 9 9
M i t WIEDER MONTY 2 . 9 9
RACK ICI THE FUTURE 2 •  6 . 9 9
BARBARIAN [PAU 2 . 9 9
BARDS TALE 1 2  99
BARDS TALE 2 OR 1HIN 111( 5 9 9
BARDS TALE 2
BARDS TALE 1
BARRY ARGITIGAN 2 . 9 9
BATMAN THE MOVIE 6 . 9 9
BACTIECHESS

EACH vottEY • 6 . 9 9
BEDLAM 2 . 9 9

COM M ANDO 2 , 1 9
BOMBER 9 . 9 9
BONECRUNCHER
BOXING MANAGER
BRE DENS BASIC

(BASIC 1-ORC641
BUGGY BOY 2 . 9 9
CABAL 6 _ 9 9
CASTLE MASTER S A M
CHAMPIONSHIP SPRINT 2 _ 9 9
CHASE H Q 6 9 4
COBRA 2 . 9 9
COMBAT SCHOOL 2 . 9 9
COM M ANDO 2 , 9 9
CONTINENTAL CIRCUS 6 . 9 9
CRACKDOWN" 7 . 5 0
CRAZY CARS 2 . 9 9
CRITICAL MASS 2 . 9 9
CRYSTAL CASTLES 2 . 9 9
CURSE. OF AZURE BoNDS
CYBERBALL 6 , 9 9
CYBERNO1D 2 . 9 9
DAN DARE l
•  
6
9
9

DEL TA
DESOEATOR
D IM  DATABASE-DAT/5E11 E
DOUBLE DRAGON 2
DR DOOM
DRAGON NiNIA
DRAGONSLAIR
DYNASTY WARS•
EM1Y
6
4 
H U
G H
E s

END ZONE
ENDLIR0 RACER
ESCAPE FROM ROBOT

MONSTERS
ESPIONAGE
EASE BREAK
FIENDISH IR(  E)ny
FIGHT ING SOCII R
FOOTBALL MANAGER 2

GIFT PACK
FOOTBAIL I E R Of THE YEAR
FOOTBA1 I E R OF THE 'YEAR 1
F U N K
-
I R / 0 1  
2  
( 6
1 4
3 8
)

FUN SCHOOL 2 (over 81
FUN SCHOCX 2 tunderSt
GARY TINEKER SOCCER
GAUNTLET I OR 2
CAZZAS SOCCER
GHOSIBUSTERS 2
GHOSTS N GOBLINS
GHOULS N GHOSTS
GRAHAM GOOCH
GREAT ESCAPE
GREEN BERET
GRID IRON 2
GUNSHIP
HARD DRIVIN
HAROBAI I
HILISFAR
HIT PAK VFW 1
HUNTERS M OON

YPERSPOR IS 2 , 9 9
K+ 2 , 9 9
KARI WARRIORS 2 , 9 9
MPOSSAMOEE • 6 . 9 9
NOV IONESACTION 7 . 5 0
NOY TONES TEMPLE 2 . 1 9
NEIL ERATOR 2 , 9 9
NVOSTAT-  INV OICING 3 . 9 9
TAIT 1990" 6 . . 9 9
ACK NICKLAUS GOLE 6 _ 9 9
ACK THE NIPPER 2 . 9 9
All BREAK
KICKOFF
KR KOFF 2"
LASER SQUAD
LEADERBOARD
LIVERPOOL •
M AGNUM  PACK I
MANCHESTER UNITED
MANTERs of UNIVERSE
MATCH POINT
PAEC_A MIX
mETROCROSS
MIAMI VICE
MICROPRO% SOCCER
MINI OFFICE 2

PREMIER MAIL ORDER
Tides marked • are not yet available and will be sent on day of release.

Please send cheque/PO/AccessNisa No. and expiry date to
Dept ZP07, Trybridge Ltd, 8 Buckwins Square, Burnt Mills, Basildon, Essex, SS13 1131.

Please state make and model of computer when ordering. P & P inc. UK on orders over 1
.
5 . 0 0 .  L e s s  t h a n  E . 5 . 0 0  
a n d  E u r o p e

add 1'1.00 per item.
Elsewhere please add 12.00 per item for airmail_ These offers are available Mail Order only.

Tel. orders: 0268  5 9 0 7 6 6

mINI OFFICE 2 I I . ,  4 , , i  f  •
MONEY ON THE RUN 7 .
9 9MR HE LI 1 , 9 9
MYTH 7 . 9 9 1 0  IP
,NEW ZE AI AND STORY 6 . 9 9  9 .9 9
NIG' IT RAIDER 1 . 9 9
NINIA SI9RIE • 6 , 9 9  9 .9 9
N IN A  WARRIORS 6 . 9 9  9 .9 9
OPERATION THUNITERIK X I 6 . 9 9  9 ,9 9
O P E R A T I C
-
W W I / I F  
6 ,
5 0  
9  
9
9

p47 b  99 9  9
5
1
PAPERBOY 2 , 9 9
PING PONG 2 . 9 9
PIPEMANLA • 6 . 9 9

9 9 9  P ITS TOP  2 2 . 9 . 1
PI ATOETN 2 . 9 9

6 9 9  POPEYE 2 . 9 9
5 99 P O W E  RAMA 1 . 1 9

1199 P OW E  ROWE  7 . 9 9  10 99
11.99 P RE DATOR 2 . 9 9

QUARTERBACK 6 . 9 9
UPI QUEDEX 3 , 9 9

IEL 99 RACK EM 2 , 9 9  6 .99
9 99 R A IN B OW ISLANDS 6 . 9 9  9 .9 9

RAT 1 Y DRIVER 2 . 9 9
RAMPAGE 2 _ 9 9

13,99 RENEGADE 2 . 9 9
6.99 RETROGRADE 6 . 1 9  9  95

6.99 R I C K  DANGEROUS 6 . 9 9  9 . 9 9
ROADBLASTE RS 2 . 9 9

7.99 R OS OC OP  6 . 9 9  9 .9 9
ROLLING TITUNDER 2 . 9 9

9.99 R U GB Y  BOSS 2 . 9 9
9.99 R U N  THE GAUNTLET 6 . 9 9  9 9 9

SABOTEUR 2 . 9 9
9,99 S A N  XKTN 6  gg

SCOOBY D OO 2 . 9 9
SCRAMBLE SPIRITS 6 , 9 9
SERVE 8 V011 EY 2 . 9 9  6 .9 9

9 99 sHADOMEWARRKAS • 6 , 9 9  9  99
SHINOBI 9 . 9 9
SHOCK9VAY RIDER 3 . 9 9
SHOOT EM UPCON KIT I 0 . 9 9  13.99
SHORICIRCUIT 2 . 9 9

1
6
.
9
9  
S
I
D
E  
A
R
M
S  
2
.
9
9

9.99 S l i  ENT SERVICE 6 . 9 9  9 .9 9
SILKWORM 6 . 9 9  9 9 9
MLKWORM IV • 6 9 9  9  99

6.99 S NARE  , 9 9  9  99
299 S O O T Y  AND SWEEP 2  99

6.99 SPACIHARRIER 2 . 9 9
6.99 9 .9 9  SPACE HARRIER 2 6 . 9 9  9 .9 9
6.99 9 .9 9  S P Y  HUNTER 2 . 9 9
6 9 9  9 .9 9  S P Y  WI ICTLOVED ME • 8 . 9 9  9 .9 9
2.99 S T A R  WARS TRILOGY 8 . 9 9 1 0  99
7. SO 10.50 S I A T  PAWS 2 . 9 9
6.99 9 . 9 9  S TE ALTH FIGHTER 9 . 9 9 1 3 . 9 9
2.99 S T R I D E R  7 . 5 0  9 9 9
2,99 s T u N  I CAR RACER 6 . 9 9  9 9 9

SUMMER GAMES 2 , 9 9
6.99 9 .9 9  SUPER CYCLE 2 , 9 9
1.99 S U P E R  HANG oN  2 . 9 9
2.99 6 9 9  SUpER SPRINT 2
9 96.99 S U P E R W O N D E R  BOY 7 . 9 9  10,99
79910,99  10.99 TM E OCOINOP S  8 3 9  10.99

TEST DRIVE 2 THE DUEL 6 9 9  9 9 9
6.99 9 9 9  TH A N A TOS  1 . 9 9
2,99 T H E  BIZ 9 . 9 9 1 0 . 9 9
6.99 9 .9 9  I  HE IN CROW D B  99 10 99
7.99 9 .9 9  TH E Y  STOLE A mit LION 6 . 9 9
7.99 9_19 tH U N D E R C A TS  2  99
7_99 9 . 9 9  T K O  2 . 9 9  6 . 9 9
2.99 T O O R I N  6 . 9 9  9 . 9 9
2.99 T O P  CAIN 2 . 9 9
6.99 T R A C K S L ? 1 1  MANAGER 6 . 9 9  9 .9 9
8 ,9 9 1 0 9 9  99 TRANSACT -  BOOKKEEPING 1 . 9 9  1 ,9 9
 2,99 ' T U R B O  ESPRIT 2  99
7.50 9 ,9 9  TU R B OOU TR U N  7  Id)  9 .9 4
2.99 I U S K E R  7  99 10.99
2.99 T V S P O R E S  FOOTBALL 1 3 . 9 9
2.99 U N T O U C H A B L E S  6 . 9 9  9 .9 9
2.99 V E N D E T T A  7 . 9 9  10.99
9.99 1 I  99 W I  sorEAREs wiNS /  2 . 9 9
6.99 9 .9 9  W I L D  STREETS 6 . 9 9  9  99
2
9
9  
W
I
N
G
S  
O
F  
F
U
R
'
Y  
•  
6
9
9  
9
9
9

11.99 W E N  I EFIGAPAt S 2 9 9
6.19 WILB A LL 2 . 9 9
6.99 W O R E  D CLASS L EADERB'D 2 . 9 9

WORLD CUP SOCCER 90 • 6 . 9 9  9 .9 9
WORI D GAMES 2 . 9 9
WORLDSERIESBASEBALI 2  99
VIE AR KC NI; EU 2  5.9

99

6 99
9 3 9
9.99

6.99
6.99 9 9 9
6.99 9  gg
b 99 9  9
,2 99
6 99
6.99
699 9 .9 9
2.99
2.99
9.99 10 9
,
i
1.19
2.99
9 99 13 99
2.99

ttvi 61
11111 D i m

Out No
wFerrari
Formula 1
CBM 64

Cass - E7.50
Disc -  El 0.50

Special Offer

Amiga
1/2meg upgrade

only
£59.99

While stocks last

Amiga
Xenophobe
only E4.99

Limited Offer

Amiga
Music X

only £129.99

Special Offer

Amiga
Flying Shark

only
E9.99

Amiga
Mid-Winter

only
£19.99

%M
P 
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,g1;2 MEG LrPGRAD1
6Ba A I I ACIE SUB 1 1,9

M4OS • 3 4 . 9
ACCOLADE FAVOURITES • 1 9  9

ARCHIPELAGOS 9 .
sLESTERLEEZ I f , .
EIACK TO THE FUTURE 2 •  l b
IF A T •  l b  9
BARBARIAN !PAL) 7  9
BARBARIAN (MY I 7  9
BARDS TALE I  7
BARDS TALE I .  2 Oft 1 l• IN1 BOOR s
BARDS TALE 2 1 7 .
BATMAN TIE  MOVIE 1 6 .
KAI TIE OF BRITAIN • 1 9 .
BATTLECIEESS 1 6 .

BHEAACTILIEEMASVOLITIETR l b .
•

BIONIC 7  9COM M ANDO 1 6 . 9

RI 001) WY CH I f . , Eli EX)OWYCH + DATA DISC 19
KC TODWYCH DATA DISC 9
BOMBER 2 1
BOXING MANAGER I T .
BSS PANE SEYMOUR • 1 6 .
BUDOKAN 1 6 .
CABAL l b .

CASTLE MASTER 1 6  16CAVADAR •
CHASE 11Q l b
COLORADO • 1 6
COM BO RACER • 1 1 .
CONFLICT 4 .
CONQUEROR 1 6

CRACKDOWN 1 3 . 16.
CONTINENTAL CIRCUS

CRAZY CARS 2 1 4

DAN DARE 3 • 1 3I T .
DARK CENTURY 1 6 .
DEL LIRE MUSIC CON kr t 6 9
DELUXE PAINT 1 5 9
DELUXE PHOTOTAB 5 9
DELUXE PRINT 2 5 9 .
DELUXE P RODUCTION 8 9 .
DELUXE VIDEO 3 2 9
DRAGONS BREATH 2 1
DRAGONS OF FLAME 1 6
DRAGONSLAIR I I  MEG) 2 9
ORACATINSLAIR 2 --SINGESCASTLE 2 6
DRAKKEHN
DRUM STUDIO 4
DUNGEON MASTER IMEG I
SDUNGE ON MASTER HINT BOOK 9
DYNAMITE DEBUGGER • l b
DYNASTY WARS •  l b
EAGLES NEST 4
EDITION ONE •  1 6

EELITEYN 1 4M I H U G H E S  1 1
EMLYN HUGHES QUIZ •  1 1
ESCAPE FROM ROBOT MONSTERS 1 3
I I  b COmBAT PROT I S
E29 RETALIATOR l b
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1
9

FALCON MISSION DISC I
FERRARI r oR m U lA  I  I f ,
FINAL BATTLE •  l b

AND BRIMSTONE •  1 3FIRE It,
FLIGHT OF THE INTRUDER •  1 9
R IGH T Sim 2 2
FIT DISC EUROPEAN I
ELT DISC 1APAN 1
FLYING SHARK
FOOTBALL DIRECTOR 2 1
FOOTBALL MANAGER 2 G i n  PACK I
FOOTBALLER OF THE YEAR II 1
ELITE METAL PLANET 1
TUN SCHOOL 2 IS in 81 I

EONSCHOCR. 2 tow., 81 1  2 lorbdeFUN SCHOOE i  61 I
LEFX URE  WARS 1

GA2ZA5
811 
R S 5 ( 5
K E E C
E R 2  
1

CA-ICTST I
GHOSTS AND GOBLINS 1
GHOULS N GHOSTS 3
GOLDEN SHOE •  I
GRAND NATIONAL I
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things. Following
his gnat's-whisker
aul's asteroid he's

Wilk° inadver-

been enjoying a restful kip within
the sleep tank of an escape pod
which currently drifts aimlessly
through the vast emptiness of a
cold, black space. Empty that is
save for a huge junk freighter
which catches sight of Roger's
pod (not a pretty sight) and,
believing it to be space junk,
beams it onboard to let it rust
amid the decaying shells of other
unfortunate machines, Roger
slowly comes to his senses
(difficult for a guy like him) and
leaves the now-defunct pod to
explore this space-age rag and

graphic and trait/optio
Sptionssuch as actiort
tory exist as pull-down

'Everything in The T
Courier works wetland I s
good;graphics are nicely detailed
(although animation is limited)
and screen layout is neat and easy
to read. Unfortunately, gamep-
lay involves trudging through •
Berlin'. in the hope of coming
across an interestin : I • ,  •  r-
tent location: deei , L  A
small icon appears * * F
.  o n
description windo r e
near an accessible u t
don't get excited! Mo. t h e
time you stand in the room
(whether it be a shop or restaur-
ant) like a lemon wondering what
to do next before eventually leav-
ing to look for something more
interesting to do.

There also appear to be only
tee types of person on the

Streets of Berlin: policemen (car-
rying a gun around is a good way

UEST
bone cart in the hope of finding a
way out.

The first thing he finds is a warp
motivator which looks jolly use-
ful but is too heavy to man-
oeuvre. A wider exploration
reveals the head of a giant robot
with one eye missing, an array of
old space ships (including a TIE
Fighter) and a vertical conveyor
belt. Travelling upwards on the
belt is no big deal but getting off
it before it throws you into a
bone-crunching masher is
another matter,

Safely negotiating the masher,
you come across a machine, com-
plete with magnetic grabber,
used to collect junk from the area
from which you've just ascended.
Playing around with this machine
is not only fun but also essential
to your escape,

Eventually - should you sue-

see the inside of one of
cells), drunks and

panhandlers. These characters
become particularly tiresome
when met for the tenth time

Good sound effects enhance
the smart graphics. However,
during the inappropriate title
music I fully expected to see a
clown dance across the other-
wise-atmospheric screen - I was
disappointed when it didn't,

If exploring Berlin, talking to
drunks and visitingevery accessi-
ble establishment on every street
in an effort to find the isdd clue
sounds like fun to you, well, I rec-
ommend this sleuthing RPCi.
Otherwise forget it, . ‘

ATMOSPHERE
PUZZLE FACTOR
INTERACTION
LASTABILITY
OVERALL

32%
47 Q/o
65%
27%
43%

cessfully avoid being mugged by
the mutant rats - you find a ship
in reasonable condition, repair it
and blast your wayout of the junk
freighter.

During subsequent space
travels you discover that two It
famous programmers have been
captured .and are being forced to
work for the dastardly company,

Scum Soft As you're a hero born
and bred, you can't help but take
up the challenge of rescuing
them_

Employing keys and/or
mouse, you steer a strutting
Roger through a 3-D environ-
ment, using text in uts to get him
to carry t a A s .  Ani-
mation o g e l l  other
characterVis effecti*'consider-
ing the size and complexity of the
game, and'detail in background
and foreground)fraphics is very4

,
7

good. FA are an improvement on
earlier Sierra games (they
couldn't get much worse actu-
ally) and music, when it kjcks in,
is suitably jolly.

At E34.99 it's not everybody
who can afford Sierra (little car
joke there) games, especially
when - without wishing to
brag  m u c h  - it's possible to'
co m p * one in approximately
seven hpurs (give o i k e  a
couple for disk accesilipg): Mak-
ing the cost of playing 503 about
five pounds an hour.

However, even though the
ending is less than enthralling, I
regard it as well worth the buck-

t I t * t i ,  o r
,
w

5otter ttittIA 9-ozt) I m p e r c e p t i D l e  Ha v tn i t
',Fervid Of p lt rf f5e t N x c e ,  i t
,  •  ! o u r c e s .  
t h e
pod  f 2 i l  1411tr1 ,
I 1 '

azoids 'cause it's incredibly
enjoyable to play, and there's
more than one solution, so in a
couple of years you can play it
again, in a different way,

ATMOSPHERE 9 3 %
PUZZLE FACTOR 6 7 %
INTERACTION
LASTABILITY 5 6 ' Y °
OVERALL 8 2 %

9  1 ( y
e tot
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MUSIC
SELECT
SYSTEM 2
(Apex) SIDE A/B
If you've got on down to the sonic
accompaniment of Cyberdyne War-
rior and Retrograde you'll be pleased
tohear that on this very Megatape you
can get on down to a stile( eon of all.
new Apex muzak! to load it up insert
the rewound tape in the C2N cassette
deck Hold down SHII-I and press
RUN/STOP and follow the on screen
prompt by pressing PLAY on the C2 N
In no time at all the marvellous Music
Mix will have loaded and you ran
press the relevant number on the
keyboard to listen to each tune and
RUNATOP to stop the current tune.
lam Hot!

2  / 3  M I  z z A t e t  J I J
l . J E

DOMINION
(Thalamus)
Picture a colony in the far reaches of
space, a huge colony hewn out of
rock on the populated world known
as Lamina_ Dominion is set in a series
of corridors descending int o t he
planet. At its heart lies a radioactive
hell s pewing o u t  death-dealing
energy to the surface. A construction
team is busy trying to build a defence
and needs the ore badly. Starling in
the top levels of the station you're
charged with the task of  venturing
deeper and deeper Into the planet,
finding o r e  f o r  t he construct ion
crews.

Unfortunately, a passing alien fleet
has decided to enter Lamina's cor-
ridors, eager for radiation to power
their ships. They do not look happily
on attempts to cut-off the radiation.
The battle to calm the escape of the
radioactive gases is never-ending,
but if you reach the 20th rank you'll
die the most honoured of  heroes.
After all, who said life was fair?

TH E GA M E
You are in command of the Domin-
ion, a single seat craft initially armed
with a  plasma laser, and a tractor
beam for capturing alien defences.
The objective is to penetrate the sta-
toon's twisting corridors while deliv-
ering ore to the radiation shield con-
struction t eams .  Radiat ion c on -
stantly erodes your cargo so reach-
ing the trading posts quickly is vital.
But hitt ing the sides of  the tunnel
costs energy. When you arrive at the
trading post the three types of  ore
can be traded for add-on systems.
HELD displays the ore in the shiphod.

All ports have a reasonable supply
of ores, although market prices vary
considerably. Us e the joystick t o
select an option then hit B or S to
buy/sell. Use left/right to move along
the four quantity digits, using the
number keys to change the digits.
Press RETURN to transact.

The overall trading strategy is to
make sure that  you always have
some Ore C. as this is attacked first
by radiation before Ore 8, and finally
the valuable Ore A You can sell off
Ore B to raise the capital to buy more

OH NO!
(Sensible Software)
THE GA ME
It is l a t e  in history and cows are
quite an important  source of com-
fort for the people of the galaxy. So
much so that rustlers are prepared
to risk life and mult iple limbsto get
their greedy tentacles on them,
Each cow is protected in a sphere
and you pilot  the viciously
beweaponed cattle rangers' craft
Badjak to stop the spheres being
.snatched.

PLAYING •1 HE GA ME
A joystick in port  2 controls the
fighter. Rurestop toggles pause. ti)
quits in pause mode.

All you have to do is protect your
cows through nine levels of eleven
planets.

A or C etc. Try and reach as deep a
level as possible and you can sell Ore
A at very high pnces. Trading posts
can also repair any ship damage.

A D D -ON  SYSTEMS
Boosters: these can be hired for one
tunnel at a time. They convert power
from your guns (disabling then)) into
speed, s o enabling fast  progress
through the most radioactive tunnels
-  thus minimising ore damage. A
licence mus t  fi rst  b e  purchased,
(select the option then Y to transact),
For each tunnel, a  hire charge is

• levied: Y to transact.
Out-Phase Gun: A far more power-
ful main gun, will allow you to scythe
through opposition. Again Y to trans-
act.

It's all very well moving around the
uppermost level but to get the BIG
points and rise through the ranks you
need to go down a few levels and risk
the higher, faster ore-eating radia-
tion. To go down a level you need to
get a lift pass by using the tractor
beam on one of  the common black
alien craft. To tractor-beam it let it fly
in front of  the Dominion (using the
blue scanner running across t he
status panel to locate them), move
behind it  so that the TARGET Ind
cator lights up yellow and use thetractor beam on it. The alien is drawn
to the craft and when you reach the
trading post it  can exchanged for
transportation down a level. A Brown
Lepton ship will give you a vital cargo
shield it you shoot it once to disable
it before tractor-beaming i t  and
returning it to the trading post.

The alien opposit ion comes  in
many forms ,  get t ing part icularly
nasty the deeper you go together
with higher radiation. Aliens start
shooting back, some try to ram you.
others merely pester and some even
set up mines complete with guards
to drain your engine-power as you
go by. (Use the two throttle controls
to trim the engine performance if one
malfunctions).

Watch that  t he radiat ion count
doesn't start to affect the transmis-
sion of  visual data with the screen

The rustlers start f rom the sides
of the play area, work their way to
the nearest cow, then they pick it
up and take it to the edge of the
play area, where it gets eaten.
Sometimes one or two creatures
will enter the area, the arrival of
which will be hailed by the score
panel flashing. The first of these is
a te I epo rter, which will hyperspace
you a bit if it hitsyou, and the other
is a machine which will deposit
another cow if you shoot it. Other
aliens whiz around and bother you
and some even reproduce. Thank
heavens for your boomerang

tie part of Ma software may be come traminettee
in any form, or by any means hired Dtturt, without
the tottPtinG perMiSSitlit of Sensible Software.INO

darkening or lightening as the sen-
sors receive radioactive damage.
this happens stop everything and
change the Video output level t o
rectify the situation.

Your gaining a rank is based on
how efficiently you trade, the number
of wall collisions, t he number of
shots fired, the number of shots that
hit/miss and more Can you reach the
20th rank?

J OYSTIC K
C ON TR OLS

Left/Right -  Left/Right (Logical
enough)

Up/Down -  Dive/Climb
Fire -  Fires plasma gun (it

• RANGE' indicator is
high)
-  Ac t ivate t rac t or
beam ( i f  ' RANGE'
indicator is low)
— Double click of fire
button and then held
down wi t h  u p  and
down ac c elerat es /
decelerates t h e
Dominionet 40'

Funct i on Key Contr ol s

Fl -  Adjusts t he firing/tractor
beam range
(F1 raises slider -  Shift & Fl
lowers s lider) (Bot tom o f
slider =  max imum t eet er
beam range) (Top of slider =
maximum gun range)

F3 -  Adjusts the Video output
level
(F3 raises level -  Shift & Ft
lowers level)

F5/F7 -  Controls throttle for left and
right engines.
(55 raises left engine speed -
Shift & FS lowers el
(F7 raises right engine speed
- Shift & F7 lowers it)

Extra Keys 11110
,Space Bar Launc h  the Dominion

from the trac ing post
Shift & Run-Stop - Abort the game
CRE DI TS
Garlic concept. demur and ceogramming - Pearl 0'
Wiley
Sound M a rt in  Walker

UnauttlOttged COpyirtg, hinng. lending, public per-
formance and broadcasang of this pme are
unquesttonably prohibited tO 1190 Theseus.

ZZAP! MEGATAPE 7 ©  1990

If your amaz ing ZZAP!
Megat ape proves to be faulty,
have no fear. Just  bung it in a
jiffy bag and send it to The
Young Doctors, ZZAP! Tape
Clinic, News field. The Case
Mills, Temeside, Ludlow,
Shropshire SYS 1,1W, We' l l
look  af ter it well,  and send you
a fully fit replacement '

FOREIGN LiaPPEI151
Due to export distribution methods
we have been unable to p p  t h e
amazing Megatape 7 with this issue,
however for the measly sum of
E .99 ISterfing UK, Inc p&p), we can
send the tape to you direct by super-
fast air mail Cheques should be
made payable to Newsfield Limited
and sent to Export Megatape 7
Dept, Newsfield Ltd, Ludlow, Shrop-
shire SYS I J W United Kingdom.



Monty's escapades have given him an island in the
sun and more money than even a moleannaire

could ever spend. Chosen by aliens to
vanquish the Five Guardians Monty

is now given Superpowers.
Follow his latest

adventures
as he
threatens
to destroy
all, including
himself.

Available on:
CBM AMIGA,

ATARI ST,
ANI STRAD

CBM 64/128
SPECTRUM
Cassette & Disk

All mail order enquiries to: Gremlin Graphics Software Ltd.,
Alpha House, 10 Carver Street, Sheffield S I 4F5.. Telephone:107421753423,
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k e d  for ill  Wh a t 's  e ,  to ma k e  u
fo r l o s t  t i m e  w e ' r e  •  l y in g  y o u  n
one, b u t  t w o  p e rs o n a l  a c c o u n t s  •
T h a la mu s 's  la t es t  b lo ckb u ster.  Co v -
e ri n g  a l l  aspects of  the g a me  a re
R o w l a n d  b ro th ers .  T h e y  m a y  n o t i e

amo u s as the B i t ma p  Bros y e t  -
t  a t
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l e a
s t  
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' r
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w i t h  J o h n  h a n d l i n g  t h e  p ro g ra t n -
mi n g  w l O t e  S t e v e  p r o v i d e s  t h e
graphics. C o l l e c t i v e l y  k n o w n  a s
A p e x  S o f t w a r e  t h e y  m a d e  t h e
d eb u t  w i t h  t h e  S i z z l i n g  Re t ro g ra d
w h i l e  t h e i r  p r e v i o u s l y  w r i t t e
C y b e r d y n e  W a r r i o r  ad d ed  s p a r k l e
t h e  r e c e n t  F o u r t h  D i m e n s i o n  c o m p
lat ion .  F o r the n e x t  f e w  mo n th s  the
p ro mis e  t o  d i v u l g e  a l l  t h e  s o
deta i ls  o f  t h e i r  p r i v a t e  l i v e s ,  t h e
d e v e l o p me n t  of local fast-food estab-
l ish men t s ,  a n d  m a y b e  e v e n  s o me -
t h in g  o n  t h e i r  l a t e s t  p ro jec t :  C r e a -
t u r e s

-5.

Having spoken to Rob Hogg at
ZZAPI  this afternoon (April 4th)
and agreemg to do a diary of our
current project, we now deeply
regret getting up this morning
(hold on -  we deeply regret get-
ting up every morning) as we
realise that we have to take note
of most decisions and dis-
coveries made to the game

Unlike the previous four
diaries (Andrew Braybrook -
Paradroid. Jeff Minter -

M i  3  0  111. Z Z A P I  JILOPAIE

Alpha. Andrew Btaybrook --
Morpheus and Martin Walker -
Citadel) this one doesn't pick up
a game from conception as we
are about a third of the way
through it already. But don't
worry as in this instalment we
will be summarising the last few
months work, taking you from
the creation of the game to its
current stage in development.

Incidentally the game is called
Creatures, which is a bbr e v i a -

tion of 'Clyde Radcliffe gxternu-
nates All The Unfriendly, Repul -
sive, Earth-ridden Slime  (or
something like that anyway).

In contrast to our last game
Retrograde (you may of heard of
It, well then again. ) .  Crea-
tures is not an 'all Out -  shoot
anything that moves -  serious
shoot-'em-up*. By the time we
had colnpleted production on
Retrograde we were sick to
death of alien-bashing, Crea-
tures is a 'cute' game - with
friendly, furry, fluffy little ani-
mals not butch. laser-firing'
aliens from Outer space.

Anyway.  let's get on wi th tel-
ling you how the game got to the
stage (or should that be state) it
is today

SOMETIME AT
THE BEGINNING
OF JANUARY
JOHN: I now have three differ-
ent horizontal scrolling methods
to choose from, including one
which has 'true parallax' (like
Hawkeye but with a moving
background. wowl).  The first
takes too much memory, the sec-
ond uses too much computer
horsepower but the third little
piggy went wee wee wee all the
way home! (No -  stop, the men
m white coats are coming). What
I meant to say was the third
scrolls 304 x 192 pixels at speeds
of 0.5 to 8 pixels a 50th (of a sec-
ond) wi th colour scroll on every
character. Perfect! So naturally
we'll make it a flick screen game
instead (just kidding),

STEVE: Been sketching loads of
ideas for the graphics on the first
level and have since been
recreating them on-screen
(which look totally different to
my original drawings) I  also
designed the main character of
the game and named him Clyde
(and why not?).

Talked to John about chang-
ing his control mode (Clyde, not
John) m different environments
(eg swimming when in water.
sluing on snowy mountains etc),
After John picked himself up off
the floor in hysterics the answer
was a big 'NOWAY' but I'll keep
bugging him about it

LATER IN
JANUARY

CZ. 'C.,1q1
-
.))?

JOHN: Having finally refined
the scrolling routine and
uploaded some graphics we still
think there is not enough colour
on the screen_ So, in wi th some
trusty colour splits (as m Cyber-
dyne and Retrograde) which
make the graphics look awfully
pretty (pretty awful).

It's now time to knock up the
movement of our fluffy fuzzy. We
hate games which have slow,
cumbersome control modes so
we try to make ours as playable
as possible. I 've been thinkmg
about changing his control as he
goes through the game (as Steve
suggested) and have decided
that it's not that bad after all.
Now when Clyde falls into water
he gams a diving helmet (com-
plete with bubbles) and a
limited supply of oxygen. Steve
is so much happier.

STEVE: I have some good news
and some bad news The  bad
news is our local Wimpy (In
Chelmsford) is closing down,
but the good news is that it's
reopening as a (drum roll)
BurgerKing (yum-yum t he  best
burgers about). Back to the not-
so-important news about Crea-
tures. Finished the level
graphics and want to do a map
so all I need is a map editor (hint.
hint John). Started working on
the first piece of in-game music
wi th some pretty decent results
considermg m  one voice
(with two voices for SFX).

Started the second level
graphics which ale designed
wi th a light blue background col-
our, not black as with the previ-
ous level Thi s looks colourful
and gives a rather tasty effect of
daytime. This then gave us the
idea that the levels could alter-
nate between night and day.

THE BEGINNING
OF FEBRUARY
JOHN: Took a break from the in-
game routines and started the
'Get Ready' attract sequence.
Instead of just the standard Get
Ready most games have (yawn)

V The map screen for the first level, one of the many attractive
presentation screens which Apex excel at.
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AFaceless and dumb the shopkeeper still needs plenty of work.

I threw in a scrolling level map
for good measure. So now you
can get a sneak look at what's
ahead (aren't you lucky?). I also
put the 'music on/off option here
instead of the title screen.
enabling you to change the
sound parameters during the
game.

In preparation for a demo of
Creatures I spent a couple of
hours putting together a neat lit-
tle front-end screen. From here
you go to 'Get Ready and then
to the game itself, giving a good
feeling of how the final game will
gel together.

STEVE: I  had to create a map of
level two for the demo which
meant me staymg up all night
working (b0000rming).  I also
discovered a new way of design-
ing graphics -  with my eyes shut
(John prefers them that way).

Instead of the standard single
character alphabet, we added a
larger size (2 x 2) as we did in.
Retrograde. John uploaded this
and put it onto the title screen.

ABOUT THE
MIDDLE OF
FEBRUARY
JOHN: I 've written a little map
editor for Stevie so he can create
a scrolling level out of his
graphIcal  always seem to spend
a lot of time writing editors. For
Retrograde I wrote seven or
eight. ranging from sprite
editors to nerve-centre editors
(what a BIG waste of time).

We finally found some poor
mug to sign up our game, men-
tioning no names (Dave 'GTE
16V' Birch) on behalf of some
software company called.
erm t i f  I -  Thal amus -
that's it. (Don't know if you've
heard of them-cos we haven't)
Oh, by the way, some mega
important news: Burger King
opens soon.

STEVE: Completed the Get
Ready music today which suits
the part quite well. A lot of my
music is influenced by (copied
from) the style of music we listen
to. This isn't the usual ' hippy-
image' Pink Floyd type music
(not that there's anything wrong
wi th that (Jeff)) but is closer to
House/Dance music, which is a
good thing as half our lives are
spent in nightclubs (The Dukes
Experience (Chelmsford). TOTS
and Mr Be (Southend), Hippod-
rome (Colchester) etc).

Started researching Into 'cute'
aliens which unfortunately
meant both of us going to South-
end-on-Sea and playing arcade
games all day (it's a hard life -
but somebody's got to do it).

V  Yeah! John finally gets Clyde his snaffling gear!

Spent a lot of time (and doh)
playing cute games such as Mr
Wardner, Gataga TS  New Zea-
land Story etc We  also enjoyed
playing Airbusters and Megab--
last (both horizontal shoot-'em-
ups)

MARCH HAS
ARRIVED
JOHN:Ti me to get aliens bounc-
ing around the screen. We had
to work out the approximate
number of aliens which will be
needed on-screen (off-screen
ones won't be much good). The
magic number we came up with
was 15, plus the player sprites
and bullets, plus the status
sprites amounting to some-
where in the region of 26 (which
I think I can handle)

It's here at last, Burger King is
open I No more trips to Southend
and Leicester Square. So Steve.
Darren (our chief playtester for
Retrograde) and myself now
have a table permanently
reserved there.

Dave '..11-13' Birch came over
from Reading (the location of
Thalamus HO) together with
John Wildsmith, who has the job
of converting Creatures to the
other 8-bit computers. The main
reason for the visit was because
Dave wanted our autographs
(on the bottom of some con-
tracts). But, the most important
part of the day was the 'aU
expenses paid' lunch in (you
guessed it) Burger King.

S'rEVE: It's time we had a new
SFX editor so Rob 'squidgy'
came out of retirement and
accepted the task. A week or ten
later we had a copy in our hands
and will now use this in the
game.

Yesterday I was doing the title
music on the C128, which was
being blasted from six speakers
around the office, when sud-
denly half of them cut out. Being
technically minded I grabbed a
handful  of cables from behind
the amplifier and gave them a
yank. This, however, was not a
good idea as one explosion later
we needed a new roof, some
fresh underwear rind a new
sound chip. Today saw the C128
in bits and the insertion of its
thud SID chip

MARCH'S
MIDDLE
MEMOIRS
JOHN: The aliens are coming
(scream, shriek - run for your
lives)! I now have all the enemy
sprites moving and animating
Not only do their images ani-
mate but so do then colours
(making for a pretty colourful
screen). We've decided to make
the aliens do more than just die
when hit_ We want some of them
to react somehow -  maybe
mutate into other aliens or
something (I'll have to think
about this -yes, Ido thmk every
now and then).

We now know how each level
is going to be structured. We're
going to split the horizontal
landscape into two, and insert a
'shop' in between (oh my God,
they've gone and put another
shop O n  completion of the
second half of the level Clyde
will go into a 'Torture Chamber'
where hel l  see one of his mates
about to die (something grue-
some, like being tied to a con-
veyor-belt approaching a circu-
lar saw). If Clyde saves his friend
he will again go into the 'shop'
to upgrade for the next level

So as you can see (unless
you're blind - in which case how
are you reading the?), each level
is going to be quite large. We're
aiming at five or six levels for the
game, it's really a matter of how
many we can fit on the disk (with
Retrograde we couldn't fit all the
levels in the standard space
allowed, so we had to equesze
data in areas not normally used)

STEVE: We've come up with a
system to upgrade your fire-
power. Throughout the level
Clyde must collect 'magic potion
creatures' which will be taken to
the 'shop'. The  will be in the
form of a witch's hut. In here is a
foul, ugly, grotesque witch who
will, when given creatures. mix
magic potions for you. There will
be a selection of potions availa-
ble all needing different inure.
clients.

Drinking a potion will not
change his current weapon but
will add it to the weapons availa-
ble during the game. This means
that all the weapone you ever
get can be chosen d u r
i n g  t h egame at a flick of the joystick.

Whilst glancing through the
latest issue of Playboy (courtesy
of playtester Darren - who
prints it!) I changed my mind
about the appearance of the
witch. Instead of making her
foul, ugly and grotesque (like
John), she's going to be a 36-24
36 centrefold (unfortunately
clothed

Well there you have a, the end
of March is approaching and so
is the end of this instalment. Join
us next month when we'll be
giving you a report on Burger
King. The Dukes Experience
and, space permitting. Crea-
tures.
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Ravel through caves, miles, MIAS and forests until eventually reaching
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Aarghh! Life in the Stalag is beginning to take its toll.
Endless cups of bleach from the Scorelord's vending
machine have turned my hair snow white. Mind you,
the team's underwear has never been so dean! But
with nobody sending me a file, or even a fruit cake, I
haven't yet  been able to  make my escape. Mean-
while. Phil and Robin tried to stage a rooftop protest
but they're both scared o f  heights so the nearest
they got was standing on a coffee table, throwing afew coasters onto the floor.

My only comfort in these darkest days is your let-
ters, and this month there have been both some very
interesting entertaining Ones. I  w o n d er i f  t h ey
include so m e coded escape messages f ro m  m yfriends on the outside •  •

Aliso

SPECTACULAR SPECCYM
Dear Lloyd

I'm going to shoot somebody somewhere sometime. Firstly,
Spectrums. There are about THREE 'Spectrum only' magazines:
CRASH, Your Sinclair, a nd Sinclair User. And how manymagazines cater for the 64 Only — NONE!

There is Only magazine that is any good for the C64 and that's
YOU! But your price has gone up and you'll soon no doubt be be
an Amiga-only magazine. C1.50 — AAARGGHHH!!!

Oh, by the way, look at the Spectrum mags: demos galore!
Two cassettes stuck to the front sometimes! Chase HQ, Double
Dragon II
, 
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Where are our demo cassettes? Last time I saw a C64 tape
stuck to ZZAP! was well over 7 months ago!!! C'mon M P !  No
wonder Speccies are more popular.. .
Matthew Robinson. Gordington, Bedford

There's a brill Mega tape on the front of this issue (unless some
unscrupulous person has nicked it!). And there'll be more to
come since we'll always cover the C64, there's no way we're
switching to Amiga-only as long as there's C64 games for us to
review. As for Spectrum mags, the grass is always greener on
the other side. But haven't you ever seen Spectrum graphics?:surely nothing to be jealous about!IVI

NOT-SO-COOL AMIGA
Dear Lloyd
I am a moaner. I never considered myself as such, but the more
I read the Rrap section, the more I have to accept this as a fact.
It's because I'm a 64 owner, you see, and I just happen to think
that the  world would be  a  profoundly better place if ZZAP!
remained faithful to the 64. Not the most radical of opinions, I
would have thought, but recent developments on the magazine
scene would appear to belie this: one of the few remaining Com-
modore mags has finally had the honesty to remove '64' from its
title. No longer will 84 owners rashly spend El .50 only to find that
some peoples' definition of 64 coverage is one monochrome
review and a map of Jet Set Willy.

Since I am to be called a moaner, I would have my moan: I'm
a tad peeved at Amiga owners writing in and telling 64 owners
to 'stop living in the past' and to not 'get in the way of progress'.
After giving it a little thought, however, I began to understand,
and so developed the following theory:

Imagine the scene: after flogging their 64, the nouveau-Amiga
owner sits in front of his/her new purchase, £400 out of pocket
and desperately excited. Then they slot in the Wiz/Jai/disk which
they got free with the starter pack and, after two minutes of play,
doubt sets in. It looks awfully nice, but, let's be honest, it has the
playability of a medium sized sofa. The sudden realisation of this
brings on an attack of Captain Paranoia. 'Oh God, What'll I do?'
thinks the Amiga owner, and then decides to go to his friendly
neighbourhood newsagents to size up the magazine support:
oodles and oodles of Amiga mags, bursting with free disks. And
then w h a t ' s  that???!! a 64 magazine that's got more cover-
age of an archaic abacus than of the holy, God-like Amiga!!
Panic ensues and then a barrage of anti-64 letters. It eventually
wears off, and these fascist tendencies are suppressed.

Let's be honest, these people are a bit rude, trying to dictate
the subject matter of M P !  If I bought a brand-spanking new
lanussi fridge-freezer with a special drinks dispenser, I would
not subsequently write to 'What Hi-Fr and demand coverage of
said fridge-freeaer. I would not expect a page devoted entirely
to tips on the secrets of home freezipg. I would not send bundles
of letters telling Sony owners to stop living in the past, Zanussi
fridge-freezers are the way forward.

For a start, people who say that the Amiga will phase out the
84 must be living in a special intellect-free-zone. Comparisons
with the Spectrum phasing out the DOM , and the 64 phasing out
the Vic just aren't relevant. The main competitor for the Amiga
is surety the ST. I remember the death of the Z.X81 (I was a ZX81
owner at the time, and I feel no shame admitting it). The reason
for its demise was due to its proximity in price range to the
Spectrum. People would much rather have paid E100 for a

Speccy than £60 for an '81 with a poxy ram-pack. The survival of
home computers is dependent upon it finding its niche in the
market. The Atari 2600 video game console is still available after
all these years, because it has always been competitively priced.
The price of the Amiga, like the computer itself, is in a different
class to the 64. Of course, I'm sure most of us 64 owners would
love an Amiga, resplendent in its 18 bittiness, but we can't afford
one, so I think we'll happily make do. Personally, I  enjoy the
Amiga coverage in ZZAPt, and I think the balance of coverage is
a fair one. I can't see ZZAPI abandoning the 64 in the foreseeable
future, so Amiga owners will just have to put up with ZZAP!'s
limited coverage, and the three hundred Amiga-only magazines
undoubtedly available.

Another point I'd like to make is about the classified-ads in
ZZAPI The prices are a bit on the steep side, aren't they? I realise
that the price people put on their second-hand machines is
nothing to do with the magazine, but I think it is an issue worth
raising. In any given issue you can usually find several ads that
read like this:

'C64 for sale, with disk drive, 2 joysticks, C2N (important and excit-
ing initials which mean "tape recorder"), and software to a value of
such enormity that the national debt of Brazil looks like an orphan's
pocket money in comparison. Special price £400 (wot a bargain!!!)
(Amigas accepted)'

It's obvious that these people want to trade-up to an Amiga,
but must they be so unrealistic? A set up like this is worth a lot,
but for the same money you can buy a computer that's twice as
powerful and already contains such luxuries as a disk drive. So
what I'm asking for really, is for 64 owners to be a little more
realistic and for Amiga owners to die of some horrible skin
disease.
Steve Williams, Liverpool L..16 3BN.

Anybody want to buy an old Hermes typewriter, with keys, ribbon
(well, an old tattered one), and £10,000,000 worth (by my
reckoning, anyway) of special autographed Lloyd Man gram
paper (recycled from old bags)? Only £5,000 the sot It's a
bargain!
LM
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WHERE THE F-29 IS IT?
Dear Lloyd

I wonder if you could clear up a small mystery for me? In the April
issue of ZZAPI (which '
P u r c h a s e d  
i n  m i d
-
M a r c h ) ,  
F - 2
9  
R e t a l
i a t o r

was at number three in the Amiga top ten games chart. However,
every games dealer I have visited, including the large Virgin
Games Centre on Oxford St. in London, say that F-29 has still not
been released on sale yet. In view of this, how has the game
appeared in the charts at all? Gary Chapman, Kent, ME5 OBD

This has caused a fair bit of controversy, with one not particu-
larly bright dealer phoning up to accuse us of rigging The charts
when we printed The first of the new charts - which clearly stated
that they represented the reviewers' personal opinions, since
no reader chart entries were coming in then. Since then readers'
charts have been pouring in, all painstaking inputted by Robin to
make sure they're completely accurate Yet while we've played
F-29, I don't see how the readers could have Some of the votes,
I'm sure, come from C64 owners while others are coming from
Amiga owners, drooling over the most impressive piece of soft-
ware we've seen for it. Indeed F-29 has already won one foreign
awan:1 as best flight sim. One thing's for certain i t can't be
delayed much longer, the new Amiga pack includes it and I can'tsee Ocean holding that go!

Iho••••
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WHO WANTS TO LIVE FOREVER?
Dear Lloyd
Infinite life pokes are so boring. I appreciate the fact that most people
(including myself) need help to finish certain games, but infinite lives
is way over the top; it's just handing you the game on a plate. The
thrill of seeing a previously 'impossible to get to' level is marred by
the fact that you didn't earn it. The rush of adrenalin is replaced with
a matter of fact 'oh that's what the last level looks like, is it?' and
another game is discarded never to be played again.

If the usual three lives were doubled (or even trebled for the harder
games) that would be enough to finish most of them, and still keep
the urgency not to lose a life at all costs in it. Infinite lives are a total
cop-out.

So come on all you clever dicks who write these pokes, give us our
mortality back! Of course if the games were easier in the first
place.. . .
Mick Hopewell, Nottingham N05 8BE
PS. RIP CU. Long live 77AP!

Robin reckons that by changing the poked value you can get various
numbers of lives. Something like that, anyway - it's all gibberish tome!
LM QUALITY COUNTS

• QUESTION 11111E
Dear Lloyd

First I woukl like to say that ZZAPI is brill. And now, wait for it,I've got a few questions for you.

1. When are Ocean going to change that awful loading music
that they always have on cassette version? It's driving me bon-
kenL

2. My friend has got an Atari 65XE, and he can't get any decentsoftware for his machimi. Why is this?

3. When is Hard Drivin'going to be relea-sed for the C64? - all the
Other computer versions were released ages ago.
4. What's happeried to the tips line, everytime I  ring I get thebeast from old Ludlow town-

& Where is Ludlow anyway? - I've never heard of ittKeep up the good work.
Phil Jones, Oldham, 014 2PS.

1. Soon, I  ffdPe. With so many successful games that music isgetting a bit overly familiar.

2. A tough question really, since the XE is the console version of
the XL computer, which could well be the best of the original
8-bit machines. Its VataiOn of Dropzone was superlative. Yet
neither console nor computer enjoy anything like the software
support of even the Amstrad CPC today, let alone the Spectrum.

The reason lies not with hardware, but with marketing. The
Atari was never really pushed over here, and never made the
breakthrough into the mainstream in the way the C64 did. Only
in the States did the XE/XL achieve success, but even there it
wasn't huge. Probably this failure has much to do with Atari's
severe financial problems in the early Eighties. Whatever the
reason, software houses here never supported i t because
enough people never bought it. It's a sad fact which must haunt
every new manufacturer of hardware, but marketing is at least
as important as hen:Ware. And liming - hitting the market when
there's an opening for your machine - perhaps most important
of all.

3. Hard Drivin' must be one of the toughest games to convert to
C64, and Domes* are certainly taking their time. If they succeedin producing a great game it'll be miracle.
4. It was annOtavOli some months ago that all the hotline num-
bers were being suspended due to the delay in putting them on.
Anyone who desperately wanted the hotlines was asked to write
in supporting them. So far the response hasn't been overwhelm..inill

6  Ludlow is a tiny little town in Shropshire, notable only for
Stalag Newsfield and a race course where Phil periodically Wesall his money.LM

Dear Lloyd
I can still remember the day I picked up Issue 1 of ZZAPI in my
local newsagents and flicked through the pages. It was like a
dream come true, after months of searching I had found the
ultimate C64 games mag, the standard by which all other mags
would be judged.

Thankfully the ZZAP! standards have remained the same, still
full of tab reviews, news, offers and the best tips section in the
world, although it should be much bigger.

Even though I've recently 'upgraded' to an Amiga 500 I'm still
sticking with ZZAP1 Your decision to review Amiga products
only strengthening my decision as there isn't an Amiga mag to
match you on games and tips. How about a coverdisk for the
Amiga users instead of a C64 tape? As to those who moan about
the number of pages, it's quality not quantity that counts. Well
that's all I've got to say except that ZZAP IS HERE TO STAY!!
P. Cheshire. Rotherham, S65 2,10.

Thank you very much, sir. You should be writing trade ads for us!
LM

WHODUNNIT?
I just thought I would write in to tell you how pleased I am that The
Dear Lloyd

Challenge has returned because its brilliant, but is it here to stay?
By the way, who is replacing Stuart Wynne the rather dead Ed?

That reminds me I think I know who killed him, all the clues point to,
wait for it •  ROBIN (I like flight sims) HOGG. Yes, sir, that's the one,

could point him out at 50 yards - probably.
Oh yeah, have you got any tips for Psygnosis's brilliant game

Blood Money on the Amiga which work because the one where you
pause it. press help, then press a n d  2 on the keypad for more
money and lives doesn't work.
Sam McKinley, Surrey, 1(122 9EJ

According to PaygnOSiS there aren't any cheats whatsoever for the
brilliant Blood Money. This might bee fib to avoid us pressuring them
into divulging it, but pmbably not. A pity because it's almost as hard.
as it's wonderful, particularly on level four. C64 owners can look'
forward to a conversion soonish.

As fo r the Ed, police still believe the one-legged Albanian is
responsible for the murder attempt and are making sure he confes-
ses at this very moment. Mother suspect, namely the Scorelord, has
been cleared as (1) all the evidence points to him, (2) he's got dip-
lomatic immunity as an alien, and (3) a spaceship with very powetful
disrupter guns.
LM
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THE RACING GAME

CIA 6526 L 1 2.99 ROM 901227-03 E8.99
MPU 6510 E9.99 ROM 901225-01 E7.99
PLA 906114-01 E9.99 SOUND 6581 E16.99
ROM 901226-01 E12.99 RAM 4164 E2.99

THE SUCCESSFUL SPECTRUM GAME
NOW AVAILABLE ON COMMODORE 64/128

AN EXCITING GAME DESIGNED FOR THE HORSE
RACING ENTHUSIAST.
MANAGE 15 HORSES TO WIN GROUP, GRADED
AND OPEN RACES. SEASON INCLUDES:
THE DERBY 1000/2000 GUINEAS-
THE OAKS -  THE ST. LEDGER.
FORM, FITNESS, GOING, DISTANCE, ALL EFFECT
RESULTS. TRAIN YOUR HORSES. FULL SEASON
OF 80 RACES OR QUICK GAME OPTION. GIVE THE
RIDING INSTRUCTIONS TO YOUR JOCKEY. SEE
YOUR SEASONS RESULTS AND FINANCIAL
STANDING.
FULL BETTING MARKET, PRE RACE REPORTS,
STEWARDS ENQUIRIES, RENAME
HORSES, RACES OVER 5F TO
2
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CHEER HOME YOUR HORSE
COMMODORE TAPE £7.95
COMMODORE DISK £8.95
SPECTRUM TAPE £7.95
AVAILABLE BY MAIL ORDER ONLY
SEND CHEDIJE
,
P.O. T O :

TANG LEWOOD SOFTWARE DEPZ2
157 WARWICK ROAD

RAYLEIGH
ESSEX SS6 8SG
Proprietor: J MOSS

A T  L A S T!

COMMODORE I/C SPARES
AT DI SCOUNT PRICES

For  C64, C16, +4,  C128 and Amiga

C64 USER PORT RE-SET SWITCHES E5.99
MICRO MATE REPAIRABLE C64 POWER SUPPLY UNITS. SUPERB QUALITY

WERE E29.99 NOW E24.99
C64, .C16, +4,  SERVICE MANUALS E19.90

All prices include post &packing, handling and V A T
-
s e n d  y o u r f a u l t y  
c o m p u t e r

and P.S.LL for estimate and repair from E9.99 + parts + carriage + VAT.
SEND CHEQUE/P.O.  A C C E S S / V I S A  CARDS WELCOME

ELECTRONIC SERVICES
176 VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOL, FY5 5NE

Tel. (0253) 822708

SILVER WING SOFTWARE
FOR CBM 64 PUBLIC DOMAIN

We have the best and latest quality demos, utilities and
games available on Tape or Disk, at only 12.00 each.

INCLUDES:-
*  P o p  demos *  Graphics/Animation
*  Mus ic  composers *  D e m o  makers

Digi-pics and music *  G raphic  editors
+ many more

Send SAE to: SILVER WING SOFTWARE
185 Callowbrook Lane, Rubery,

Birmingham B45 9TG.
for new list

Video digitiser wanted, contact above address
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E1.00
PercyFizz
Motos
?Arne Patrol
Looney Balloons
Mad Doctor
Gryoseope
Ceaser The Cat
Spelunker
ProdigyFnclave
Herberts Dummy Run
Space Tunnel
Star Quake
Zenith
lava Jim
Black Hawk
SturpyRiver Rescue
Realm
Code Hunter
Hocus Focus
Thunderforce
Pirate Base
Spirates'Snowmen
Sorcery
Swamp Fever
Zyto
Gauntlet Deep DungeonsRollaround
Rainbow Dragon
Buffalo Round UpPandora's Box
Ciphoid 9Frantic Freddie
E1.50
Space Doubt
Rescue on Fractalus
Wilknv Pattern
Chimera
Blade Runner
Saracen
Mission Genocide
Fighfing lArarriorBosconian 87
TalladegaStarion
Master of the LampsOutlaws
Amazon Woman
ATV Simulator

SPECIAL OFFERS
Operation Wolf   C 1 4 „ 9 9
Tecno Cop   E 8 . 9 9Pacrnania   E 9 , 9 9
Peter Beardsley   E 1 0 . 9 9Blasteroids   E 9 . 9 9
Scorpio   E 7 , 5 0
Strip Poker Di+   E 9 . 9 9
Face Off   E 7 . 5 0
Phantom Fighter   E 9 . 9 9
Highway Hawks   E 9 . 9 9Fast Lane   E 1 2 . 9 9
CARRIER COMMAND E 1 2 , 9 9
Continental Circus   E 1 2 . 9 9
Ghouls & Ghosts   0 6 . 9 9
THUNDERBIRDS   E 9 , 9 9
Winners (4 games)   E 1 9 . 9 9
Sporting_Tnangles   E 1 2 . 9 9Saint & Greavste   0 . 9 9
Predator   E 9 .  99
New Zealand Story   E 1 3 . 9 9

Name  C o m p  Type
Address

Visa/Access/Mastercard /Eurocard
Card No E x p i r y  Dates
Tqla P r i c e
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OP Mffe

CO MMO DO RE 64 SPECIAL OFFERS
Super C-Man
£2.00
On The Tiles
Death or GloryLast Mission
DeceptorQuartet
Sun Star
Hacker II
Psycho SoldierAthena
Filth Quadrant
Bounces
Scary Monsters
Montezuma's RevengeMetrocross
Magnetron
Kinetik
Kaos
Big Deal
£2.50
Lords of Midnight
SupermanPM VVarrior
Matchmaker
Trading GameMini Golf
Que Dex
Never Ending Story
HypaballRed Hawk
Kensington
E2.99
Chuclde Egg
Chuckie Egg U
£3.99
Running Man4 Smash Hits
Bobs Full House
Blasteroids
E4.99
Co Crazy
Patrick Moore Astronomy
Not A Penny More
TV Special (3 games)
B. Clough Football
£9.99
Frank Bruno's Big BoxAMIGA SOFTWARE

E4.99
Ski Simulator
Treasure Island DizzyBMX Simulator
Nitro Boost
Atelier 1990
Little Computer PeopleKikstart II
Motorbike Madness
World Darts
Cybemoid
Joe Blade
Joe Blade
War Machine
Pacland
Pub Pool
Hollywood PokerDrum Studio
Sidewinder II
Roadwars
Kelly X
Afterburner
Mike Reids Pop Quiz

SEND YOUR CHEQUE OR POSTAL ORDER MADE PAYABLE
TO: SPEEDYSOFT INTERNATIONAL

SOMERHELD HOUSE, 296 Warwick Road
Solihull, West Midlands, B92 7AF

CREDIT CARD ORDERS TEL:021 706 2255

• • 1 1 1 • 1 1 1 1 1 • • • •
W
W • • 1 1 •

Post & Packing
Grand Total
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SOFTWARE NOT LOOKING GOOD?
Dear Lloyd
I have recently started programming in machine code and hope
to program games software in the future. Therefore I thought it
might be useful to review all the games I've played and try to find
out what makes the good ones better than the bad ones.

I estimate I have played about 200 games on the Commodore
64 and thinking back, I was shocked to realise that only about
thirty of these provided any lengthy periods of addiction. A lot of
them were fun for a while, but ultimately a waste of money. If this
Is coupled with the fact that I very rarely buy games that score
less than 80 % in 2ZAPII, it becomes apparent that there is some-
thing wrong here. Either I am incredibly fussy, or there is a lot ofworthless software about.

Before everyone immediately decides that I must be incredibly
fussy, I urge you to think back over all the software you may have
bought. Did you play the games because you were addicted to
them or enjoyed them, or was it just to justify the price tag? I find
that if I buy a game I do not enjoy, I'll play it anyway t o  try and
get some value for money.

So, the question I now ask is how is it that games that I do not
enjoy get rated so highly? I believe reviewers are too easily
biased by good presentation, good graphics or good sound. If a

MORE POINTS THAN MAN UTD
Dear Lloyd
Just a few points
1. U.AP! is the best mag in the world! (well, Britain anyway!)
2. Could you tell me who has the licence to Golden Axe, and
when is it due out?
3. Why has the Scorelord started reviewing games?
4. in Issue 56, you said you needed more backup for the cover-
disk. So: WE WANT A
5. Here is something I found that I could do on my computer
today: MI
6. What do you think of the LC-10 colour printer? (don't say
anything horrible about it - I wrote this letter on one.)
7. Could you explain all this business of the Ed 'snuffing it'?
8. Don't give any more excuses about the number of pages in
ZZAPI Just increase them please!!!
9. It's good to see that the ZZAP! challenge has returned! So why
not bring back the diary? I'm sure there are programmers out
there who are more than willing to do one.
10. GOODBYEIIIIIIII
Yours sincerely
Scott Wade, Gosport. Hants.

1. What about the universe?
2. Virgin Mastertronic.
3. 'Cause he wants to (and no-one wants to by and stop him!).
4. Send us a couple of million and we'll think about it.
5. ????
6. Star printers have the highest reputation and the LC-10 is one
of the best low-cost printers around. However, colour printing is
difficult and for best results you'll need something like an ink-jet
printer which consumes incredible amounts of ink!
7. He hasn't, surgeons are still trying to preserve his life but in
the meantime the Scorelord has stepped in. Depending on read-
ers' response News field might cough up for  a  life-support
machine to bring the Ed back.
8. The difficult we achieved last issue, starting a series of brilliant
cover tapes, the  impossible shouldn't take too much longer
(hopefully).
9. We are bringing back the diary. We're in the process of talking
with some programmers. Hopefully, the first instalment is in this
issue.
10. Goodbye!

MI 3  6  Z Z A P I  miNIE 1 990

game is well presented it tends to be given high marks In all
categories. Take Myth for example. A very good game a  bit too
easy to finish - but very good. However some of the ratings were
much toohigh -  even the Maniacs of Noise thought sound was, overrated!

I bought three games over Christmas -  Batman, Myth and
Turbo Out Run. All of these scored over 90% in ZZAP! and yet I
was only satisfied with Myth. The other two I finished within 48
hours and rarely return to. I think Batman must be the most
overrated game ever - 97 % lastability for a game I played for a
week! The only accurate rating was hookability. Turbo Out Run
was spoiled by the impressive presentation. I do not usually
mind multi-load games, but when a game takes longer to load
the intermission screen than it does to load the actual levels Idraw the line.

I was going to list my top ten games for the Commodore 64 but
found that after about six very few actually stood out from the
sea of mediocrity. Therefore I present my top five.
1. Paradroid t h e  best computer game ever.
2. Impossible Mission t h e  second best.
3. Microprose Soccer - the best sports sin.
4. Dropzone
5. The Sentinel

Many people have written to ZZAPI saying they think that 16-
bit games will not be as good as 8-bit games, playability wise. I
believe there will be very good games on 16-bit machines as
soon as programmers learn to put playability before presenta-
tion. Unfortunately with 16-bit power this may take some time.
However if you consider games like Tetris, Thrust, Zenji and
Atron 5000 it would seem this is what makes a good game.

In many reviews the phrase 'The desire to see the next level is
strong' is quoted, and Its preserve usually is conducive to high
marks for hookability, lastability and a high mark overall. All
these marks, therefore, are being awarded mainly due to the
graphics in the game, not the action or gameplay. Is this why
thousands of people buy games, just to see a  screenful of
brightly coloured pixels? Are people spending bucketfuls of
cash just to hear a multi-coloured mega alien go •KABOOM' instereo?

Actually, thinking over the  last tw o sentences, I 've just
changed my answer. Yes I  suppose there are thousands of
people buying games just for the graphics, or just for the sound
or just to say 'Ha! Look, your Spectrum can't do that!' It's quite
sad really. For example -  I wonder how many people will buy
F
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forget it because they don't like Flight Sims. Quite a few I shouldthink.
When you come to think of it, it is a paradoxical situation that

in order to find really good games the best help you could have
is bad presentation, poor graphics and lousy sound. Then all
that would be left would be the game itself and if you'd still play
it then you're playing for the best reason -  the game itseif, not
the effects. Witness Tetris, Thrust, Zenii, Zolyx, Boulderdash,Atron 5000, Hercules etc etc. .  .
Mark Neesan, Rugby, CV23 ODE.

If you think good graphics get in the way, perhaps you'd like to
swap your C64 for a 2X-80 then?! Or how about a Casio cal-
culator, or  maybe even a  Hermes typewriter? However, the
reviewers say they're so worried about being swayed by good
presentation, they're going to try playing games with the monitor
turned off. But seriously, if they were so influenced by amazing
graphics then how come Space Ace (with a 91% graphics rating)
only got 58% overall with comments such as 'this is a classic
case of nice presentation, shame about the game'?!M

Well, I couldn't spot any secret messages amongst
that lot. But wait a minute, what's that? Yes, by com-
pletely rearranging loads o f  let ters yo u  g e t . .
.IMeet  me at the station and Ill give you the negativesfor E2000.• Damn, it's for Robin!

Never mind, if you want to help me escape or just
want to get something off your chest then send your
letters to Prisoner Man gram L. Stalag ZZ4P1, News-
field, The Case Mills, Temeside, Ludlow, ShropshireSVI3 7JW.
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BERT NINJA: What's this Ninja
Spiritthen. some kind o' Japanese
whisky?
BILL FOO YOUNG: No, it's the
great new coin-op conversion by
Activision.
BERT: Eh?
BILL: A computer gammiel
BERT: What's it about, then?
BILL: Well funnily enough, Bert,
iVs about our own profession.
BERT: Oh, Rent-a-ninja?
BILL: Well, not exactly. You see,
this ninja called Tsukikage
BERT: Tsukikage? Funny name
for a ninja.
BILL: m u s t  fight through six
horizontally scrolling lands to
defeat an evil Warlock.
BERT: Sounds fun, why don't  we
ever get exciting missions like
that?
BILL: What? More exciting than
being bouncers at the junior
disco?
BERT: Well, sort of.
BILL: Oh well, we can always play
the computer gammie.
BERT: Good idea. . .

Yes, Activision's !rem coin-op is
just a bit good with the C64 ver-
sion getting a Sizzler last ish,
while the Amiga game gets a very
respectable 80% in this issue.
And what could be more approp-
riate for a prize in this crony.
crushing comp than yet another
hit from the land of the rising
Sony?

Yes, first prize is a superb Sony
midi hi-fi comprising a turntable
for your favourite vinyl, twin
cassette decks with Dolby B noise
reduction, and a 5-band graphic
equaliser plus Surround Sound

HiTi from
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Activision!!
control for the ulimate aural
experience. There's also a 3-band
digital tuner (radio to you and
me) with 12 digital pre-sets so
you can iisten to your hive DJ at
the push of a button: you don't
even need to get up as the unit
comes with full remote control.
And i f you like your music loud
this hi-fi can output an impres-
sive 20W EMS through both 3-
way speakers J u s t  a little tip
here: i f you use maximum vol-
ume make sure you've got your
trusty samurai sword handy to
fend off deafened neighbours!

And there's more T h i r t y
lucky runners-up will get a copy
of Ninja Spirit on C64 or Amiga.

a s wel lasa styl ishblackNi nj a
mug. So what do you have to do
to enter? Slaughter some
Samurai? Nobble nasty ninjaa?
Bump off big Buddhas? No, all
you have to do is answer the three
simple questions

I What  is a shuriken a) a Japanese
lish, b) a Welsh tipster, or c) a
throwing star
2. What is Tsukikage's nickname?
a) Tsk, b) Suki, or c) Robin Hogg
3. Who wrote C64 Ninja Spirit?
a) Robin Hogg, b) Joe Kerr, or
c) Chris Butler

Write you answers plus your
name and address on the back of
an old shuriken (or postcard) and
throw it (into a pillarbox) to
NI PPY N I N A  COMP,  Stalag
ZZAP!,  Newsfield, The Case
Mills, Temeside
• 
L u d l o w ,  
S h r o
p -

shire SYS I I W.
(Usual comp rules apply and

all entries must reach us by June
28 or they're for the chop)

•
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Yes folks, it's that time of year again when
everyone at ZZAP! dons a dinner jacket and
dickie bow and gets completely blotto (while
simultaneously being bored stiff by two-hour
acceptance speeches by the award winners).

This year, the awards ceremony is taking
place in the new lush offices by Ludlow's
completely-gorgeous-and-not-polluted-
except-for-the-stinky-sewage River Teme.
And for the first time there are awards for
both C64 and Amiga machines, making a
total of 28 awards. Yes, lords, ladies, and

\ a l i e n s :  this is going to be one long evening.
So, get the drinks in and welcome your host
for the evening: the 'Mr Nice' of computer

\ magazines, The Scorelord! . . .

BEST GAME OF
THE YEAR

SCORELORD: 'Thankyou, than-
kyou, you can stop clapping
n o w. . .  turn the flippin' tape off,
Hoggyl We'll start with the C64; the
first award is for " Best Game Of The
Year". And the winner is Miss
Basingstoke! w h o o p s ,  wrong
competition. Ah, here we are: in
joint second place are those two
superb Ocean film licences, Bat-
man: The Movie and The Untouch-
ables. And now for the winner
Polling 21% of the votes it's US
Gold's rubber-burning master-
piece, Turbo Out Run, And here to
accept the award is the first lady of
fashion, top PR girlie Danielle
Woodyall.'

DANIELLE: 'Oh I'm absolutely
speechless (the first time ever -
Scorelord). Of course Turbo Out
Run's success wasn't all my own
work; the guys at Probe Software
did help a bit. But, what the hell,
I've never won anything before so
this is going on my mantelpiece. I'd
just like to thank everyone, espe-
cially my hairdresser, my dress
designer, my beauty therapist

SCORELORD; 'Erm, yes
And now for the Amiga award.
There are three games tied for sec-
ond place: Sim City, Stunt Car
Racer, and Xenon 2. But booting
the competition into touch with
17% it's that flippin' footy
game n o  I can't stand it
aaaarrrrgh, it's Anco's Kk k Off
(Hooray!!! -  Phil)'

BEST COIN-OP
CONVERSION

SCORELORD: 'For this award I'll
hand over to my faithful ser-
vant , I  mean colleague, Robin
Hogg.'

ROBIN: 'O000h boyo, !just lov e
coin-ops and 1989 had its fair share
of conversions, most of them excel-
lent. So there were a large number
of nominees for this award. Now
let's see which ones you voted for.
In third place is US Gold's amazing
Capcom conversion, Ghouls 'N'
Ghosts. Taking second spot is Chris
Butler's excellent Power Drift for
Activision. But racing past them
both with a huge 18% of the votes
it's US Gold's Turbo Out Ruhr

DANIELLE; 'I don't knowwhatto
say. I'd just like to thank a few more
people who I missed out last time:
my dentist, my doctor. iny
chiropodist, my chiropractor '

ROBIN: 'You forgot the goldfish
But now the Amiga Award •  I n
third place it's US QOM again with
the superb Strider. Jumping into sec-
ond position is Ocean's New Zea-
land Story. But shooting straight to
the top with an amazing 41% is
Ocean's incredible Operation
Thunderbolt. Yeaaahhh!'

BEST LICENCE
(NOT COIN-OP)

SCORELORD: 'For some reason
this award caused a bit of confu-

sion. Some readers proceeded to
vote for such "not coin-ops" as Op
Wolf (never heard of it), Op Thun-
derbolt (what's that?), Power Drift
(a wonderful "not coin-op" con-
version I. and Afterburner (what is a
coin-op, anyway?ll.

'Among the legitimate nominees
the film licences did best, taking the
first three places. And those Mancu-
nian micromasters, Ocean, have
swept the board. At third place is
that high-tech version of PC Plod,
RoboCop. There was certainly no
corruption involved in The
Untouchables taking second place
(apart from a few drinks!). But even
Eliot Ness couldn't catch the win-
ner: il was the film event of the
year a n d  the game, of course,
is Batman: The Movie, This stunning
conversion perfectly captures the
dark atmosphere of the film and
uses five key scenes from the movie
for its varied levels, A very worthy
winner, capturing no less than 35%
of the votes_ oto

'For the Amiga, guess what
Ocean have swept the board again!
Again there was some voting confu-
sion with Op Thunderbolt getting
7% of the votes - look I know it was
good, hut it does also happen to be
a coin-opl Anyway, for the runners-
up RoboCop swaps places with The
Untouchables to take second. And
again the winner with an astonish-
ing 48% is Batman: The Movie.'

BEST ORIGINAL
GAME

SCORELORD: 'To presV this
award, we have ZZAPI's own origi-
nal "Fatty" Phil King..  '

PHIL; 'Very original! Anyway,
1989 was a good year for original
gameswith three superb ones taking
the top three places in a very tight
contest. Ex-ZZAP! diarist Martin
Walker overcame such hazards as
electrostatic socks to complete his
innovative Citadel which earns a
worthy third place. Just pipping it for
second is System 3's mythological
masterpiece, Myth. But just beating
that for first place is my personal fav-
ourite; with 1;% it's MicroStyle's
Stunt Car Racer by the inimitable
Geoff Crammond.'

'It may have won the "Game Of
The Year" award, but Amiga Kick
Off only manages to score a third
place in the "Original" category -
it's a funny old game. In second
place is EA's absorbing epic, Popul-
ous, And, one of my personal fav-
ourites, the winner is the extraordi-
narily innovative SimCity by French
software house, Infogrames. Here
to receive the award is their " char-
meuse de presse'', Christelle
Gesler

CHRISTELLE: 'Zis is crazy. My
best thinkings for the ZZAP! read-
ers.'

BEST
ADVENTURE

SCORELORD: 'To present the
next award, we have ZZAPI's very
own nutty professor and adventure

readers' awards



readers' awards

expert, Norman Nutz .  '
NORMAN: 'This was another

close category with plenty of games
getting votes, some of which I must
admit I've never played—are Paper-
boy and Wizballsome sort of RPGs?
The voting was so close that there
are four games tied for third place:
Tusker(is that really an adventure?),
Fish (Ken's favourite), Dragon
Wars, and Zak Mckra ken, In sec-
ond place is Level 9's Gnome
Ranger sequel, Ingrid's Back. But
the runaway victor is the spookily
good Scapeghost, again from Level
9, taking 23% of the votes. And
there was me thinking it hadn't a
ghost of a chance.'

'On the Amiga the competition
was also tight with Drakkhen and
Zork Zero tied for third place. In
second spot is Delphine's Future
Wars. But just whippins it for first
place with 14% is Indy: The
Graphic Adventure from lucasfilin/
US Gold.'

DANIELLE: Oh luvvies, darlings.
Thankyou, thankyou all. Now !can
make up for not mentioning my pet
ferret, Nigel. Yes, this award is all
down to Nigel, a true ijer!ius•

BEST
STRATEGY/
RPG GAME

SCORELORD: 'To host this
award well draft in that old warpig,
Commander Robin Hogg.

ROBIN: 'The C64 has always had
more than it's fair share of excellent
wargames and RPGs. And 1989
was a vintage year tor those games
which require more brains than
brawn (perhaps that's why you're
no good at them —Scorelord) so the
competition was very tight indeed.
Sharing third place are Mindscape's
sci-fi epic Space Rogue and
Interplay's Dragon Wars, with US
Gold's AD&D RPG Curse Of The
Azure Bonds taking second. But
with 8% the C64 victor is the excel-
lent Laser Squad from Target
Games.'

'On the Amiga, Infogrames take
both third and second spots with
Drakkhen and SimCity respectively.
First place, though, goes to the stun-
ning Dungeon Master by Fit /  Mir-
rorsoft, taking 18% of the votes.'

BEST GRAPHICS
SCORELORD: 'Although

graphics don't make a game, they
certainly can affect a garne's appeal
— what's the use of battling through
tough levels only to be rewarded by
a splodgy sprite?

'And in yet another close contest.
third place goes to Batman: The
Movie. System 3 earn a meritorious
second with their Sizzling romp
through history, Myth. But winning
yet another award, it's Ocean with
their superbly atmospheric film
licence The Untouchables, polling
15%. '

For the Amiga, Ocean have to
settle for third place with Operation

Thunderbolt. Psygnosis get their
first mention with a second place for
their atmospheric arcade adven-
ture, Shadow Of The Beast_ But with
graphics to match its megablasting
gaineplay, the winner is Mirrorsoft's
Xenon 2 with 19% of the votes.'

BEST SOUND
SCORE LORD: 'To present this

award we wanted someone with a
bit of musical flair, but we had to set-
tle instead for ZZAP! Art Director
and amateur (I emphasise this word)
musician, Markie Kendrick

MARKIE: 'Whew, what a gig!
This is a bigger crowd than a Fused
audience (le more than half a dozen
— Scorelord). I'm just so happy to
accept this award w h a t  d'you
mean it's not for me? Oh well, you
can't win 'em all (you can't win any
— Scorelord). Anyway, like, know
what I mean marras, third zit
er, I mean spot, goes to The
Untouchables (never heard of 'em,
have they played in Ludlow?). Sec-
ond boil goes to Myth, but in first
pus-pourer with 39% it's Turbo Out
Run for US Gold by Maniacs Of
Noise (are they a thrash metal
group?).'

DANIELLE: 'Well, what can I
say h a v e  I mentioned the fer-
ret?

MARKIE: 'Yoladz, it's time for the
top three Amiga sounds. In joint
third place are Blood Money and
Shadow Of The Beast, both from
Psygnosis. At number two is Bat-
man: The Movie, but this year's
number one is Mirrorsoft's Xenon ,?
with that happenin' title tune by
Bomb The Bass.'

BEST SOFTWARE
HOUSE

SCORELORD: 'Pretty unanim-
ous, this one. US Gold pick up a val-
iant third place with System 3 nip-
ping in for second. But the winner
by a landslide (a incredible 61%) is
Ocean. And who could argue with
that with such classics as Batman:
The Movie, The Untouchables, and
New Zealand Story. A remarkable
achievement.'

'And the story is no different on
the Amiga with Ocean routing the
opposition to take the top spot with
53% of the votes_ Second goes to
Mirrorsoft with Psygnosts earning a
creditable third place.

BEST
PROGRAMMER/
PROGRAMMING
TEAM

SCORELORD: The software
houses have had their glory, but
now it's time for those folks without
there would be no software at
all t h e  programmers. And to
present the award here's that poking
piggy again, Robin Hogg!'

ROBIN: 'I'm a budding program-

ner myself, you know. Yes, Okay°. I
wrote.a leek simulator but
CodeMasters wouldn't take it — it
must have been too good Anyway,
the competition for top C64 prog-
rammer has been a tough one with
lots of votes for lots of different
people. In third place is that mad
a xeman andcreator of Citadel, Mar-
tin Walker. In second is the genius
behind Power Drift, Chris Butler.
But just.pipping him for the top spot
ar'e the guys behind Turbo Out Run:
Mark Kelly and Steve Crow at Probe
Software. Well done, lads.'

'The Amiga situation is also very
close with three programmers/
teams tied in third place: the Ocean
team, Bullfrog (Populous), and
Geoff Crammond (Stunt Car Racer).
The runner-up is the creator of the
'Game Of The Year' Kick Off: Dino
Dina But first place was snatched by
the Bitmap Brothers (Xenon 21 with
an impressive 26%. '

BEST
DVERT
SCORE LORD: ' I
-
o r  t h i s  
a w a r
d

we've roped in (tied up, actually)
Newsfield's favourite Advertising
Assistant, Jackie Morris .  • '

JACKIE: 'Ooh, what's this big
thing sticking up? Oh, a micro-
phone. Right, let's get on with
it t h i r d  best C64 ad is Chase
HQ from Ocean who also get sec-
ond place with RoboCop. And the
winner is Myth (with 14%) from Sys-
tem 3. That was my favourite, too'

'Amiga owners voted Ocean into
the top three spots. RoboCop takes
third but can't catch runner-up,
Chase HQ. But the surefire winner
is Operation Thunderbolt, polling
11%. '

BEST BUDGET
GAME

SCORELORD: 'To read out the
results, here's Newslield's own man
of letters, Lloyd Mangram.'

LLOYD: 'Well, I know what it's
like to have a tight budget, a
thrupenny bit doesn't go far these
days. So I'm all in favour of budget
software. Rack-It's Zamzara, which
takes third place, is an excellent
example of a high quality original
budget release. But the top two
places are taken by rereleases. Run-
ner-up is Encore's Ghosts 'N' Gob-
lins, And the award itself goes to
another timeless classic, Wizball
(with 19%) on Ocean's budget
label, The Hit Squad.'

'Amiga budget software has
recently started to pick up with the
launch of Mastenronic's 16-Blitz
label with games selling for a mere
£4.99. So perhaps it'5 fitting that
Mastertronic's brilliant vertical

roller Sidewinder wins the Amiga
award (with 8%). Second place
goes to US Gold's Vigilante with
Robin's favourite, Players' Atron
5000 taking third.

WORST GAME
SCORELORD: 'And now we
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physical condition than 'Fatty'
Phil l i v e  by satellite (well tele-
phone, anyway) from his bed in
Ludlow Hospice it's my dear friend,
Stuart Wynne. Hello Stu, how are
you feeling?'

STU: 'I've got a splitting
headache,'

SCORELORD: 'But apart from
that you're not feeling okay?'

STU: 'Not half! rm feeling a lot
better since I overheard one of the
nurses saying I'd be on my way out
very soon. Anyway, before I go I
better read out the results. Ah,
here's the piece of paper „  I n
third place is Pound Of Cheese,
with Can Of Britvic in second_ And
the winner is Sesame Seed
Buns .  e r ,  whoops wrong list_ In
fact, third place is taken by Virgin's
Double Dragon, with second going
to Ocean's Cobra. But the accolade
of "Worst C64 Game Of 1989"
goes to Activision for the appalling
Afterburner, An old chestnut, that
one, but it's obviously having a long
lasting effect.'

' Rather surprisingly, the Amiga third
worst game is Activision's Power
Drift (come on, it wasn't that bad)
while Magic Bytes' Tom And Jerry
runs in second. But the worst Amiga
game of the year could only be
Mindscape's weeping Willow with
9%. '

BEST GAME OF
THE DECADE

SCORELORD: 'Now this is the
one you've all been waiting for. You
saw the reviewers opinions back in
Issue 57, but the ZZAPI award goes
to the game you, the readers, voted
for_ Leaping into third place is Sys-
tem 3's super sequel, Last Ninja 2.
Ocean take second with their excel-
lent film licence, RoboCop. But the
winner is Firebird's space epic, Elite.

'Of course, the Amiga hasn't
been around for the whole of the
decade, but it's already had plenty
of classics including Firebird's Elite
conversion which gets third place.
Booting its way into second position
is Anco's "Game Of The Year" and
office favourite, Kick Off But hack-
ing the opposition to pieces is Mir.
rorsoft's Dungeon Master with an
impressive 18% of the votes —
incredible for a 1 Meg only game.'

'So that's it for another year. I'd like to congratulate all our winners (apart
from "Worst Game"!) and commiserate with the losers, but first and
foremost I'd like to thank all of you who voted. In fact, I'd like to buy each
andevery one of you a glassof Big Dom, but I'm a stingy git so you can all
get stuffed!'

V P
-

readers' awards
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COMPUTER STORES

i',38
1 
0
7
3
3
*

WARGAMES 4 . 9 9 6 FLIGHT GAMES 6 . 9 9
(Battle for Midway, two Jima, Okinawa) (Spittve 40, Strike Force Harrier. Advanced

4 GAMES 2 . 9 9 Tectol Fighter, 4ce, Air Traffic Control.
(Stellar 7, Forbidden Forest, Talladga Tomahawk.

Fight Night, 7 SPACE GAMES 6  99
3 SPORTS GAMES 4 9 5 (Cybernood, Zynam Exolon. Xevious, Venom

(Basketball, Amencan Football. Baseball) SMkes Back, North Star, MHO()
4 GAMES 2 , 9 9 5 CLASSIC GAMES 2 , 9 9

(Eumpean Games, tan Bothams. Banta (Zpaps, Dynamite Dan, Ahens, Into the Eagles
World Cop It) Nes()

MENACE 8.95
BAAL 8.95
ARCHIPELEGOS 8.95
GALAXY FORCE 6.95
SUPER WONDER BOY 7.95
MILLENIUM 7.95
ALTERED BEAST 7.95
DYNAMITE DUX 8.95
FIREZONE 7.95
BOMBJACK 5,95

64 SP

NEINERNMALD

64 DISCS
1,07N
VENOM STRIKES BACK 3 1 9
,
O
A
S
H
I
G
N
T
S 
B
A
C
A     
3
1
1
1
1

9.1193 RONK  3  9B
EURO% 190

395
SOW BAN   4 9 9

rta PRESCENT SPASM  3 9 5
DEE COA 5    3 9 9
PFAS.4, M E M
ENLIGH1ERNENT,ONIA0 0 .•  2 . 9 9
4911A4 . . .
WOLFS  SLAYER OF DE OWNED
1,9110.119 299
N O V  MUSE - 4 9 9

. AIDNT9 5TN1    3 9 9
SUPER WOMBLE SOMMER 4 1 9
GARY UNESPAIS SIPES K W   3 , 9 9
LA C9017
0
.117491 
_  
5
.
9
9

94A5tERODS   1 9 1 1
kiNEEPAME -  399
DE .64.99   1 9 9
sTnucT va in  SOWS

SOI . . . .  199
4LINISTO4ES 3 . 9 0
NPACNE STRIKE   5 9 5
AKAID   3  99
AM C MALL 3

9ArEFOLEINEN  3  RP

0,91PANGNAN. "  ....RCAITING SOCCER 4 . 9 9
N TINED BEAM   4 . 9 9
rtESAER -   4  99
5;191R9,09099109   4  99
rrOGIANTE   4 . 9 9
WAIMO 3  93
Keiti *WHOM _  3 . 9 9
44E2ONE 4  99
'AO SEAL 499
11,4ESCANNER
lutitaXAGRDS    4 . 9 9
3TANDROSS
;UPENDED  _ _ _ _  2.99
WOO& 2 . 9 9
me FUEL

_  kg@
IASKITBALL   2  99
149EE SICOOES -  3 9 5
%JENS _  219
NTERNATIOINIL KARATE 2 . 9 9
GOV OF DE ROVERS
MURDER er
,, 
T H E  
D O
Z E
N    
4
.
9
9

DAM CRANES CANE 994:9
1
1   
5  
9 9

19KKAAWAERS 101X BOA _ _  4 9 5

maoscart IS)     9 .
9 5FAPCNDELENA 120
EAST STOCK 9 . 9 5
WOW BASIC 91090 •  M IN ION SONS - - - - - ,  14 9
5COrlfr.ATE 44
4
0219    
1
9
9

SCUND M OO SOME REC. TRIAD   2 . 9 9
MACRO ASSEMBLER DEVELOPER P S
LOGO    9 9 9

2 . 9 9
PERSCRAL MONET FLINAGEM   A  99
SAIFT SPRE/C6HEET 9 5

r4C Gto AWE mmo P99)CE3304   L I M

COMPILATIONS
ccoovia clASsa:3
m o n ,  CAA0m:m 1 SOMME ONE K M
IKTQ r 4  EAGLES NEST
KARATE . . . . .
NAY GE INE 0 1
,
1 0 1 0 4  
M T ,  
B O
O  
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E .  
K I
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G  
R
I  
W A
S T
E R

AANDEM. S WIM  ITULOGY, OEM W A  NAY OF TNE TIGER
319

cogrs. S A M S  SKA e L t . S ,  CONNOR PONTOCR, POKER
TABU P00199.1.
PACO OF ICES   S A I D
44T1990,1C44
1
4. 
A N I A T
E  
g e t t n e
e k s H

Asa coMs wins A NOUS
OMMIEL INO I
SABOTEUR PMMATOS OEM
- M k t  
S a l a  
7

64 CASSETTES 2.99 EACH
BEACH HEAD 11.F0xx FIGHTS BACK. BUGGY BOY BILIAK COMMANDO, TREASURE ISLAND CAM, SOUTHERN BELL,
PAPERBOY, NETHERWOR L D. BARBARIAN. cApINN AMERICA WORLD CLASS LEADERBOARD. TRANT CR. wileALL
SUPERSPR1N1, GREEN BERET, HOPPING MAD, PLATOON, 1942, MINI GOLF. r it r ,  DARK FUSION, CYI3ERNOID,
MURDER ON THE isIDERNALIF DALEY THOMPSON DECATHLON, ENDURO RACER, ESPIONAGE. GAUNTLET.
BOMBLIZAL, KAKI BALL ARKANOID, ROCK STAB ATE MY HAMSTER, SCE ARIAS, HYPERSPORTS, TETRIS, BREAKOUT
CONST KIT, pAND0RA, MATCH PONT. MOPS. PITSTOP H, DOLOR, POSTMAN PAT I,  MARAUDER. PREDATOR,
RANK JAIL eNEAK, RAMPACk , RENEGADE, soRGEREscs LORD, ROAD RUNNER, TRACKER SHORT CIRCUIT. SPACE
HARRIER, SPY HUNTER. SUPER CYCLE, TOP GUN, TRIVIA CHCAO. 1K • , BARDS TALE, BOA* JACK. BOMB ..LACK
BRuCE LEE. CAPTAIN 8E000, coosaAT SCHOOL. COMMANDO, CFmrf CARS. FOOTBALLER or THE YEAR FRANK
eNuNOS BOOING, GHOST I  GOBLINS GREAT ESCAPE. PAPADROID. KARI WARRIORS, -LACK THE NiPpER,
KNIGHTMARE, MARC MINER. %AM VICE MoNly ON THE RUN. MIGHT RIDER. RANPAGE, ROLLING THUNDER,
SABATEUR SPY HUNTER. SPY VS SPY. STEVE DAVIS SNOOKER, STREET FIGHTER. SUMMER GAMES, SuPER RANG
ON, THEATRE EuROPE, TRANSFORMERS. TOP GuN, TRAP DOOR, LIRTDIUM. WAY OF THE TIGER, GRAND PRIX
MASTER, NAVY MOVES, AFTERBURNER, PAC/MANIA

SPECIAL OFFERS
TRACK & FIELD 64 DISC

£14.95
Including

!!ARCADE CONTROLLER!!

* Play the original 'ARCADE CLASSIC'
in your own home

COMMODORE £3.99 CASS

°AMWAY
NNE

64 CASSETTES 2.99 EACH
M COMPILATIONS CASS

DRAGONS SPIRIT, TOOBIN
SPPEDBALL, GAME OVER 2

EYE OF HORUS

MIDGATE
PETEROOROU
CAMS *
PE 1 1 TN

D PACKING: 1-3 IT

AMIGA
SOFTWARE

6

UNIVERSAL MILITARY SIMULATOR
(With 2 Scenery discs) ........14.95
BAD COMPANY   7 . 9 5
DRAGONS SPIRIT   9 . 9 5
FIGHTING SOCCER   8 , 9 5
TERRORPODS   8 . 9 5
SOLITAIRE ROYALE   7 • 9 5
WICKED   9 . 9 9
DEF CON5   6 . 9 5
DEFLEKTOR   4 . 9 9
FERNANDEZ MUST DIE   6 . 9 5
CAPTAIN FIZZ   7 . 9 5
CONFLICT EUROPE   8 . 9 5
THUNDERBIRDS   6 . 9 5
PASSING SHOT   7 . 9 5
HKM  6 . 9 5
STAR BLAZE   5 . 9 5
SONIX   2 9 . 9 5
TERRYS BIG ADVENTURE   7 . 9 5
THEXDER   6 , 9 5
TAKE-EM-OUT   9 . 9 5
MIURA  5 . 9 9
OUT RUN   9 . 9 5
'WORLD CLASS LEADERBOARD
9 , 9 5
BATTLE VALLEY   6 . 9 5
ZYNAPS   6 . 9 5
CYBERNOID   6 . 9 5
EXOLON   6 . 9 5
SLAYER   6 . 9 5
PIONEER PLAGUE   5 , 9 5
PACLAND   6 . 9 5
EYE OF HORUS   8 , 9 5
THE BLACK CAULDRON   9 . 9 5
BALLISTIX   7 . 9 5
TIME & MAGIC   q 5



Greetings, earthling slime! I have a very serious message for you. I, like
many others, am concerned about the environment - it's far too clean.
All those horrible green trees and fresh air. And who cares about the
stinky old ozone layer? I do, that's why I use ultra-ozone-unfriendly
aerosol odorant. Yes you can have smelty armpits anddestroy the ozone
layer. As for global warming, there isn't anywhere near enough of it. I
don't know about your town, but Ludlow's nearly always freezing! Its
about time earth was made more homely, le more like my home planet
-with a lovely hazy atmosphere of toxic gases at a temperature of 146'C.
Ah. paradise!
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AM  DIMENSION (Hewsom)
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15,125 Stuai Wyme. im p . Towers
14.925 Rob H. ZZAP. Tows

Mead The Ball
33.660 Rob H, ZZAIn Toners
29220 Phil Keg. ZZAPr Towers
26,550 Stuart Wynne, 7.7.AP' Tower's

Mission Impossibubble
82.500 Stuart Wynne, ZZAP. lowers
57.000 Rob H, M R  Towers
53,000 Phi King. ZZAP
, T o w e r s
Insects In Some
1138,070 Rot) H. ZZAP
, T o w e r s34,730 Stuan Wyme, ZZAP
, T O A S T S113690 Phil King, ZZAP Towers

ALIEN SYNDROME (Ace)
362,500 Bret 'Cool' Crossley, Florhwell, Leeds
259.500 Martel Lindsay. Geraldlori, Australia
223,6100 Emmins, Strafford, London E 15

APB clengeorDentark)
75.890 1Day 181 Lem Logg, Wesley. W MidS
56,570 iDay 16) John • G On ' Carrel', Welwyn
Garden City

1
4
1
1
1
9
4
1

76,540 Day 17)Sleven Packer. Chelmsford. Essex
72.505 (Darr 12) Richard Fowler, Brgigin Ha
, K e n t70.000 (Day 141 Jamie Aldrno tra.Ariton. Swansea

ARMALYTE (Thelamusl
60 927.900 Rob Els,  Transmission Software
59,672,200 Col & Gowiny. Rochdale. Lams
35,477,9130 Andrew Rawley. Blencay, Essex

BARBARIAN MI Meta**
671.006 Greg Macdonald, Glasgow
575,000 tee Tanner. Basildon Essex
4136,790 (Compietell Semon G r e e n b e i d ,
Beds

BATMAN: THE MOVIE (Ocean)
1.479.500 Paul Berry ihe ccor * ,de, Rochdale
1,478,470 Neil NNW )(Ahoy. Co Dublin
1,283.780 Richard Bentley, Haworth. W Yorks
962280 Cnns(Megablasten R o w *  Holland

769.4013 Chris (Mega:Caster!, Resenik. IllAtand
615.570 (Ocenpleteoff Craig and Jason
573,480 (Completedl Alan Mitchell. Radcliffe,
Manchester

BATTLE SQUADRON (Electronic Zoo) lAnigel
2,235,075 barn Asher Below, Darbys
2.144,875 Jimmy Gustaissen, Sweden
1.750,400 Sieve Packer, Cbelmslerct, Essex

BLOOD MONEY (Paygreo*s) Ylthig
3413,880 Cnns iMegablasted. Ritswook, Holland
340.000(Cernoeted-Agiam8C Halt Houghton-le-
Spam, Tyne and Wear
284.150 Completed) John Coolies, Waketioll. VV
Yorks

1
:
7
1
3
1
1
.
9
9
9  
(
C
o
m
p
l
e
t
e
d  
I  
M
a
r
l
i
n  
'
T
h
e  
M
i
n
i
,
'

CaKadine. Reading
7,240,560 (Comp:436mo Casey Gallacher. Fleecing
4,421,420 tan Perryman. Ptymourh

CITADEL (Electric Dreams)
1,445,479 (Completed 12 tirnes9 Bjorn Halerx

linlaN1 1
123735014in( Clemente. Kettering, Northants
745.920 Andrew Rebels, St Helens, Liverpool

CYBEFINCID Elewsen)
576,280 Chris (Megablasteri, ,  Holland
276.400 Dean ' &IT ' James, West Bromwich W
Mids
238.4343 Donovan James, West Brornench WestMidlands

DARK SIDE (Incentive)
8.520.4201Comoloodi Malin Lear, Shelley, VVYorks
6.130,726 Kuck,/ Be,, York, N Yorks
5,060,626 Colo Fulton. Ayr. Sconand

DENAMS (US Go:admonish** M e l
1 562.320 (Completed) Chris (megamasten,
Rg swilk.  Ho llan d
1 A044149 (Completed) Stephen Ellidgeren.
WyMenshawe. Manchester
1253,510 Completed) Kalamai' arid Ookno.
Hester Middy

DOGS OF WAR (Elite) Wegiti
341,900 (Competed' Jemmy G u s
-
le sso n ,  & l a t h y .

Sweden
255900 (Completed) Aryan kid Wetering. Holland
249.503 (Completed) Raoul v Ocrieghern
Roerrnord, Holland

EMOTION (US Geld) isisgs
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Level 7 1462001 Wozza TOM lowers

FIGHTER BOMBER (Activision) t4inge
'Mellor*  curriploteddh:mm
1126 Supersonic Stu, ZZAP' Towers (F-151
13/27 Mad Bomber Hogg, ZZAPI Towers (Vggenl

FIRST STRIKE Elle )  (lige
168.800 Mikael Johannesen. Hvidowe Denmark
163,000 P Alexander, Lincoln
73.300 k b  H. ZZAP. Towels

GHOULS G H O ST S (US G040
4.364,900 Nathan Rees. Cyncoed, Cardiff
4.171E00 (Completed) Senon Hudson. Hillingdon.Mods
4,066,500 Sam Eagles' Musk, Beeconskeid.
Bucks

HARD ORMN' (Ten9erolDomtald ONO
70,576 (Time 1  37 991Andrew Rowley, BillericayEssex
4 1
.
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30,280 120111Rob H, ZzAftt Towers

HAWKDE
8,679,230 Chris IMegablasser), Roya l,  Holland
5,625,380 David McKenna. Dennistoun, Glasgow
3.505100 Johan 'The Mum' Jorthers. York
,Blench. Rogow)

KICK OFF Pince) Alsee
42p4s• let (Every Teen) Matthew Thomas,
Welionghorour, Northants
(Ryon' clever clogs'

MYTH (System 3)
59.126 Comp letedlGraerne 'Tensed-up' Fairchlki
Brentwood, Essex
35,000(Cornoeted) Ronald Radical' Pen!
Barrelled Sumo)

NEW ZEALAND STORY (Ocean)
Compleied (624.300) Stoat, Holy's:two. MoiNtrweit
CornOsted1548.40131NO E v a n s ,  Porlernouth
Completed (513,1001 Picky Paulin, TorringtonDevon

Completed 0.171,8601 Neil 'Robli The Dude'
Robinson, Rothwell, W Yedts
Completed (810,936) James Gibson. Kerg's Lynn,North
CornIlleled 1638,9
1
1) P a u l  
S e r v i l e .  
A y r e h
r r e ,

Soolland

NINA WARRIORS (Virgin)
2133,540 (Completed) Edward neither. Ashtcet-
Under •.ynte. Manchester
16 t ,170 (Completed) Steve Bellamy, Basingstoke,Hants

Alga
141050 Jimmy Oustalsson, Sweden
120.600 Marcos ' The M ile ' Smpson, Noilhwood,
Middy
107,450 Roborroa Hogg. ZZAP' Toroms

OPERATION THUNDERBOLT Vows
2.858800 CorreSeledi Casey Gallacher Reading
2,571,200 'Completed) Darnel Sesser. Bletchley,Bums
2389,600 (Completer 6 LiAte Mon Staveley,
°whys

P-47 FREEDOM HOMER (Floreeire)
242,764 Phil King. ZZAP Towers
209.342 lan Penyrnan Plymouth
152.700 Rob 13, 72AP
, T o w e r s
PHOBIA Itilmsreall266.40010:misted) Peter Hills, Gravesend, Kew!
245.750 Gaspart Maud, fluidertherg, t
19E1,350 keen ' The Joker ' V e i n i t r i c k ,
troland

(Angie
109.000 Jimmy GeStaISSOn. Sweden

POWER DRIFT (Acithilssen)
884 .960 Ph S h o t i o n  Colliery, Co Durham
884 640 lan 'Tiger' Gough Common, Swansea
Mello lIOn, Pentlergaer resident, Rob H')
881 900 Rienny 'Well 'Ard • Smith. Bath, Asco
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1.969.393 Sieve 'St het' Gee, Wakefield, W Yorks
1,943.628 Philip Sutcliffe, Noll Ingram

RAINBOW ISLANDS
1,815210 Bill Hamngton, Wesson
1.540,790 James Mason, Eaton Socon, Cambs
1 417,520 MatMevi 'Mole' Allen
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1,450,100 Steve Paci.er Chermslord, Essex

RETROGRADE (Thelemus)
1.448,475 (Completed) Welff er OkhowSen. Holland

,432,410 (Completed) Slued Barter, Stiffen,Combs
1 2 5 3 ,0 6 0  (Co mp le te d ) Pau l Ku rn al S taf fo rd

q1C317,1 (4001WICIE
(Comee
RCIUS
I led/Chns
iFinlevd11144
9abla lfe l

Holland
311.190 Simon Phillips. Green held Beds
257,300 (Conicretedi Casey GiviaOher. Readmg
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14,000 Daniel Besse, Bleichley. Bucks

R-TYPE (Beclok Dreams) [la ys
259,900 (Completed) Andrew Flowker, Bioencay,Essex
256.700 Pima' Tamer, Ramat-Gan, Israel
248,330 (Compiled) Lee Ellershaw, Blackpool

SAMURAI WARRIOR Wintoirl)
3,850 Biel 'Coo' Crossiey, %Morel Leeds
3,427 Etcher:11'1 love Basildon Archbald Basildon
2.926 Kan Green Achim, Chwelard

SILKWORM Ditrgin)
1.658200 Geoft Holgele, Dalton, Australia
1 590.300 Stephen alicigeon. Wytenshawe,Manchester
1288,900 Chnstran Bro-lirman, Nykailaisy. Friona

Aiwa
2,543,000 M itre . Maunder, Marple, Cheshire
2.041,300 (Completed) Steve 'Red' keens_
Massie,. W Germany
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TEST DRIVE 2 V o c e * *
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Leersum„ Holland
789.700 (Completed) mikevire. Dagenham, Essex

0 0
, 1
9 4
392,432 ICompleledl Malt Heaton, Beiliharnalea
H e rl i

327,296 iCompleiedl Sa n Jusseet Jyvaskyla,Fmland
304.900 [Completed) Stuart 0'401,80).3n, Guernsey

TURBO OUT RUIN NIS Geld)
28,750.000 Graham Pelt Clackmaman, Scotland
19, 775,970 James Mason, Eaton Socon Cambs
18.380,000 'Mid Man Mark' Ashlas. Manchester
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28.806,740 Rollick Saved* Medis, Matta
2 2 .3 4 3 .8 3 3  kie ro n  Ro lan d , T e tso o rn b aCl l tte .
ES I :5 9 n

THE UNTOUCHABLES (Ocean)
201,680 Paul Girdesione. uppertheng. W Yorks
197.810 John Ruflet, Birchlery, Nr Vegan
147270 Mark Sled RoiheMam„ S Yorks



•

The Quest for Ultimate Dexterity...

QUEDExlsor

Amiga Screen
ONLY THE COOL AND CLEVER SURVIVE...

3-D planes that'll blow your mind
Roll off the edge of infinity into a
dimension with no room for n'ental
midgets. Dodge electrical seas,
bounce the lights out of illuminated
checkerboard puzzles and blow up

USA By Stal•ros I asoulas
and EPYXT

PC Screen

blocks that keep you from bouncing
to the next thrilling plane.
Time is against you. and so are the
problems to solve. But then —
yours is The Quest for Ultimate
Dexterity

AMIGA £19.99 PC/Compatibles £29.99
Thalamus limited 1 Saturn House, Calleva Park, Aldermaston, Berkshire RG7 4QW Tel 0734-817261

471HALAMU
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PARALLAX
Th e  H i t  S q u a d ,  E2 .9 9  ( F t e r s t e a
—
r e e
T h he game o f  t h e  scrollingII technique does indeed feature
some amazing parallax scrolling,
but offers a lot more than superb
graphics. Sensible Software's first
big hit is set on an alien planet where
five scientists have been stranded,
each in a separate zone. You must
rescue them.

You begin the game in your IBIS
spaceship, a highly manoeuvrable
ship with lasers, shields, and landing
gear. You need the latter to land on
the massive structures suspended
over the planet's bizarre surface.
Besides being festooned with obs-
tacles, these structures contain vital
buildings.

Once you've landed you can exit
the ship, walk around, and mix  the
buildings. In sid e  a r e  security
drones, and computers which you
need Kards to access. Kards are
carried by scientists who are too
busy with their work to help you.
Being shot with a  stun ray soon
changes their mind, after which they
give you their card and follow you.
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Kards allow you to get cash from the
scientist's b a n k account, b u y
Bonanza packs with the bullets and
oxygen required when leaving IBIS,
and obtain letters for the password
needed to enter the next zone.

Parallax is, in short, a superbly
presented, extremely p layable
shoot-'em-up which requires a fair
amount of tactics and exploration.
In ZZAP! 18 it won a Sizzler with
93% overall. Julian Rignall com-
mented, 'Graphically excellent and
it plays better than i t  looks
enjoyable and challenging to play'.
Four years later Parallax still looks
great and the psychedelic intro is
brilliant. Sonix are good throughout,
with superb jingles and FX. The abll-
ity to continue from the zone you
died in reduces frustration, while the
game format remains novel and fun.
What's more you can get it at half
price from mail order, since it was a
cover-tape on Issue 45! Only 200 or
so copies left though!

OVERALL 90
1)
/ o

ANL

DRAGON'S LAIR
Encore, £2.99 (Rerelease)

T h is spectacular, pioneering CDII coin-op was one game no-one
thought could ever be converted to
the C64. Bu t  Software Projects
attempted the impossible and came
up with a reasonable version.

The setting is a stereotypical fairy
story. Many noble men have come
calling in the hope of marrying Prin-
cess Daphne. Of course, the King
wants her to marry someone who's
wealthy and powerful, but a thirty-
foot fire-breathing dragon called
Singe isn't what he expected.

Dirk Daring Is sent to rescue the
damsel in distress, who is of course
his great love. Dirk's daring deeds
are nine in number, with the next
level loading in as you play.
THE FALLING DISK: As it plummets
downwards Singe's minions try and
push you off. Remember to jump
before it hits bottom!
SKULL HALLWAY: Dirk must dodge
and kill lethal skulls poking their
heads out the doorways.
THE BURNING ROPES: Dirk must
leap f rom swinging rope f rom
swinging rope.
THE WEAPONS ROOM: More dod-
g in"n ' killing, with plenty of big
sprites.
RAMPS AND GIDDY GOONS: Bat-

tie through the goons before the
ramps disappear!
THE TENTACLE ROOM: Kill the ser-
pents!
THE SECOND DISK: is the same as
the first.
THE DEADLY CHECKERBOARD:
Leap from square to square, avoid-
ing the lethal ones.
SLAYING THE DRAGON: Yet more
large sprites to admire.

ZZAP! 17, way back in late '86,
saw Software Projects receive
plenty of admiration for their load-
while-you-play system, b u t  no t
much fo r the game, Gary Penn
remarked, 'I don't dislike this con-
version, just the original concept'.
But Julian Rignall thought while 'not
particularly brilliant i t  is chal-
lenging arid addictive'. The overall
mark was 69%, which isn't that far
from the 71% part two of the Amiga
conversion won last issue. Unfortu-
nately time hasn't been kind to the
four-year-old C6 4  game. Th e '
graphics aren't that impressive any
more, and garneplay is minimal a s
in a ll conversions. For hardcore
co in
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HEAD OVER HEELS
The Hit  Squad, £2.99 (Rerelease)

A ltho ugh Batman sold more,Head Over Heels is widely rec-
ognized as the best isometric adv-
enture written, and still extremely
tough competition for Bitmap Bros
forthcoming Cadaver. The eponym-
ous heroes are spies from the planet
Freedom. Head is the veteran, while
Heel i s  the  rookie ex-Olympic
Upside-Down Tightrope Walker!
Head can make big leaps, and stun
foes b y  throwing doughnuts a t
them, while Heel is the faster runner
and also the only one who can carry
objects. If they meet they can be
combined to make a single charac-
ter. Their mission is to liberate the
enslaved planets of the Blacklooth
Empire b y  rescuing fi ve stolen

• tletbrtenately the spies have been
captured and imprisoned in sepa-
rate Cells, But security is slacker
then Strangeways, with a fete porter

Werkin9 In each cell. So they're
soon running around, chased by•
police bollards and dateks d is-
guised as elephants, chimpanzees.,
fruit Mactimas, and even Prince
Charles! Help comes In the form of

SLAPFIGHT
The Hit Squad, £2.99 (Rerelease)

W hy's i i  ca lled  Slaplight?Because it's about as friendly
as a slap round the chops, that's
why. Not that you expect hordes of
alien invaders to be all that civil, but
these are particularly nasty. Spitting
bullets from both fast flying fighters
and rapid-firing ground installa-
tions, these aliens are mean.

Small compensation for their vic-
iousness is the fact that some of
them leave Gold Stars - obviously
frustrated teachers, these aliens.
But collecting th e m n o t  o n ly
improves your ego, it lights up one
of the options at the t t o m  of th
screen. Thesapre S. p .
Lasers, Wing ektensi a r d
Firing Bombing Sy F r o n t -
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stuffed bunnies which give extra
lives, invulnerability, improved
jump, and speed. Even weirder are
Reincarnation Fish: when touched
they take on your personality - so if
you die a clone is created, a sort of
save position feature. Then there's
Hush Puppies which form bridges
and platforms, but they've met Head
before and disappear whenever he
appears.

Head Over Heels includes five dif-
ferent worlds: Egyptus, Safari, Book
World, Penitentiary, and Blacktooth,
making up over 300 puzzle-packed
rooms. If liberating all the planets
seems too tough, you can also wimp
out and simply try to escape.

The game earned 98% and a Gold
Medal in August '87, with uniformly
ecstatic comments_ Julian Rignall:
'The graphics we outstanding
Superb characters ,  incredibly
rewarding'. Steve Jar ad: 'very, very
addictive t h e  feeling of actually
existing in three-dimensions within
the game is overwhelming'. Ciaran
Brennan: 'one of the finest games
I've ever seen •  the fact that there
IS More than one way to solve most

Gold Stars.
This Imagine conversion of a Taito

coin-op received a very warm wel-
come back in '87, earning 80% as 'a
superb arcade conversion and a
great shooVern-up in its own right'.
Paul Sumner thought it was almost
as good as the original, although
Ciaran Brennan had some reserva-
tions as it lacked originality.

Looking at the game now the 80%
mark seems a bit generous, with
extreme difficulty and a severe lack
of originality reducing hookability.
Dying near the end of a level leaves
our ship crawling along with pathe-

eapons - a s y  target.

attre e  and, given sufficiente l l r t  he
glarihke

tro lg g re ssio n ,  you can sti
rthe blard of bullets, Prog
by John Untouchables Meegan, this
is a - t m - u p  for genre fana-tics..

OftERALL 66%,

puzzles adds greatly to the playabil-
ity'. The ratings were 98% for every-
thing. except sound (79%) and
hookability (96%).

Three years later one
the belliance o f  this game
responsible for the demth of si
games since - whdOsuld dream of
matching it . The graphics are
Incredibly delaileo and, while
monochromatic n . . .
. _
;
, . sp o ve  
q u i t e

M o r e ,  £2.99 (Rerelease)

ails: that's what t g a me ' s  all
about. You control o f  them

as they bounce thrOughborizontally
scrolling levels, packed with mashes
which burst them on c o n t l e t
-
r i e s e
include aerial threatksuch as birds
and bees as well as ground hazards
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collect ten of the balloons which
occasionally float by. If all four balls
are burst, a life is lost. But thankfully
your tally of balloons is retained for
the next life, so you don't have to
start collecting again from scratch.

Graphics are chunky and unde-
tailed while sound is okay with a jolly
title tune and adequate spot FX. The
game concept is extremely simple
with controls limited to left, right,

quickly. The imagination shown
throughout is overwhelming, both in
graphics arid the superb puzzles
which, will keep you hooked for
mo
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C64 fanatics might be wary
of su p e ccy-lo o k in g  game, but
it reali l  unbelievably playable_ The
only disappointment i s  that no
Amiga version is planned, as one
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A r  O V E R A L L  98%

and fire to jisr,nt
, •  e fBack le ZZAPI H o p p i n  a d
scored a  r r l e
.  % .  
A l t h
o u g h

Paul t h e  game anE : thumbs up, both Paul
Glancey and Gordon Houghton
thought it was too simple and repet-
itive to justify the full-price tag, but it
now makes a good budget game.

With the limited game controls
there are often situations where it's
very difficult to avoid losing one of
your balls, but then the fewer you
have left the easier it is to keep them
Out of trouble! Coupled with the con-
tinuous balloon tally this avoids
potential frustration, making Hop-
ping Mad fun to play for a while atleast_
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OFTWARE CITY
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Red Storm Rising   9 . 9 9
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Fun Scitml 2 (6-8) _  6 1 9  9 1 9

CBM 64 SELLERS
CASS C SK

Met me Wes 6 9 9  9 .9 7 re cta l liktager2 699 9,99
BoirreY1 the  WO O  6 9 9  9  99 * bp Kit   6 9 9  0 .9 9 Red Storm Rising   9 . 9 9 1399
Belle Chess _ _  N / A 9  99 690 9 .99 Tack Ccrgercut _   6 9 9 999

699 9 .9 9 Fun Scitml 2 (6-8) _  6 1 9  9 1 9 6.99 9.99
BlooleAch 6 9 9  9 .8 9 Ghods ora Ghosts 6 5 9  9 9 9 Pocket Ranger N / A 1399

699
_

Pun the Gorie r -  6 9 0Gre g  SiO rMan ' l 999
Barber _ _ _ - -  9 .9 9  1 399 9 99 1399 9.99919

Saab6.1'41099p*Bean CbucPs. Hammerer 6 9 7  9 9 0
How (Awn 6 9 7  0 9 9Foolbal Fortmes  _  6 9 9  9  99 & Otecto   1 3 _ 9 9 WA

697 9  99
- -

Heavy MEsiti 6  9? 9 9 9
,

Scrambled Spits _ -  6 9 9 9•99
Caste Malta _ _ _  6 9 9  9 .99 Hoes Otte Lance -_  6 9 9  9 .9 9 9striobr 6 . 9 9 9•99
Champs:n*0 Gar 6 9 9 Hai Roc   6 1 9  0 9 9 Sa x Boom 6 . 9 9 999
The Chcrap _ _ -  6 9 9  N / A 699 9 9 9

- -
Same Honer 2 6 9 ? 9.99

Chose 6 9 7  9 9 9 Mama Jot ow Lot Skawas Moat 8 9 9 1199
Ctuci &Wa re  ____  6 9 ?  0 .
9 9

Cusoele .... 6 9 9  9 .9 9 9.99 13,99
6 99 9 9 9 Karoo Cogleh 6 9 7  N / A Sktaer 6 . 9 9 9.99
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-

697 N / A Sass Car9 9 9 9,99
Curse W e  Bands - -  N / A 1699 6.90 9 9 9 Supedeague Soccer _  6 .9 9 999
Cyberbal 6 9 9  9 0 9 tom Squad - _ - -  6119 0 9 9 Tmes L a e  _ _ _   6 , 9 9 8.99
Doty Drabiettee Mcroprose N7ocer 9  99 13 99 Traciatin Mange _  6 9 9 N/A
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Don Dare 3 - - -  6 9 9  9  99 6.99 9 9 9 Ttsbo Catty 6 9 9 9.99
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Wtso Wa ke  - _  6 9 9  9 9 9 689 9•99
CPutotlan TV Spans Footed _ _  N / A 13.99699 9  99

The Cue (Tea Drive 2) 6 9 9  0 0 9 Thunderbolt 6 9 9  9 9 9 6.99 999
P-47   6 . 9 9  9 9 9 Wend BooingErston Hughes Soacer _  6 .9 9  /199
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.
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699 8 9 0

•
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-
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3L) Rroal   2 9 9 Grote Or G.cdru - 2,99

- - - , - -
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- - - - _

Scoaby Coo 199
720 2 1 9 Green Beret 2 9 9 Shed Char 299
Aort 1 a  2 - - - - - -  299

__
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Atotte Fight grn 2 1 9 Hunters Won 2 9 9 Soccer eon 119
Amoco Hut Madese 2 9 9 stoperspods 2 9 9

- - - - - -
Soccer 0 299-

vierrational Sa la d 2 9 9• - -
ritenottnal Rugby Sim 2 9 9 Soiomorts Key 299

Bonk*  knighlis 2 9 9
-

premortional Soocar 2 9 0
Babarian 2 9 9

_
itosi Warta  2 9 9 Soffits 40 299

BasTV WAcGtagare Batng 2 9 9
_

Jack * * N OM  2 9 9-
Barth Tole 2 9 9 Adiversk 2 _ 9 9 Spytunter 799
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KIVA Games 2 , 9 9 Nasal Spats Americas Footed _ 299
Knictiltricre 1  W Street Niter 799

ChoUs Reacton 0 8 9
_ - _

Leadettourcl 2 9 9 Su mn e r Gan e s 2.09
Chuckle Egg 1 ar 2 3 9 9

_ _ _ _ _ _ -
eag-s3 Choking* 2 9 9 Su r teCYCle 299

Classic Psalm Utile Pull 2 9 9 Sum Drown Slam 209_  •  .299
Clauic Icier% 2 9 9 Sever Widge 2000 1_99
Cembor Schaal 2 9 9 NB; 29 keel FigNar 2 9 9

, - -
Sweater Soccer 209

Ocarnando  2 . 9 9 Swan:ink Sim 199
Comic Causeway 1
8 9

Harty on Se Irtn 2 _ 9 9 Talk Force 299
Crazy COI 2 . 9 ;
1

Nolo Cross Sim 2 W WAS 219
Ceder Caplan 2 9 9 Marlton Eike Raox 2 . 9 9
Cochroi ntemational  •  1,99

- - -
Stramg Tager 2 9 9 Thomas the Task Engine 299

Cybercid . . . . .  Z 9 9
_ _ - -

Doksy lhompson9 Decalten 2 , 9 9 Names 2 9 9 Thinderats 219-
N ot  Roca 1 . 9 9_,
On the Bench 1 9 9 Top Giyi 299
Oveccncier 2 9 9 Trod 097I Ned 299

Oury Treasuse lend Clay 2 9 9 Popetsce, 2 9 9 Trenstamsee 299,
Paralar _ _ _ _ - - -  299 Treed 209
Paseng Sta - - - _  300 Trap:loci 1 a  2 199

Dooms Lat 2 9 9 Heap 2 2 9 9 treasure tiond Nay 209
End= Omar - - _ _ _ _ _ •  2.99

_ _ _ _ -
Fiatoon 2 9 9 Tub° Esiorn 1•99

Eutopeon 2 1 . 9 9 Pearson Pat 1 . 9 9
FA Cup _ _ _ _ _ - - - - - - -  1.99 Postmas Pal 2 - - -  299 US. Bastelbal 280
Fordowille Soccer 2 9 9 PowerboarSit h 2 . 9 9 US, licsiretnalter 2.99
Fancier World Dizzy 2 9 9
Fernandez Must De 2 . 9 9

- - -
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- - - -
Wor Madly*, 299

Predator 2 , 9 9
Fretted(   1 . 9 9 Pretreat 2 Fecitel 1 . 9 9 Who Cares M e  2 199
Fre pat to Post 2 9 9 Pro Borg Sim 2 9 9 V i ' te r Go re s 299
Id 2 2 9 9

.....
Pro Snadow 2 . 9 9 Irtzbal 299

Finistanes 2 . 9 9
Ns* ,    0 . 1 9 PSI Wanes 1 . 9 9 World CI S o c c e r 299-  -
Th Foolbaler 2 , 9 9 Purch ond Judy - - - - - -  299

Quail*  2 . 9 9

se rcluts - -
World Claws Leo:larboard 299

tseger -  29?Football lik - -
-

Wald Germs 2 9 9
Foal19clier d to Year 2 9 9 19oty   2 9 9 Wald Sees Beebe. 2.99_ _ - •
Feta POT% Boa 2 . 9 9 Roe Dina Sim 2 9 9

_ _ _ _
World Soccer 299
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Yegi Bear 199
Machise Ses - - -  2,19

_ _ _ _ _ _ _
ZarnZEIPO 299

Roodidosters 2 9 9
Goy Luce:sew Sups* ,  Soccer 2,99 Rock Stet Ate My Writer ____• 2•99
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Call us on: 24 Hour Credit Card Hotline 0902 253047 VISA]
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Bab s NA Nouse   2 9 9

Refry Shark • _ _ _ -  299
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NEW BACK CATALOGUE
Orcus M e dia n 2 . 9 9
Opesmced 2 299
trastertv   _  1.99
Ntogneiren - 199
Padand   2 9 9
Pacrntrio  2 9 9
ti-Iyoe
Qumran!,

COMPILATIONS
n* 0 - w *  opEgcmcr, wat,
Cable Ctogct, Ba um The Came
Clusoder C a l 1999, Dec 11199
'RIGA MX C eraton Wok Barryalar
,2 Dragon Nrso & Rea GhoPtutren
Cass I990 Disc 11309
VEIPORERS. indema Jones Temple of
Doom_ Nosteroods Led Storm
Thundetteade Imp Mutts 2.
Con 1199, Disc 11199
100% M AM I E MISIODUref. tail
Isinu 2 'wee Le Mans_ Deride Crowe
Coo 19 99. Disc 113.99
IAITO CO114-0PS Paton 19/rg Shark
Arkanoct1 rrid 2. Slop101. N.bbie
Bobbie Ponegooe and Legend of
kage Cass 1/99. Dec 11 1•99
KONMil AKADE Jai Break Green
Beret, N  Kurg tu I & 2. Pig Pang_
Witse Jamas framework Nemess
mid Shoo-ling Rood
Cass 11199, Dec 11 199
SUPREME CHALLML Storgicer. Teat
Sentnet Ace 28 Etre
Cam 1&80
Yfi ME1lCNMIPOONIL Suoersaint
Renegade. RomPoge• ,
eceborion Cos 1699, Disc 11 1.99
IN CIONTD_Korrot Grime &stollen,
Crazy Cod PeOator. Combat Scrod,
Raton ono Togo! Renegade
Cass 5999, Disc 1 1 1 99
9.1W-ell CHALLiNGE SOCCPR
SPECTACULAR. Peter Beacelet s Int
Foote* Smear Stperro. Football
wrioneger. 1NoriC Champions on
Pete Nten's Herdbal NtractrEl.
Coss 1199. Disc11199

GAME SET AND MATCH 1 W M  Day 2_
Suceetcret M ie r Ohirmiad- tack
Fold° CraTaionship Sprrt. Trod
astitield Stem Doors Srcoke &Stper
rimg Cr
,Cc.. 11W, Dec 11 1.99

Mostcanctry .  Se co n d  a y  - - - -  2  9 ?
Mril Golf   -  2 99
Nitta Hamster  2 _ 9 9
Question ci Saal   3 9 9
°Ne on ot Spat (Dec) _  499

Pasp-nic1  99
Ramo Itim  2 - 9 9
Sclerrize   _  1 99
Sa mba   1 1 9
rtunidertects recrdslam)  3  99
Etats MAN 0 8 9
xenactscbe  2 . 0 9

RDS AND MOTTLES Bump, Boy,
:r•py) La t kail WOMOrs,

Nrsdercals and &dim Racer
Coss

so ca ,  SQUAD. ka ba la  ofYeat Gay inekets Supentor Soccer.
Gory U n r's Srpentsis and Ros
,be ke e n C m  1699. Disc 19.99
SIX PM YIDS 2 Eagles Newt, Salty.
Shackwar °der. int Karate, Ace &
itztadaa
Cass U R
TIMILTINIE GOLD I Papertof. Ghost
era Gaunt Ettrapelt Bally & turbo
Wen
Cass 16.99, Doc 1909

comm. NITS Ottrun Rom ease
Soy Hurter, Thu
-
dot:roc* & Bone

Carmorao Can 19.99, Dec 11199
GAMS Dairg Thuldet Gantlet 2.
721:1 OMrarl Corona Gamow
Coss 19 99, Dec 11 3 99
FINS IRLINOING BOX Ronk 811.1101
&:611C1 Early, Cdrenondo, Beentaack.
Smart. Coo BalliewhIpt Sobdour,
194:2 Ghouls are Golan; & Airwca
Cass 11380
coMPL0131 CLASSIC& times
Dynamite Da-, Alerts. Bogies test ora
Cculdier
, 2C001650
111111311011 COW /  M .  knoby
Coo Betnewhow, Sotcseur & rertit
Er.ttO
Cass 16.99. Dec 19.99
191011111083 GOID 3_ Oarrnando
1942. =rttinti, Cornball Lynx, 0010
Stoke
Cou 5899, Dec 19 99

DIRILITIME PLAT 1 k iw i  Bay, Space
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KOMI( MEGABIASTER
Precision moulded control knob wfth
steel shaft for complete reilabiley. Dual
tiro buttons for lett and right hand use.
Pleavy duty leaf switches and rubber
suction cups.
OFFER 66.99

EUROMAX COBRA
Bra nd ne w de sign with Zi
microswitches. 3 Aulafire buttons and
tingle normal ftre button provide
trSgget readiness
OFFER 511.95

EUROMAX ELITE STANDARD
Short tra ve l microswitch a ct io n  a
e rgonomic a n d  nighty dura ble  de sign.
OFFER 89.95

EUROMAX ELITE GRIP
Sa me  a s Elite  Standard,  b u t  with ne w
e rgonomic grip,
OFFER S10.95

ELITIOMAX PROFESSIONAL STANDARD
High durabiRty, rapid response and
ultra sernsMyo movement
OFFER SI5_95

X O W  NAVIGATOR

Brand new erGonornicaRY c l
o
9
A
o
ns k : t

handheid joystick with Eke
positioned . isotty beneath the Magerfinger.
OFFER 54.99

EUROMAX PROFESSIONAL GRIP
game as Professional Standard. but
with evonoink grip.OFFER S13.95

EUROMAX PROFESSIONAL A UTOFIRE
Same as Professional Standard, but
wIth Autonte .
OFFER £18 .95

DYNAMICS COMPETITION PRO 5000
(CLEAR)
Sarno at PRO 5000 NORMAL. but with
see-thru body.
OFFER 614.00

DYNAMiCS COMPETITION PRO EXTRA
Features R a pid Fire
r u n i q u e  
s a w
motion a n d  soss-tnru body.
OFFER 515.00

POWERPLAY CRUISER STREAMLINE ALL
BLACK
WIM  d u a l le a d for Spe ctrum
441K/I28K /Plus/Plus2/Plus•3
OFFER 12.09

POWEEPLAV CRUISER CLEAR AFTOFIRE
Simply by holding down either of the
fire buttons engages AutotrisOFFER ss2.99

CASTLE MASTER
(incentive/Demerit)

Amiga
E 1 5 . 9 9

S A V E  £4.00!
C64

E 7 . 9 9 / E 11 . 9 9
S A V E  C.2.00/E3.001

1101111111111Olowwwwiwwmtow

TURRICAN
(Rainbow Arts)cr64

E7 .99 /E11  .99
S A V E  C2.00/E3.001

4 1 1 1 1 1 1 1 1 1
.
1 1 1
1 i s  q bTHEIR FINEST HOUR:

BATTLE OF BRITAIN
(US Gold)

Amiga

a
E 2 3 . 9 9

S A V E  £6.00!

1 TV SPORTS FOOTBALL:

(CinemawareiRlirrorsoft) 1
Amiga

E 2 3 . 9 9
SA VE £6.00!

C64

E 1 5 . 9 9  (d isk only)
• S A V E  £4.00!

1 1
1 0
1 1
.
1 1
1 .
m
p
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nterview with Power Drift programmer
:Nils Butierl Randy •I Tips
sitravagonzal Test Flight - Falcon VI
.
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;TOO& Thanderbkcis, Tusker. Skate Boll,
.00m Sports. Shinobl, APB, Xybots,

Papotboy, Jack The Nipper,
;hosts 'n' Goblins, Masters of the
Univerte, Rescue on Froctaists. Mr. Hes,
Xenon 2, Buffalo B r  Wild West Rodeo
Show. Omni-Play Batkotbak. Strider,
Sleeping Gods Lie
NO 55 Nov 1909
Pedal to the metal! - an Interview with
Tub() Oa nun programmers Probe
Sonsvalet Ptrirs joystick round-up! Free
Tusker mewl

INTERNATIONAL
3-D TENNIS

(Palace)
C64

E 7 . 9 9 / E 1 0 . 3 9
S A V E  E2 00/C2.60!•

Nompop

HAMMERFIST
(Vivid image/Activision)

Amiga
E 1 9 . 9 9

SA VE £5.00!
C64

E 7 . 9 9 / E 11 . 9 9
SA VE C2.00/C3.00!

Reviewed
, 
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e  
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,  
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h
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Action Game, Continental Circus,
Vigilante, Ferepower, Star Trek: The
Promelhean Prophecy. C.C5/11 iC Pirate,
Pitslop II. MaI I ,  Clystol Castles. Kencio
Wortlor. Soldier Of Light Viceld Scones
Baseball, Power Deft PW Honda, 30
Pool, Pro Tennis Tour, Beath Volley.
Untouchables

No 56 Dec 1989
The Xmas Issue Includes an Interview
with interpi0V, On arcades feature, and
a review of C64 backup cartridges
Reviewed: Turbo Out kin, Myth, Stunt
Car Pacer. intetphose, Battle Chess,



11
)ORDER

Olt from our highly
ricommended games
IC you can order any
pme released by the
Oar software houses

lo date on disk or
1 cassette.
'tot all listed products
lave been released at
/ ma time of going to
press. Goods will be
patched as soon as

possible. Customers
11,111be informed of any
llog delays. Ring 0584

815851 tor release
dales

•

BUDGET
BUY 3 &
GET ONE
FREE!!

/1:111's as simple as that!
You buy any three £2.99

games through
RUPERSTORE! and we'll
pot an extra E2.99 title DI
or choice completely

FREE!!

Cobol. Dogs Or Wor, Noah And South.
Scooeghost, Shadow Of The Beast,
Storrnk)rd, Ternts EV Adventure, and
many more!
No 57 Jon 1990
riemew wrth VencieIta creator, Stan
Schernbri. The reviewers"best games of
he decade'

%vowed: Retrograde, Cperalion
Thunderbolt, Ghouis 'N Ghost, F-29
etdiolor, Simaty. Double Dragon II,
procion SPirtt. Eye °Haus. Ghostbusters
It Indy: The Graphic Adventure, Moon-
woker,N a  Warriors. Rottonary, Power
Dot Snore, Strider, Turbo Out Run. Twin
Norld• Wicked.

ZZUPEROFFER
SAVE EEEs WITH INFOGRAMES

SIM CITY
C64 disk SAVE E7.001

NOW ONLY £12.99
Amiga El 8.99

TIN TIN
C64 SAVE up to E5.00!
E6.99 cass/E9.99 disk

Amiga 1.12.99

PURPLE SATURN DA ri
C64 SAVE up to E.5.0
E6_99 cass/E9.99 disk

Amiga E12.99

STIR CRAZY
FEATURING BOBO
C64 SAVE up to E5.00!
E.6_99 cass/E9.99 disk

Amiga El 2.99

,

mill Itwitioltiowiwalitilioti. •  -
1111_„
:
_5
1
11I
I

p i
t

ZZAPI MAIL ORDER
NAME
ADDRESS

POSTCOnE
PHONE No

Method of payment (please tick)
Access 1=11 Visa LIJ Chequej Postal Or

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.



USE THE ORDER
FORM ON PAGE 51

IM a• -r

THERE'S ALWAYS A
COMMOTION GOING ON

IN ZZAP!'S UNDERPANTS!

e 4
Y
B
E
W
H
A
T '
S  
Z Z A
P !  
G O
T ?

IT'S GOT THE LOT!

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

£15
E22
E35

Yes! Become a subscriber to ZZAP! 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 subber!

A SAVING OF,
BLIMEry ,t3!
'I'LL HAVE A ZZAP!
PLEASE BOOW

ZZAPPS ALWAYS
TOPS!!



A500 BATMAN PACK
WEED

,

I he Commoodre A500 Selmer
, P a c k  m u s tsteely rank as one of the moat popular com-
puter packs ever! The OeCk features Ilse
Commodore AmIge SOO computer with
mouse oontroMer and TV  modulator, plus
lour too !whe a l .  tines. The  software in-
cludes •Batmen The Movie -  Rid Bottum
City a t the cunning !otter, tn Ocean', lop
selling nite based on the blockbuster Bat-
man film. Brew Zealand Story - high quits

conversion of the leading arcade game;
taterceeler •  Booligm with two F- I6's
Mid loading Might simulator De luxe  P aint
It -  lop quality Amiga graphics package
which set the standacld for others to tones
Return the  coupon kw further email%

Batman The  Movie
New Zealand Story
Interceptor
Deluxe Paint I I

PACK INCLUDES:
A500 Computer &Mouse £399.99
M 2 0  TV Modulator E 2 4 . 9 9

£24.95
E24,95
E2415
E49,95

TOTAL R AP: £549.78
Less Pack Salang E150•79
PACK P I I C E I  £ 3 9 9 .0 0E 3 9 9

AMIGA 2000

For the more mars:rue or pratirserOnal maraca
,Lions user. Commodore have a  selection of
totem.% based around the espendable Amiga
2000, a t prices from t i n e  ,VAT The  A2000
features it fucli IM b RAM (expendable to MAW.
9 system expansion slots, plus  IBM  c on,
patilorlitv with the  use  ol  P C• kT or  PC-AT
ondgebOards C om ple te  a n d  r e tur n M e

COUOCiR Mattin g  a tick 2
,
1 2 9 5

in M e  A2000 box, ice
details di A2000 com-
puter ardente  - v a t .  cieeelea

FLIGHT OF FANTASY
Flight of Fantasy la the very latest Amiga 500 peck from Commodons
featuring BRAND MEW acclimate releases_ to make this rilie moot spec-
tacular A500 pack ever! The peck features Ine Amiga 500 computer
with mouse 000004110 and TV Modulator. as well as lour top software
rides me sa  include the lokowing

DELUXE PAI N T 11;
Thu hcih Emile/ propOrie otoprom trie
awl the  stendent tor Wu l f be ad& V I
ae ctoce ra De lorre  llth e  i i in alle ate
paeertut * m y O  obe W i t  Mal bring
au1 the  artat in you. Cre ate  entelao•
e we s onne nbe coe  re e n b e ch ave
te p o t M o l e

ESCAPE .'100110T MOKSTEAS.
letese m e
-
w e e n g  
C O M
P l e l
l y  
a n
e w
%

a o ve n . ,  Action e ltry www CashC
boob etOle 0 . 0 . . 0  O w swam  Jean
and O uts ant on the  Plane  h  Me t o
ling Ngue ma I to  he w te e n cabhared
by the  M e at Wo o e rs in  We e d  ID
a m e l  a n g e l  Abbot  Ar111) t l  O U T W I T
EARTH! .lehe and Outhe bgle e n v voey
through Ne e se  at evil Robot. to help
the lthentille  w a s *

RAINBOW I SLANDS;
Ste  on  your mad e  O ye s,  ;Nich e .
'musing I  re name  and you're  re ady
toga alo h a nolgehla • cram O re
al Doh X  W h e w ',le nd, mu  wh e n .
Wo o e r Dan /whole ! Mimin g  inse cts
Wi wi  co mai  rnachine s e lache ne e t
e tte lle ma O a  toontrhebte twangs at
V e to * and folklore  Foully wrie r the
wand at ilare nton I M S s O he b,arria

F29 RETALIATOR
r u e  a l u m n i  rn 1 0 1 P I A M D : r
,  V o , t h  a  
0 0 0 *
Or two au traft f o u r  be lle  envelorteenta
ee ll m o wn  at e lement Wo o s) fre e me n
Ae rial ose laal, g n o mic borre inun, intente-
the  Ve rre t to me  M e e t e a ebony can e %

re ll Me at M e u se  •  onalae s b e at treee
carh ae  se amy!,  in clu d in g  • b u tt o d a
,enheelse the  re ake lo  b e l at aNa gLiranng
eueellatton

PACK INCLUDES: 1
ASOO Computer I  Moos* E39911
A320 TV Modulator E 2 4 1 0
Deluxe Paint II £ 4 9 9 5
EscaperRobol Monsters E19.91
Rainbow Islands £ 2 4 . 9 5
F29 Retaliator £ 2 4 1 5

TOTAL R I P: E544112
Less Pack Sa va . E11582

PACK P I M &  9399 .00

C399.
FOR FURTHER DETAILS OF THE AMIGA
RANGE L COMPLETE THE COUPON ANDRETURN IT  TO SILICA SHOP

THE UK's N a l AMIGA SPECIALISTS

SILICA S H O P  OFFER Y O U
FREE OVERNIGHT COURIER DELIVERY! On  e ll hardware orders shipped in the UK
TECHNICAL SUPPORT HELPLINE: Team of Amiga technical (opens at your service

PRICE MATCH! We  normally match competitors on a  "Sa me  product Sa m e  price
- b a s i sESTABLISHED 12  YEAR S: Proven track record In professional computer sates.
C1341 TURNOVER (wI th 6 0  ata10: Solid  and reliable with maintained growth
91.19/NESS1EOLICATION/OCIVEINMENT! Volume discounts awailabie for large orders.
SHOWROOMS: Demonstration and framing tacilities at our London & &deur/  branches,
THE F U L L  S TOC K  R A N GE : A l l  of your  A m iga  requirements to o n e  supplier.
FREE C A TA LOGU E S : W i l l  be  M arled to you with otters a nd software/per ipheral details .
PAYMENT By  cash, cheque and a ll major credit cards
CREDIT PAYMENT TERM S: Siltca  ate licensed credit brokers -  return Coupon for details.
BOOM )0 U de cide  wh e n  to  b u y your n e w Amig a compute r. we  sugge st rO o  in in k ve ry ce rwaulty 1110001 W
. H E R Eyou buy i t  CO nagie r wh at 11 wilt ise  Sh e a k w  rnonthe  afte r b u yn cl ye ti. Amig a,  wh e n  you may re ovire , lad d lte n e
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•00 with details 01 hew products? At Silica Shoo_ we ensure that you le l hays nettreig10 WWI)
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1 Address:

MAIL ORDER: 1 - 4  The Mews. Halherley Rd. Sidcup, Kent, DA14 4DX l e l : 091-309 1111
O rb . i b e e s Open No n -S i t  9 0 0 e rn4 0 0 orn N O  Lame Pavolli Opening

N S H O P :  F e e  le a Ce t-3 5 0  c6 csLONDO 52 tottenimin tourt Road, London, %IP OBA i r 1 1 - 5 S 0  4000
OpentrIg Ho we  M o n - S e  1 ,30annetKlorn L e e  N y e  Thure ale y oMii awn  F a x  No  071•121

SINOP SHOP: 1 4  The Mews, Hathedey Ad, &deep. Kent. 0A14 40X 111: M a r
o
t
—
m
g  
y
l
o
o
r
.  
M
C
0
-
6
6  
0  
6
0
4
,
,
5
3
0
c
e
n   
t
e
l
e  
M
o
n
t  
a
n
d
e
y  
u
r
e
a  
?
p
r
e  
F
a
.  
N
o  
(
)
S
t
a
d
e  
0
0
7

BUSINESSiEDUCATIOte: 1 - 4  The Mews, Nether* Rd, Snicup. Kent, 0A14 40X bt: 0111•308 One
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, 
i
n
n  
O
p
e
n
.  
M
o
n  
F
r
i  
S
t
e
a
r
n
-
6
0
0
o
r
n

r  sii.ca Systems Ltd. Dept ZAP64-0690•32
PLEASE SEND INFORMATION ON THE AMIGA

v e . . p •

1-4 The Mews. Hatherley Rd, Wulf), Kent

. . . . . . . . . . .  . . . . . .
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THE
Until Rob 'Doggy Pokes' Hogg
got his hands on the Amiga
version of this mega-blaster
and mysteriously corrupted it,
Blood Money was the ZZAPI
Office lunch hour game. Now
we may see its return but this
time I t s  c r os s e d i nt o 8 -bi t
territory a s  D M A  De s i gn
convert it to the C64.
We're talking miracles here es
you can see by the stunning
screenshots, the  two-player
mode is in there complete with
shops and four  worlds  for
plundering. I t should be in
your s tores  now  priced a t
E9.99 on cassette and E12.99
disk and we'll be reviewing it
next issue.
With Blood Money proving •
tough conversion to pull off,
have some sympathy for DMA
Design main man David Jones
who's having to juggle his time
between w ork i ng o n  C 6 4
Blood Money, the  hack 'n '
slash Amiga game Gore and
believe i t  o r  not,  the  C6 4
version o f  S ha dow o f  the
Bees till
Planned for July Boast is tHE
show-oll game for your Amiga
aid looks to have as much of
an impact on the  C64. The
parallax scroll should work
well a nd a fte r  the  likes o f
Turr'can and Time Soldier we.
should be seeing some pretty
impressive BIG creatures to
defeat. Already a Beast 2 is on
the c a r d s  f o r  r e l i e s '
September time but there's no
word on a C64 conversion.
Watch this space for further
details soon.

BLOOD MONEY
(Psygnosis)

1 1 1 1 1 1 1 f f

V Missive leayileh are just some of the horrors of the deep In the
second. submarine level.

W
I
N
I
T
-
‘

•It vfr

gio
• • •

a  I •

Age le f
iPeior

at Asia
00110

V I E E E  I
111

N,!.• -  -  - r-Lvt-
6*A116411illik._. a-A Atill

0 1 2
1
1 2
-
4 1

a Level three is the ice world and your only transport is a )stpacki

EA's Proiectyfe lea surreal sports game which up to three players
can play aknultaneousay.

PROJEC1YLE
(Electronic Ads)

sporting mood ready for the
summer is EA with the May

eiease of Projectyle on the
ga (E24.99) (previously

n as Tribal which us lot at
ewslield think  was  a  fa r

superior title — bloody Yanks).1
iA three-player sports game of

he future ,  Projecty le  is  a
rough 11 ready bail game with
eight teams to choose from to
play ba i l  There's a host of
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tactics to choose from, eight-
way s c r o l l i n g  p i t c h e s ,
player/team statistics g. - r e

Land eight music pieces while
?you play.

One question: How can you
have a  p i tc h  w i t h  F I V E
quarters? Or a time limit of
THREE halves? According to
the press release you can.

oat o d d  b u t  a l l  w i l l  b e
xplained i n  Ma y .  I n  t h e
eanlime take a look at the

at ball action.



STARBLADE
(Palace)

While us lot at ZZAPI get our white shorts and the Robinsons'
Barley Water and start practising our serve, smash, lob and volley
with the Sizzling International 3-D Tennis, Palace are promising
us Simaril's very pretty Start)lade, Its a space opera of epic prop-
ortions starring mutant insect queens, the superlative Starblade
star-fighter itself and a good dose of future wars arcade-adven-
turing. Amiga owners get set to lift-off in May for E24.99.

Kik(
(Tengen/Domark)

Let's hope this screenshot of the C64 conversion of the brilliant
coin-op is in the right place this time, eh Film Planning? (f0.99
Cassette, £14.99 Disk — Out within the month)

1) 1 . _____ 510nor P U7 1 1
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FUTURE  BASKETBAr
r  1 1
1 1 1

(Hewson)
Speedball 2 underway we now see Hewson taking up tile

with their own rough and ready variation on future
And what's i t called? Why, Future Basketball of

to be slam-dunking on the Amiga June/July time
1

F u t u r e l l a e k e l l i t o  out any day

m e m b e r s  I n  B r o s
_=11E

e y e s  i n  y o u r  h e a d
s i d e s  t o  a  r e c o r d

e a r s  o n  a  d o n k e y

w h e e l s  o n  a  m o p e d
a r m s  o n  a  c o a t

_=M
s p e a k e r s  o n  a  s t e r e o

fi n g e r s  u p  y o u r  n o s e

w i n g s  o n  a  fl y
h e a d s  o n  a n  a l i e n

h e a d l i g h t s  o n  a  c a r
b r a i n  c e l l s  i n  R o b i n

c h i p s  s h o r t  o f  a  b a g

m a n y  c o o k s . . .

t o  t a n g o

m o r e  c o m p l e t e  g a m e s
f r e e  w i t h  t h e  n e x t

i s s u e  o f  y o u r  f a v o u r i t e
c h i p  p a p e r !  Y a p !  Z Z A P !

is  a t  i t  a g a i n  w i t h
M E G A T A P E S !

O r d e r  y o u r  c o p y  n o w  o r
w e  s e n d  t h e  b o y s

r o u n d !

PI
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MANCHESTER CM(
CENTRE BRANCH NOW

OVEN FOR WHILE
YOU WAIT REPAIRS

40N -sAT10
.5
-

Copyright Vide0Vault Ltd No 092072 W E NOW HAVE FAX: (0) 457 868946

T E L E P HO NE
0 4 5 7  8 6 6 5 5 5
0 4 5 7  8 6 7 7 6 1
0 4 5 7  8 6 9 4 9 9

THEN WAIT NO LONGER-The VideoVault have been servicing C64
since 1982, we are the no, 1 Commodore Service Centre servicing •
1000s of machines each week.
WE DON'T JUST REPAIR YOUR COMMODORE 64-we check loading,
Sound, memory ,  c olour,  in fac t fully  ov ernaul y our c omput er for
only C40.00-which includes all parts, labour VAT and return
postage + packing •  NO HIDDEN EXTRAS. Your Commodore 64
Computer will be repaired to give you years of troublefree
enjoyment, (please note power suppiy units are not repairable
and would need to be replaced. These are available from us at
M O W .

CATALOGU
EN OW AVAI LABLE,

OVER 3 ,
0 0 0

TAI
,

A powerful BASIC-Tolle  tAdditional helpful
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ramming and debugging The loolkitcommandli
can be used in you
, t H
I r . l r n c • ' ,P. 7 1 . •

Ilung POWER CARTRIDGE you can load up toIs times taster from disk.
The Disk commanch can be used in your COM
programs.

t

Using POWER CARTRIDGE you can work up to
le  tinies faster with your data recorder The
Tape commands can he s.r.ert in your program,

A powedol machine language monitor that is
readth available and leaves all of your Commo-
dore memory available for programming
Also works in BASK-ROM, KERNAL and le0areas

DAYsNEED YOUR COMPUTER REPAIRED FAST?wEEK
I
V
O
W
H
w
I
L
E

U _Air ITO ARRIVE? 1REPAIRS
FED UP OF WAITING WEEKS FOR YOUR COMPUTER

LtdiReplacement
• •
• •
•
<
. .
.
1
1  
P
o
w
e
r  
S
u
p
p
l
y

/ Units

0
/  
•  
,  
E
2
3
5  
p
+
p

Send your computer now to- I  i' only E35.00
VicleoVault Ltd, Old Kingsmoor School,
Railway Street, Hadfield, Cheshire SK14 8 A A
l
k ,
Telephone: 0457 866555/867761/869499 Head Office &Credit Card orders, queries.
Manchester 061 -2360376 while you wait repairs & spares centre only,

The POWER CARL RIDGE contains a very et
-
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tive Printer-Interiace, that self deter h if a pnnter
is connected to the Serial Ous or User-Pon

• it will print all Commodore characters on Epson
and cimmatible printers
The printer- interface has a va Hely of set-up WA-
uhillikes. It can produce HAROCOPY of sc reens
not only on Serial winters (MPS8tJI 8 0 2 . 803
etcl but also on Centronic printers 'EPSON,
STAR, CITIZEN, PANASONIC, e ta
The HARDCOVY function automatically distin-
guishes between HIRES and tORES• Multi-col-
our graphics are c onverted into shades of grey
.The PSE I  functions allow you to decide on
LargeSmall and Normald nverse printing,
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OR BRING IT IN TO US FOR WHILPOLI•WAIT REPAIRS AROUND ONE HOUR
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Ditcon Devices Ltd
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COMMODORE
64/VIC POWER
SUPPLY UNIT

THE VIDEO VAULT
COMPUTER COMPANION

POWER RUSE I

On the back or the POWER ( All r RIDGE there
is 4 Reset Burton. Pic,sing this button makes a
SPECIAL MENU appear on the screen.
CONTINUE -AN OVA you to return to your

program
BASIC -  Return to BASIC
RESET N o r m a l  RISE
TOTAL S A K
-
5  t h e  
c o n t e
n t s  
o f

BACKUP m e m o r y  onto a Disk. The
DISK p r o g r a m  can be reloaded later

with BLOAD followed by
CONTINUE
-  RESET pia nv program.
-  As BACKUP DISK but to TAPE

RESET ALL
TOTAL
BACKUP
TAPE
HAROCOPY - AI  any moment. prints out a

Hardt opy °Elbe screen.
Using CON TINUE afterwards
You can return to the program

lakes you into theMachine
la M o n i t o r

Bitcon Devices Ltd.
88 BEWICK ROAD
GATESHEAD
TYNE AND WEAR
NE8 1RS
ENGLAND.

EDITION HOT OFF THE PRESS
Nen Notre Catalogue now aya4ble
containing over scos items I nc l
ud ing S C e t W a r efor all Computert jOyStICKS sore  Darts
business software. books plus many more
Artt Sem 5 x Istria% Ramo for your tree copy.
Over 25 pages full Of too ouality products
deliverer] to your 000r Dv return post.
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will be a handling thattte E t a  to

TEL 001 ALIO 1975 and 091 490 1919
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BIGGER IS BETTER!
After last month's small-ish Pig in a Poke I'm
back with a chock-a-block tips section
(hopefully a good few pages more than
before in fact). In between many a game of
Blue Lightning on my Atari Lynx I've got
together some stuff on E- Motion
and Super Wonder Boy (lots of it!). If
you lot out there are genuinely interested in
a tips booklet let me know and l o o k  into it,
maybe a tape version of the tips section
could be made for a small price (remember
the one in CRASH a few years back?). With
that thought in mind, let's get on with the tips.

WEIRD DREAMS
(Activision)

Edward Nevens of Cowbridge in
a neighbouring county of mine -
South Glamorgan,  n o  l ess -
pops up with a very handy solu-
tion t o  Rainbi rd's l ong,  l ong,
long delayed Weird Dreams on
the C54 (it should also apply for
the Amiga version). Thanks a big
bunch Edwar d.  O ne  questi on
though, Edward: why on earth
did you think it deserved 92%?

Level 1 -  The Candy Floss Machine
Easy prov ided you follow a  f ew
rules. Let  about  3 or 4 of  those
stupid red 'flosses s t ic k  t o you
while running to the far right. Now
start jumping r ight  a n d  wi t h in
about 10 jumps or so you'll be up
and away to the next level_

L$1112-ThsWup
This level is so hard to get used to
that 30 grannies with sledge ham-
mers couldn't  break it (? - Rob H).
Anyway, as soon as you hear the
cute music play hold down left on
the joystick or  keyboard. You'l l
walk onto a new screen (wow!) and
as you come level with the back-
ground graphic of a tent, drop all
but one of those stupid red things
on the floor and continue to walk
to the end of the screen. Oh, turn
round and pick up the black thing
on the floor and go up to the wasp,
not too close -  about 5cm away.
Wait for it to drop its blue sphere
and pick up a stupid red thing and
prod him with the black weapon
you are carrying and quickly pick
up the blue sphere that 's on the
ground ( i f  you've f ol lowed t he
instructions!). Turn left very, very,
very quickly and walk into the wall
and you complete the level. Timing
is all and it takes a lot to master -
the cheat  mode might  c ome in
handy!

Level 3 -The Garden
Getting into the game now, the first
screen is easy but is followed by a
tricky screen. Walk right until you
come to a small red pile and press
down to pick up a stick. Now walk
over to the flower bed and prod all
the flowers until they snuff it. Now
walk right  and you c ome t o the
next screen. Edge right unt il the
little girl throws the ball and as it
roils towards  you press down to
pick it up and throw it back. Do this
a few t imes then edge forward a
bit and press down when the ball
comes to you. Keep doing this until
the ball eats the girl. To get onto
level 4, go to the archway in the
background with the hand in it and
press up and fire.

Level 4 - The Playroom
For the first screen just keep walk-
ing right to the second screen. On
this screen you can sometimes do
the same as the first but it is better
to walk up to the dancer and, when
she is  about  t o  k ick you,  duc k

when she waggles her leg in the
air. Get up straight away and walk
-  if you're too slow you may have
to duck again. Just keep walking
to the third screen. For the fourth
and last screen walk up to the eel's
cage and when it comes up to the
surface and stops flashing grab it
by pressing right  and fi re. Then
complete the level by  walking off
the screen.

Level 5 - The Hell of MInms
Slash the eel at the wasp by pres-
sing fire and right, after a few hits
the wasp dies and you can walk off
the screen any way you want to.

Level 6 - The Desert
A fairly tricky one this. First of all
keep jumping and you' ll grab a
fish. The monsters now start com-
ing from the right hand side of the
screen so prod these. More keep
coming for the first three screens
so try and make your exit as soon
as possible. For the fourth and fifth
screens just prod the big guys and
they'll hit  the deck. The last and
hardest sc reen o f  t he levels is
tricky indeed. Avoid the whirlpool
when it goes to the right side of the
screen, follow it  and hit  the idol
twice and run back to the left hand
Side of the screen. Repeat this until
the idol's head falls off and you get
a red sphere (like the blue one in
level 2). Now fall into the whirlpool.

Level 7 - The Mud Land
Though I call this the mud land it
only has  one screen. There is  a
point on  this screen you cannot
cross. Press B on the keyboard to
make t he  ball c ome down and
chew a path. Walk across this into
level 8.

Level 8 - The House
Walk left and avoid the first group
of bats then walk left again. OD the
next screen do the same. The third
screen i s  di ffer ent.  P R E S S
appears on the wall -  when this is
lit jump up and touch it and all the
bats will go. Walk  right and jump
over the speedy bat, do the same
for t he  nex t  screen.  Th e  nex t
screen has the chicken monster:
go to the second lamp and jump
off using fire. Only do this when
the monster is in front of you and
the lamp is  swinging right. Walk
right and go through the right exit
by pressing up and fire. Its a good
idea to practise this 'swing' on the
screen wi t h  t he speedy  bat  as
there are no more after this one.

C64 CHEAT
A desperate sounding cheat but
one that works surprisingly. Place
your t wo hands on the centre of
the k ey board wh e n  t he  We i rd
Dreams title screen appears and
the music plays. The cheat mode
is on when the mus ic  changes_
When you play you'll see that you
have no lives in the status panel,
don't  worry  as  you've now got
infinite lives. This cheat mode can
also be carried out on the doctor
screen.

• • • • • •
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If Snare hadn't eventually tom
my hair out &Motion would
have finished the Job. The first
few levels are a doddle but It can
all ge t VERY frustrating, and
they c a l l  t h i s  e nte r ta in-
mentl??I'M l'N risk going bald in

A 4
1 1
1
-

the next few months and play
the game through detailing how
to get through each level (first
10 tNe  month, next 10  next
month and so on).

E-NTERTAIN-
ING TIPS
•  Play two-players if you can.
The few screens where two
players can be a hindrance (ie a
few of the later level 'elastic'
screens and the second Bonus
Round) are minor problems com-
pared with the problems of tack-
ling levels like ievel 7 if you're on
your own_ Learn the value of co-
operation, you'll need it!

o  Never forget about the wrap-
around effect, it's handy for nip-
ping across to the other side of
the screen quickly but can prove
bloody frustrating when elastic
is involved. When you're near
the edge of the screen, inch
along slowly, using the 180 flip
facility occasionally to avoid
wrap-around. The momentum
of hitting elastic-linked bails
'oft' the screen can see them col-
lide but it's not recommended if
there are other balls around.

•  If things go horribly wrong,
start bashing balls together to
create small pods giving you
energy when collected. It may
look chaotic with dozens of balk
of all colours bouncing around
but eventually like-coloured
balls wiltstart hitting each other,
clearing the screen while giving
you masses of extra points in the
process and topping up your
energy too.

M I  5  8  Z Z A P I  W I N E  1 9 9 0

11G in roke

4111111k.
LeVel I  t

position 1
on the left side ,  l o w e r  ballNo prOblern. G o
t
j A t i :
and hit ft up intothe other.
Repeat this with the right-tide
O M  except from the southwest
corner (position 2).

Level 2
In two player mode it's a bit
tricky if the other player wants to
go another way so convince him
to drift over to left and move
around to position I and (while
being careful to avoid wrapping-
round the screen) hit the blue
ball into the other ball which has
conveniently drifted nearby.
Once free of the elastic hit the
right-side whiteball down to the
southwest to wrap around and
hit the other white ball.

4111L

Level 3
Easy peasy, lemon squeezy.
Move to position 1, hit the red to
the red, go up to position 2 and
knock the green towards the
green and finish off with the
black in the centre poc-
ket s o r r y ,  whack the purple
into the purple. Just make sure
you're accurately lined up when
hitting the first red.

O ae
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Level —  Bonus Round 1
At last! A chance to rack up the
points. Two-player co-operation
is rather a good idea here as both
players can position themselves
either side of the screen. The
blue pod gives bonus points and

when collected the next yellow
pod turns blue until all are gone.
So just foliciw the blue pods
around to finish the level, time
can be against you if you make
too a few mistakes but otherwise
it's dead easy.

Level
A deceptive one this as you need
to use the wrap-around if you
want to get off the level double-
quick. Hit the red southwest to
wraparound and hit Vother one_
Now move to position 2 to hit the
yellow ball oop northwest to
wrap around and collide with Mr
Yellow ball.

k z
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Level 6
Things are getting tough now as
the elastic-linked balls bounce
round the Centre block in the
most unpredictable of manners.
Go for the blue balls first from
position 1 and (fingers crossed)
they'll collide. If not, bounce
everything all over the place;
eventually they'll collide and
make y o w m e  e lateasier.
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Level 7
THE screen for knocking up
bonus points (as found out by
Wozza of that TGM rabble). It's a
very tough level to complete
without another player as you
have to knock three balls from
one end of the screen to the
other (complete with wrap-
around). Aim for the middle one
first, knocking it to the edge of
the screen where you can get at
it and then hit it over. Do the
same with the other two but
watch that the ball doesn't wrap
off the top or bottom of the
screen. If this doesn't work fol-
low the 'organised chaos tip
mentioned above.

l à
Level 8  — Bonus Round 2
It's bonus points time again. This
time you MUST NOT touch the
red pods as it ends the bonus
round. Instead just inch your way
round slowly to the middle set of
balls and speed down the centre
(making sure you're dead accu-
rately lined up) and then move
pixel by pixel to collect the other
two pods. Two players can be a
hindrance on this level, more
chance of making a mistake.

Level 9
Not too difficult. Not
difficult at all in fact. Slowly
bump the yellow ball up north-
west into the other yellow ball
and finish off with an orange ball
bashing session.

Level 10
No sweat, even if you do have
elastic stuck to your craft. Two-
player mode can be a tad awk-
ward but take it slow and you'll
be alright. Move past the white
ball and then up to line up with
it (this is to make sure you don't
knock it off screen). Now knock
the white into the white and
then follow it up with the blue
hitting the blue to end the level
and the E-PAotion tips for this
month.
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LEVEL FIVE -
CRYSTAL TIPS

1 Glass Bal
Crynial hock

1 ficinisky Blob Thing (1)
Spitming los Bit

5. lc s Wu:rim
S. los DI/mown
7. Crypt* Po ri

Oish
1, Stator
10. SpOwing Jowl

Swingy Awn S p in n in g  Jossol

FLYING WEAPONS

THE CAST OF ALIENS

riG a  rolce

M E R G E R

Potations: 5 / 1 3

Inc: 3

Coat: 1 0 0 0

M u: 3 6

Points: 3

SPREAD

hankie& 1  /5/1/I 3

4

Cost 1 0 0 0

Mac 4 0

Points: 3
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Duct Shop

RETROGRADE
(Thalamus)

Gins MN D u ct

Lie  ,
6 r e  
I  
5

3 e n

7
7 7  -
7

5 -le

Andrew Roberts provides another excellent map while Apex continuewith their tips:

You will now have realised that we like the idea of progressively
difficult levels and the crystal level is no exception! As soon as you
start we suggest that you upgrade your power fist to its maximum -
take that, you alien slime! There are also some more weapons for sale
in the shop including that delightful Diverger and superlative Spread.
We can't think of any required weapons so just mess about withwhat's on offer.

There are three ducts on this level, all containing some rather cun-
ning and tricky aliens, not to mention rather pretty. To get the planet
busters you must kill the following aliens on the ground: a  pink
squidgy alien in between two orange squidgy aliens, a pink crystal
ball just tothe right of two orange crystal balls, and a spinning orange
pyramid again in between two orange crystal balls.

Once duct three has been completed you will have to face the huge,
hideous, hyperventilating (I7), humongous nerve centre! What apuzzler this is!!

Referring to the diagram, shoot points 1 and 2 (in that order) from
the right to release the umbrella-shaped pods which will allow you
to destroy them (points 3 and 4 in that order). Avoiding the mischiev-
ous missiles blast away at point 5 from the right until its protective
shield is blown away, then shoot points 6 then 7 from the left, Now
go back round to point 5 and shoot the eye (only when it's open) to
destroy the nerve centre (sigh of relief!).



AMIGA SPECIALS
tai l  7   99 Nebulas •  4. 99
Menace 7 . 9 9  Cybernold ft 4 9 9
Ballistis 6   99 Nelhenvorld 4   99
Deluxe Paint II 7   99 Shadow of The Beast:17_99
Football Manager • T a n k  Attack 8 . 9 9
Up kit 1 1 . 9 9  Duestion of Sport 4 . 9 9
Time & Magik 7   99 Passing shot 4   99
Rocket Ranger 9 . 9 9  Hunter killer  4 . 9 9
Dragon Spirit  7 . 9 9  Daily Double Racing. 9. 99
New Zealand Story 7   99 Photon Paint N  2 4 . 9 9
Shuftlepuck Cafe 7 . 9 9  Inlerphase 9 , 9 9
TV Sports Football 1 2 . 9 9  Phobia „  _ ............ -5.99
Galaxy Force 4   99 Centrefold Squares 7 . 9 9
Brian Clough* Football 1_99 Powerdrift  7 . 9 9
F-18 interceptor 9 . 9 9  Altered Beast 7   99
Eliminator 4 . 9 9  Superwonder Boy 9 . 9 9
Fish  7 . 9 9  Dynamite Das 8 . 9 9
Trivial Pursuit M i l l e n i u m  2.2  8 . 9 9
New Begin 6   90 Laser Squad  5 . 9 9
Trivial Pursuits  9 . 9 9  Tank Attack 7 . 9 9
Saint & Weenie 4   99 Elite   1 3 . 9 9
kristal 9 . 9 9  Gunship  1 3 . 9 9
Emmanuelle  7 . 9 9  Micro Soccer 1 2 . 9 9
Lords at The C a r r i e r  Command 1 2 . 9 9
Rising Son 1 1 . 9 9  Blood Money 8 9 9
Speedball 8   99 Tertorpods 4  99
Batman The Movie 9 . 9 9  Photon Paint ft  2 4 . 9 9

SUPREME CHALLENGE
Only 119.919
F kaht Cam ara

Stria tu tu  Har ul
Say Fin I  l a n t a W
D ru m m  Sle foresr

COMPUTER HITS II
Only f5.99

tetns
Mack Shadow
.Gorden Path, Joe Made

TRIAD 3
Only C19.99

Rocket Ranger.
Soeedhall. Nood Wines'

i
PREMIER COLLECTION

Only £519
Esolon Nebulas,

Nentenworld, lyrmpe

TRIPLE PACK
Only 916,29

Hostages.
Purple Sarum Day

Ko

PRECIOUS METAL
Only ii5,99

Captain Biome
Xenon. Arkarmid ii,

Crazy Cars

MAGNUM 4
Nary Ci9•99
AnerbJrne-

Doutle Dragon Operation
WO', Balmer" The Caped &usenet

LIGHT FORCE
Only E16.99

Bin Challenge
Mt. R-Tspe,

Voyagerr

Hunt For Red October _9.99
Galdregons Domain ._ 6.99
Penland  8 . 9 9
Pacmarlia  8 . 9 9
Stitglider II  7 . 9 9
Conflict in Europe 6 . 9 9
Seconds Out  4 . 9 9
Joan Of Arc
Hollywood Poker Pro _7.99
Masten:lids  5 . 9 9

Speedball  3 . 9
Romaine' 2   9
Pacmania 3   9
Football Manager II 3 . 9
Running Man 3 . 9 9
Afterburner  3 . 9 9
Brian Cloaghs Football  3.9
Time & Magik cashellsc 3.9
Blasteroids  1 . 9
Trivial Pursuits 8   9
Trivial Pursuits New
Begining 4   99
Dark Castle 2 , 9 9
Phobia 3 . 9 9
President is Missing .._ 3.99
Hunt tor Red October _4.99
Penland 3   99
Pining Shot  2 . 9 9
Calitornia Games 3 . 9 9
Galdregons Domain 4 . 9 9
Laser Squad 4   99
Mini Golf 2 . 9 9
Annals at Rome 3   99
De Ja Yu Disc 4 9 9
Citadel 3   99
Bored of the Rings 3   99
Paperboy 2   99
Malchday  2 . 9 9
Combat School 2   99
Mari Warriors 2  99

Paris Dakar Rally  9 _ 9 9
Spy vs Spy I  4 . 9 9
Spy vs Spy 2  4 . 9 9
Spy vs Spy 3  4 , 9 9
BiDash Can't Kit  4 . 9 9
Fernandez Must Die  4  99

6 . 9 9
Treasure Island Dizzy  4.99
Italia 90 4  99
Gold of Realm 11 m•g) 7.99

COMMODORE SPECIAL OFFERS
Firezone 2   99Hyperspons 2 , 9 9

9 l i t t  2 9 9
9 Ghosts a GOON 2  99
9 Dragons Lair  2 . 9 9
9 Thunderbirds  3 . 9 9

API  4 . 9 9
Continental Circus.  4  99

9 Powerdrift 4   99
9 Altered Beast 4   99
9 Super Wonder Boy 4   99
9 Head Coach 2 . 9 9

President  2 , 9 9
Ballistis  4 . 9 9
Thunderblade 3   99
Fighting Soccer 3 . 9 9
Pirates Disc  6 . 9 9
R-Type Disc 8   99
Myth Disc 5   99
!kart Warriors Disc . 6 . 9 9
Altered Beast Disc 6 . 9 9

6,99Powerdrift
Question of Sport Oita  4•99
3 Stooges Disc 4  99
Penland Disc  4  99
Pacmania Disc  4 . 9 9
Afterburner Disc  4 . 9 9
Apache Strike Disc  4 . 9 9
Ghosis n Goblins Disc _4 99
L.A Crackdown Dies 4 • 9 9
Tracker Disc  4 . 9 9
Road Warrior Diu 4 . 9 9

ORDER FORM .116. E J
Please supply me with the following for
Computer
Titles

11111110,8917'
668 Attack Sem 1 6 . 9 9
NMI/ Spirit  1 4 . 9 9
UMmall Goff 1 1 . 9 9
Mack Tiles  1 6 . 9 9
Xenon It 1 6 . 9 9
Derails Oradea 11 1 3 . 9 9
Genes Soccer 1 1 _ 9 9
Niate Werrlore 1 3 _ 9 9
Ghoetbastert N  1 5 . 9 9
Operation Theadarbeill  1 6 . 9 9
Chas. Ho 1 5 . 9 9
lorotter  1 9 . 9 9
it DP toed 1 6 . 9 9
Nerd Drilla  1 2 . 9 9Ghouls 'n' °fiesta  1 6 . 9 9
Stunt Car Racer 1 1 _ 9 9

C A S S ...DISC
&M e n 1 1 1  _10.92
Gauss fiewier 6 . 6 1 6  .  0.91
Robncop 1 . 9 1 .  11.92
Hard °deka 5 . 5 1 . . .  919
limbo Outran 6 . 9 9 .  19 .99
Donets Oregon 11., 6 .2 9 ...1 1 .9 9
Chase H .° 6 . 9 9 - 1 0 . 9 9
Bomher 1 . 9 2 _ 1 2 . 9 9
Gholthdaters 11 8 . 9 4 . 1 9 . 9 9

Price

TOP 30 AMIGA
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Pre Tennis Togr  1 6 . 9 9
It t im e  From
Tile Cased Ft merjl  1 9 . 1 2
Turbo Willie   1 1 . 9 1
Space Ace  2 1 , 9 9
Maniac Manatee 1 1 . 9 9
TV Sports Iteskentell 1 9 . 9 9
Dragons Breath  1 9 . 9 9
Wan DM  1 4 . 9 9
P417 Thenderb011 1 6 . 9 9
Rainbow laJand  1 0 . 9 9
Player Meader 1 2 . 9 1
X -OM 1 3 . 9 9
Compere,   1 6  99
Escape Rpm Shwas Ceuta, 27.99
Super Dere 1 8 . 9 9

COMMODORE 64 TOP 20 MOVERS
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DATE:
NAME
.ADDRESS*

, P o s t Code
TEL
.

Dungeon Master (1 meg)._
1 6 . 9 9

Dungeon Mailer Editor 7.99
Battlechess 1 6 1 9
Colossus Chess X 1 2 . 9 9
Steve Davis Snooker 10.99
kings Quest Triple Pack  24,99
Falcon  1 9 . 9 9
Flight Simulator  2 8 . 9 9
Lombard RAC Rally _15.99
Scenery Disk 7.9 or 1113.99
War in Middle Eartb..,13.99
Robocop  1 6 . 9 9
Waterloo  9 , 9 9
B Loodwyth 1 6 _ 9 9
Batiletech 1 5 . 9 9
Wayne Grottly's
Hockey  1 4 . 9 9
Deluxe Paint 3  5 4 . 9 9
Deluxe Scrabble
Dragon's Lair (1 meg) 26.99
Bards Tale ft  1 6 , 9 9
Ferrari Formula 1 6 . 9 9
Grand Prix Circuit  16 . 99
Wilma lif 1 6 _ 9 9
Zak Manatee 1 5 . 9 9
Forgotten Wields 1 3 . 9 9
Test Drive II 1 6 . 9 9
Gunship  1 2 .
9 9Shoot 'em up Coast 10119.99
Balance ol Power 199119.99
RUF Honda 1 6 . 9 9
1..lones The AditteMre 16.99
kick Ott 1 2 . 9 9
Falcon Mission Disc _13.99
Populates 1 6 . 9 9
Populous
Promised Land 7   99

..B8411
Spice Okest
30 Pool  1 . 9 1 - 1 0 . 9 9
Tibia C&IMPIINI - - -
1 1 1
-  -
1
°  "

U H F  1 1 1 . 1 1 1 . _ 1 0  N
Purim's@ Reap' . . . I 3  99
Minolta 1 1 2 1 - 1 1 . 9 9
Quoisdiell 1 1 1 1 1 .. . .1 3 .1 1
Wei le telditle  1 1 .9 1 _ , 1 1 1 .9 9
Column M use  1 .1 1 ..., 1 9 .9 9
Calaalal Silage 11111-.10 .111
Heroes at Me Laos 7 3 1 _ 1 1  99
Draper, Mime  N  1 1  PI
RIM Deligemes  1 .1 1 9 -.1 0 .9 1
Silkworm M I S  1 1 .1 1
Pools or Radium  . . 1 7 . 9 1
Mink Far 2 / 1 1  11,111
COM od Ann Iamb M M . - N .9 1
lar Hen  1 1 . 1 1 . - 1 1 9 9
Silam Service 1 1 . 5 1  AL M
Weird Oreetiet  1 1 .1 1 .  .1011
timet Sisettifiyake 1 1 .1 1 .. .13.11
Red Storm Rita,  11.111.-13.99
Mum Car Racer 1 , 1 1 - 1 1 , 1 1
Te ek Attack  9 , 1 1 1 . - 1 1 „ 1 9
Grine Pus Chun 4 .1 1 1 .-1 9 .5 5

6-99-,12.11

WA1 . 9 1
2.19
1 0 .•.1 2 1 9
NC-12.99

.1111.11

Telt Orme 11
Super Cars (T-DIII
-
i
i
lents Tele I
Bede Tale
lards Tel, IM
Shinabl
Oradea Wale
Emrn S w a n
Jost Witme r .....1 .91....10 .99

Fileht Sirmeletor
Jack Nicklaus Daft....1111....12,90
Witrkerote &meet ..11.11....13.99

AMIGA CLASSIC COLLECTION
Super Cras (TOIl Disci .819
Calliomia Challenge
(TD II Disc).  8 . 9 9
Muscle Cars (TO li Dist)8.90
F16 Combat Pilot  1 5 . 9 9
Future Wars
Davin Force
Hound Of Shadow
kick oft Sirs Time
Sim CityAusterlitz
Jumping Jackson
Draidten
keel The Thiel
Bards Tale I
Marble Madness
Battle Hand's 1942
North and Sou*
011imperium
Dan Dare III
Pipemania
Gravity
C/Ship Boxing
Manager  1 2 . 9 9
Bridge Player 2150 _19.99
Lost Datchmans Mines14.99
kid Gloves  1 6 . 9 9

Gin & Cribber 1 9 . 9 9Fire Brigade 1 mag) 19.99
Fiendish Freddy  1 5 . 9 9
Red Lightning  l a s  gg
Twin World 1 1 . 9 9
Stunt Car Racer 1 6 . 9 9
Swords of fl a p!  _15.99
Sword of Solar 1 6 . 9 9
Drum Studio 4   99
Capt. Blood  4 . 9 9
Sidewinder 2 4 . 9 9

COMMODORE CLASSICS

-1 Please make cheques
& PO payable to

Turbosoft

Orders under .C5 please
add 50p per item. Over
..C5 p&p FREE in UK.
Elsewhere please add

0E1.50 per item.
N.B. Please state clearly

mode of computer &
also cassette or disc

when ordering

1 6
1
1 9
15_99
16.99
6.99
14.99
16.99
14.99
14.99
15.99
7.99
7.99

16.99
10.99
4.99

13_99
14_99
16.99

emu Warriors _  _ 5.99....10.11
PHW Poems -  2.119 -.1091
Slim Crty   1 1 1 1 , - . 1 4 , NRise L e s • • • • 1 1 , 1 9
She ta1112101611.... .11_11.-11.99
Timm at tare 5 1 5 . 1 5 9 9
Wend Tatar ON 2 1 5 . . .  1.99
Zak kilcitraken  I l i6 . . . .1 1 .1 1 1
roams  1 1 . 9 1 . - 1 1 . 9 1Pommeritt
Contest*  Clam - .1 .1 1 .-  10.91
Wink 4 . 1 1  -  S. 99
S al ta S A M  I S  Pi
,nerraecniN 1 , 1 1 - 1 1 . 9 9
A. P. It 4 . 9 1 1 - 1 1 . 9 9
Bieck Peer 1 , 1 1 9 - 1 1 . 9 1
Sweeney H ill Cep .„ , 1.11....10.11
Drina Scribble   1 .1 2 .-1 1 .9 9
Or Dams Remmes ., 1.111.-11,99
Dates Sprit  1 . 1 1 1  1 8 , 9 9
Stoat Mender  1 1 , 9 1  -11.19
Ferran Fermate 1 1 , 9 1 -  19.119
Dragon Wars- ...... -  111/6_,12,99
Rennie 1 . 5 1 - 1 2 . 9 1
Oiled PIK ClizeN - -  111-..11.91
Unirmitkomes 1 , 9 1  1 1 .9 9
Nno billed Slaw 1 .1 1 -1 1 .1 1 1
Spice Rinke Diu   Rid., ..13 .99
Sim  1 Volley Mac   illA - -  119
Rommel Dime / 2 1 - 1 1 1 . 1 9
Rena Doc 1 1 / 1  1 3 .9 9
Sim Crly  N M , . . . 1 3 . 9 1
I V Sporn N A N  N nt....1 1 .1 1
Fe:comae N AM  1 . 9 1  „111.91RIM Ira
Panzer Ba lla  1 1 1 - 1 1 , 1 1
Sinew . . . . . . .
Wavle leacem lodge NM -.21.11h,tella win Lit  e n  • er a

41 SOUTH STREET, LEIGHTON BUZZARD, BEDS, LU7 8NT TEL: 0525 377974 FAX: 0525 852278
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SUPER WONDERBOY (IN MONSTERLAND)
(Activision)
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Stephen Higgins of  Caernarvon
In Gwynedd makes his presence
known in the ZZAID! tips section
this month with some extremely
useful tips for  the latest in the
Wonder Boy  saga  -  when's
Monster  Lair coming out, Activi
sion? Use these in conjunction
with the maps by Jesse Aherne.
A great many thanks to both of
you.

Level  1
Enter the first door  to get  the
sword. Jump onto the lift and then
jump left onto the cabin roof, now
jump up to receive extra gold. For
bonus time, stop just left of the
fence.

Level  2
The first door  you come to is a
shop selling boots, ignore it. The
second door is a bar, walk past it.
The third door  is a  shield door.
enter here and buy a light shield.
Run and jump off the ledge to
reveal a  bag of  gold. Enter  the
fourth door and buy bombs.

Leve l  2.1
Jump from the top step for extra
gold. Go right until you come to a
lava pit. Jump up to the third plat-
form and stop. 'OH!' will appear
on the screen. Hit the spacebar to
knock on the wall and a hidden
door will open. Inside, an old lady
gives you a letter to deliver. Carry
on walking right and you will come
to another door.  Jump onto the
cabin root and move to the far left,
jump up a few times for extra gold,
go down and enter the door. Use
your bombs on the Vampire Lord.
Keep going right to exit.

Level  2. 2
Go right jumping onto the plat-
forms, from the fourth platforrn
jump right (into the gap) and enter
the first door. Buy leather boots.
The second door sells cures. On
your way out jump on the first step
for extra gold.

Level  3
Keep going left and jump onto the
first step for extra gold.

Level  3.1
Go left, climb the ladder, The first
door you see is a bar, go right and
up the two ladders. Jump left and
buy fireballs. For extra gold jump
onto the platform sticking Out of
the wall (far right) and jump in the
comer. When you get to the stairs
stop at the last one and wait for the
hour glass t o appear.  There is
another hidden door in this level,
wait unti l  'O H! '  appear s then
knock on the wall.

Level  3. 2
This level is too easy for words!
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Level  4
Jump on the second pine tree for
extra gold. Carry on left. A
L n

rLevel  4.1
This is the coastal town that the
old lady told you about. The first
door is the armour shop, the sec-
ond door  sells cures. Enter the
third door  and buy  a  cocktail.
Climb up the ladder to the left and
kill the monster. The door above
the ladder sells shields, next to this
is a window. Knock on the window
and an old lady will take the letter
and give you a flute. Go left and fall
into the sea. Jump onto the island
and carry on walking left Fall off
the cliff again and kill the bouncing
monster. Keep going left to enter a
secret room. Jump left and enter
the door,  buy lightning, then go
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right to exit. Once back on dry land
walk left and enter the first door.
This is the dragon's lair: line your-
self up with the red jewel, the dra-
gon can't hurt you here. Get the
key and exit left.

Level  5
Walk left, ignore the first door - it's
a bar. Climb the steps and jump
down the centre of the well.

1
1
1
1
1
1
1

Level  5.1
Make your way right, killing snow
monsters and bats,  and after a
while •OHl  ' will appear  on the
screen. Making sure you have not
stepped off the ledge, knock on
the wall. You now have to face
Giant Kong.  Ki l l  hi m a nd t he

mo-ppect b  J e 5 5 eA h e r f t e

power-sword Is yours. Go right
until you come to a door, jump
onto the cabin roof, line yourself
up with the door and jump. Jump
down and enter the door and buy
the cheap armour. Go right to exit.

Level  5. 2
The first door is a bar, walk right
until you fall into a hall, Kill all the
bats to the left (until you get the
key) and exit via the platforms.
Back above ground,  car ry on
going right, stop at the large cac-
tus, line yourself up with it and
jump for extra gold. Keep going
right to exit

Level
Just keep going right ignoring the
Deaths. Tr y not  t o fall  a s  the
ground is Covered with spikes.
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Level 8.1
Go right.  jump the gap, carry on
right and jump the gap.  Kill t he
green snake and enter the door.
Buy armour and walk  left (fall oft
the ledge).  Carry  on t o t he left.
jump t he gap and k ill t he three
snakes. Keep going unt il ' OH! '
appears. knock on the wet!, buy
the cheapest books. Go right and
fall down the gap. Jump the gap to
the r ight  and  again.  ' OH! '  wi l l
appear, knock on the wall and buy
a cocktail Jump the tap to the left,
walk left and fall the ledge. Walk
right until you come to some plat-
forms, jump up and enter the first
door. The best way to kill this ugly
mother is by  t rapping him in the
comer and  s tabbing him.  Your
shield wi l l  protec t  y ou  agains t
thunder bolts.  Enter t he second
door to leave the level.
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Level 7
Ignore the fi rst door (it 's a  book
shop) and enter the second, buy
some rev ival medic ine.  I f  y ou
already have medic ine ignore the
second door. Enter the third door
and buy  a cocktail. Go right, the
fourth door  sells cures. The fifth
door is the gold collectors den, kill
him for gold and a power-sword.
Enter the s ixth door and a k ind
chicken wil l  tell you to go west.
Keep going left until you come to a
floating platform and jump onto it.
The platform hurls you into the air
and you are now above the clouds.
Make y our way  right  us ing t he
clouds as platforms. Each c loud
yields a bag of gold which should
appear as  y ou jump on  i t  -  i f
nothing happens ,  t r y  wa lk ing
about. Th e  las t  c loud has  f our
bags of gold. When you can go no
further right  take a running jump
down.

•

Level 7.1
Go right,  ignoring the first door.
until you come to a very tall ladder.
Climb the ladder and Wonderboy
will play the flute -  you can now
enter the door to the right.

Level 7.2
Go left until you come to the Red
Knight, k ill him and drop of f  the
ledge J ump on the floating plat-
t o m and when It reaches its high-
est peak, hit the spacebar. Go left,
kill t he fireball, jump on the first
step and then jump up to reveal a
heart, grab it and Carry on left.

Level 7.3
Back where we started! Go left,
enter t he fi rst door,  k il l t he red
knight and carry on going left to
exit this level.

Level 8
Make your way right using the plat-
forms. The first door is  a shield
shop, carry on right, the second is
a bar,  enter and buy  a cocktail.
Enter t he third door (above the
second door) and buy  lightning.
Carry o n  going right ,  enter t he
cave.

Level 8.1
This is  quite a  t ricky lev el jus t
make your way downwards (keep-
ing right) but beware the lava pit at
the very bottom.

Level 8.2
Go right (try using clouds to avoid
monsters) unt il y ou c ome t o  a
door. En t e r  t h e  door,  k i l l  t he
demon and exit to the right.

Level 9
Just keep going left.

1
1
1
1

Level 9.1
This is the same as level 9, with a
few extra monsters, Enter the first
door, kill Snow Kong and exit left

Level 10
Go right, enter the first door and
buy a cocktail. Kill the two plants
above the door,  line yourself up
with the door and wait  (about 2
seconds) to receive extra gold. Go
right and fall into the sea, walk right
until you fall into a hole. Jump to
the lef t  and enter the door,  buy
what you need and go right. On
the third step just before the exit,
jump and you'll be rewarded with
some gold.

Level 10.1
This is the same as level 5.1 with
added nasties. Go right until you
come to a lava pit; jump over this
using t he  plat forms.  When y ou
come to the second lava pit  just
fall oft the ledge to enter a secret
room, which is the same as level
8.1.

Level 10.2
Go right, enter the first door and
buy a cocktail. Go right and enter
the second door,  buy the Knight
Armour. Kill t he Red Knight  and
.carry on going right. Enter the third
door and the nasty f rom level 6.1
makes a cameo appearance. Kill
him using the same methods as
before. Ignore the fourth door and
enter the fifth to exit.

Level 11
You're getting very close now. You
can manage this level alone. The
dragon's floor Is paved with gold.

Level 11.1
This is it, the final level!! Enter the
only door which will bring you to
the conflict with the Meka Dragon
himself. You don't stand a chance
unless you have bombs, lightning
or fireballs. i f  you manage to kill
him wi t h  mult iple hits  wi t h  t he
special we a p o n s  ( a n d  g o o d
armour for protection) then may I
say 'Jolly Good Show!!.  That's It! 0
1 °zz i m a t ILJNIE 1 9 90  E l l  6  3  I N



(Thalamus)
The saga continues as we  go
exploring areas 5 to 8 of this ace
puzzler. Apologies to those of
you expecting to see this in the
last issue but space ran out -
simple as that.  Still no sign of
any Snare tips from you lot so
come o n  a nd m a k e  our  day
before we pull all  our  hair out!
(We can't have Phil looking like
Kojak, now can w e n ?  -  Don't
answer that!)

Area .401
You can't use the  entrapment
wall on this level which luckily
isn't too much of a pmblem.

Head Nor th to the void sur-
rounded by four switches and in
the following order run over the
switches t o create a  platform,
connecting br idge and telepor-
tar. R E D ,  B L U E ,  P URP LE ,
GREEN

Go to the opposite side of the
teleporter before going through.
if you go straight in you may not
have enough time to turn round
and hi t the alien that homes in
on y ou immediately.  Ki l l  t he
alien w i th one shot and then
head Nor th to the top and turn
to the East and enter the telepor-
ter (don't go through the one to
the We s t  -  y ou ha v e  be e n
warned!).  When you go through.
the East teleporter  come to a
halt immediately to avoi d the
void (!). Head to the East edge of
the area and turn South and go
through the exit (the alien may
be hangi ng around here so try
and keep a void between you
and him and take shots at him
before exiting -  it's safer in the
long run).

Area 6
A lot of jumping involved on this
level and the entrapment wall is
disabled - luckily you don't need
it on this deceptively easy level.
At the start come to a hal t and
shoot the aliens to the West and
East (they need two shots each).

Now turn to the West and leap
onto the platform Tur n  Nor th
and j um p across u p  t o  t he
switch. Go back to the start pos-
ition and head Nor th from here
for one platform. Here move to
the very far left or r i ght of the
platform ( w i t h t he  s hi p j ust
hanging over  t he  edge).  Now
jump North to just miss the void.
Shoot the robot to the North and
jump up North until  you reach a

6  4  I n  Z Z A P I  JLJ NJ r  1 9 9 0

platform junction_
Now head East along the plat-

forms (power 2 jumps) and go up
to and thr ough the teleporter.
Head to the Southwest and hit
the switch,  head to the Nor th-
east a nd teleport t o the  star t
platform again. From here head
East and go up the Eastern side
of the screen to the top telepor-
ter to reach the exit (shoot the
alien first though!).

Area 7
On thi s l evel  y ou can't  s l ow
down so things get a mite tricky
considering there's a lot of jump-
ing and quick turning involved,
Head South and then turn East
to go along the area edge. Tur n
North and go up the side unti l
you reach the area next to a plat-
form t o  t he  i mmedi ate We s t
wi th an alien moving back and
forth on it. Now move West and
East in this space, timing it right
so t ha t  a s  y ou  he a d  We s t
towards the alien he moves into
your line of fire (hit him twice to
kill him and don't forget to turn
back East after each hit or you'll
fall into the void!).

Now jump onto the platform
and hit the switch. Go back East
and go up the side of the area
along the three new switch-gen-
erated pl at for ms ( pow e r  I
across each). Head North to the
top edge and then head West to
between two sets of green tiles
(with a platform to the South).
Now move North and South tim-
ing i t r ight so that the alien on
the Nor th platform comes into
your line of fire at the right time
(again two shots should do it).

After  the alien's demise, leap
the gap to the Northern platform
and j ump onto the next Nor th
platform after that (stop or turn
East/West i mmedi atel y u p o n
landing). Now head to the East
and turn North_ I t is from here
that you'll have the only chance
of hitting the alien on the further
North pl atfor m.  Re pe a t  t h e
North/South movement to time
your shots at the al ien but BE
CAREFUL as there's little mar-
gin for error! If you miss you can
always go back round the plat-
form but it's a long haul and you
may agai n miss a  shot at  the
alien. If you do lull him follow this
with a  j ump Nor th a nd then,

another onto the top most Northtplatform.
From her e  he a d We s t  a nd

jump onto the  inner  platform
while correctly l ined up on the
switch there. Hi t the switch and
turn back East.  Jump back to
safety
- 
a n
d  
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inner platform,  hi t  t he  Smar t
Bomb switch (which kills a final
alien near  the exi t teieporter),
and then jump back West Now
all you need to do is to retrace
your s teps  back t o  t he  ar ea
where the two sets of green tiles
were. Fr om  her e  y ou si mpl y
jump South onto the final  plat-
form, go through the teleporter
and go along the corridor to the
area exit teleporter. Phew!

Area 8
Compared wi th that last area,
area 8 is a doddle! Well. nearly!
On this level your top speed is
reduced but this isn't as bad as
It may seem (unless you're being
chased by a fast alien!).

Head North and go East along
the edge of the green wall. When
you get to the bit where the wall
blocks the Nor th pathway just
shoot away the wal l  (the con-
tained exit teleporter plus alien
Is directly South).

Now go North and stop at the
yellow line: from here you can
hit the alien with two easy shots
and then go West.  Go Nor th to
give yourself a run-up and jump
onto the West platform now to
the South. Go through the tele-
porter a nd immediately STOP!
Turn round to face the area wall
and wai t  for  the  fast movi ng
alien to come round (two hits are
needed but  he  moves like the
clappers -use the radar to judge
when he'll appear. Incidentally.
the ping sound you hear on this
level is the sound of the mines in
the minefield, more about them
in a mo).

Once the alien is no more, turn
round and jump North (power 1)
onto the middle platform, tur n
East a nd j ump onto the large
platform (power 2), and then hit
the swi tch.  N o w  j um p back
West and jump North (power 2)
and Nor th (power  1) agai n to
arrive next to the area wall. Turn
East and go up to the teleporter
(go through at slow speed and
STOP!).

You're now in the minefield!
(see the minefield map for mine
positions). Luckily your ship can
have a slight overlap on a mine
position and not explode - don't
push your luck though as there's
a relatively easy right-hand side
route thr ough t h e  minefield_
Take i t slowly through and go
through t he  teleporter  i n any
direction but  NOT Southwards
(you'll see why when you tele-
port!).

Now bead back Nor th along
the pathway again and after the
yellow l i ne  he a d  East ,  t ur n
North for  a  l i ttle distance and
then turn South and jump onto
the East side platform and the
waiting teleporter .  Watch out
for the random-movement alien!

In the next part of the level; i f
he's in your sights kill him other-'
wise avoi d! He a d Nor th a nd
then East  fol lowing t he  pa th
round. Line up the switch sur-
rounded by green speed-up tiles
and run over it (not forgetting to
slow down afterwards!).

Keep going East and go past
the teieporter and head to the
Northeast to the sneakily hidden
smart bom b R u n  over  i t  and
then go through the teleporter.
You're now back in the minefield
again and just inch through like
before but activating the switch
on the r ight side before going
through the teleporter leading
to the final exit teleporter. Phew
again! Roll on the next set of 4
levels!!

After that I'm in a bit of a pickle,
I've got to level 10 with a Rite
help from Phil a nd Andrew
Roberts but can go no further.
It's not worth me revealing the
solution to just level 9  so I'm
stuck. I may well give Rob Ste-
vens a call to get the solution but
If anyone has the solution then
send it in!!! (By the way, the solu-
tion to level 9  is unbelievable!
Talk about  a  need for  precise
timing! Rob Stevens,  you're a
mean person alright!)

ME UNTOUCHABLES
(Ocean)

Not a tip as such but a graphic
oddity to accompany the C64
cheat mode of a few issues back
(get your issue 61 from the back
issue dept. of this very magazine
if you haven't got it already! Plug
Plug!) courtesy of Gavin Barswell
of Portadown in Northern Ire-
land. Using the  TECHNIQUE
cheat, get to level 6 with the final
Show-down with Nitty and when
Nitty starts running across the
screen move  y our  gunsight
across the screen and press Ft. °
Nifty floats across the screen
and dies i n a  fe w seconds.Weird!

TURBO OUT RUN (US Gold)
Another Turbo tipette to go with
the AUNSTOP and c he a t  of a
few i s s ue s  b a c k .  S tu a r t
"ChNeeb" Barloot of cheesy Stil-
ton in Cambridgeshire found
this ono.

If you get a friend to hold down the
RUNSTOP key (for pause) you get
a 'slow motion' T w o  Out Run
with much more reaction time. We
don't have a  working copy of
Turbo around at this very moment
in time so I couldn't check this one
Out. Try it though and see what
happens.

1



DRAGON'S LAIR 2
ESCAPE FROM SINGE'S CASTLE
(Empire/Readysoft)
Stuart Hardy of the seemingly mispiaced Wales in Sheffield is a
regular contributor to the ZZAP Rrap. With Escape From Singe'sromit

iCa
' s t l e  under his belt Stu sends us his words of wisdom.

- '  The  guide is for every screen end Includes all the moves for them.
Obviously these moves need to be reversed for mirror Images.

The Tilt Room (Me  doorway is on the left)
When the room begins to shake, pull DOWN.  Then, when Dirk lands. push
FORWARDS,  and FORWARDS again when the tiles fall away. so he does
pot fall. Finally push LEFT to exit through the door.

The Crumbling Walkway
Wait until Dirk plants both feet onto the walkway. pushing FORWARDS
when he does. After he has landed, push FORWARDS again. Repeat this
process for all four scenes

The Smithy
When the sword begins to glow, press FIRE. Then, when the sword comes
towards Dirk, press FIRE again, to knock it aside. Then (to avoid the anvil)
move Dirk towards the side of the screen he is nearest to

The Lizard King
When Dirk's sword is drawn away, he should immediately move towards it.
Move in the same direction again when the Lizard King advances. When
I he scene changes, push FORWARDS and then in the same direction as the
sword moves at the Tjunction. When the scene changes again, press FIRE
to grab the sword, and FIRE again when the Lizard King appears. The next
two moves should be made towards the Lizard King and, when Dirk's sword
becomes stuck, pull DOWN.  As our hero rolls out of the way, press the F I RE
button to remain victorious!!

The Door Knocker (The door appears on the left)
When the door knocker begins to glow, push RI GHT.  When Dirk lands,
press FIRE, and use Fl RE again when he has drawn his sword.

The Goons (The stairs appear on the left)
As soon as Dirk appears from the Trapdoor, push RI GHT.  Then, when a
sole Goon appears, press FIRE,  and go RI GHT as soon as it is slain. Push
FORWARDS when Dirk begins to mount the stairs, and go LEFT as soon
as he reaches the top,

The Mudmen
When Di rk walks forwards, pul l  DOWN.  Do nothing until  the scene
changes, where you should first push FORWARDS and then move away
from the river along one side. Push FORWARDS when the scene changes.
and go LEFF/ RI GHT to move Dirk along the bridge, pulling DOWN when
he nears the end. Finally, push LEFT/ RI GHT to enter the cave entrance.

The Horse (The fire begins to the right)
Do nothing until the Horse moves, where you should move LE FT then
RI GHT,  then LEFT to avoid the walls of fire. When the Horse pitches
forwards, move in the direction Dirk is facing, so he jumps clear of the ruinedHorse

The Burning Ropes (Dirk enters from the right)
When Dirk mutters "oh oh", push LEFT.  Then, when he is swinging, push
FORWARDS,  and LE FT again when he reaches out for the next vine.
Repeat the process for every burning vine.

The Labyrinth (The first skeletal hand appears on the left)
Run around the maze until Dirk e ni rrs the large chamber. When he pauses,
push RI GHT away from the skeletal hand, and then jump FORWARDS.
When Dirk lands, move LEFT,  and then head RI GHT to exit through thedoor.

The Shapeshifter's Crypt (The crook of the staff is on the right)
As soon as the Shapeshifter appears, move LEFT away from the crook of the
staff, When the lightning strikes, push RI GHT towards it, When the screen
changes, move RI GHT again and quickly FORWARDS.  As soon as Dirk
lands on the stairs, move LEFT towards the hole and then FORWARDS
immediately. Once Dirk is at the top of the stairs, pull DOWN and then push
FORWARDS towards the Shapeshifter. As  Di r k runs towards the
Shapeshifter, press FIRE, then press FIRE again when he swings his sword
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CARTRIDGE CORNER

That's your lot for this month of June (well,
May but you know what I mean). I'm getting
together an Infestation map and tips (finally),
and a Def Guide to Rainbow Islands could
well see the light of day next ish. I'm asking
the impossible here but has anyone out there
mapped Turrican yet? Nope, thought not!
Give it a go and I may well up the prize for best
tips. For a limited period (le this month Only)
I'm being very generous and I'm giving away
2, yes two, (count 1
e m ! )  £ 2 0  
s o f t w a r
e  
v o u
-

chers. Edward Nevens of Cowbridge gets one
for his great Weird Dreams tips and cheat
mode and Stephen Higgins of Caernarvon
receives a late Easter present of £20 for his
super S u e r  Wonder Boy stuff. The fact that
they are Welsh residents has nowt to do withit, honest Stu!

The address for tips correspondence is, of
course, Pig in a Poke, Stalag ZZAP!, News-
field, The Case Mills, Temeside, Ludlow, SY81 JW.

Rainbow Wands
29535,189

Double Dragon 2 46537,173
46553,173

Strider
35259,173

last Food Ditty
20405,173

Fantasy World Ellazy
9652,173

'Future Bike Simulator
5719,165

Dessatee
3060,173

%cede /I' Ghosts
10798,165 (Winne dvs)
13860.165 ( I )
16019,173 (1
1
1 • 1 1 1 1 1
1 1 i l l  
t h e  
o p p
o s i t
e

direction)

Chase HQ
36702,173 (Melte Tahoe)

Turbo Del Ibin (Winne Time)
16034,173 (Levels 1-4
16005.173 (Lamb 5-8)
16034,173 (Levels 8-12)
16055,173 Leven 12-18

11-Ball 1
21384,173 (WM hes)
34395,234 Itralenblity)
34396,234

•

Albinos Ranger
61647.173 Nab time Webs)
61467,173 (labtik LAW. rockets)
3192,173 (MIMI erandes)
2270.173 * Mb Int aid Ids)

Armes*
59891,173

Spilt Penonalltiot
7033.173

Dragon Mop
32890,173

Dad Coati*
43984.165

Mutants
9273,165

Cat-a-ball
25132,96 (Infinite lime)
24990,165 (infinite lives)

Samurai Warrior 20686,165

Samoan
14142,173

Simla emir
7865,173 (infinite heel
8671,173 (infant lime)

Fernandez Nest Die
8410,173 (Clews Vie m e r r ) ' )

M t o l )8155.173:111118150.3 (P : ( r i
eubbee Bobble

17438,3 (Watch your score!)
1240,189 (Use this poke after level one)

Basset /be Nevis (Again!)
4887.173 (Infinite lives)
5081,189 (Infinite time)
4827,173 (Infinite energy)

Retrograde
50374,173 (Infinite lives)
50374.206 (To switch off the infinite
lives chola)
60869,173 (infinite power ponds)
2828.9 (The following 4 pokes give you
9999 am)
2829,9
2830,9
2831,9
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WANTED
Graphic Artist to pon with a  G64 freelance
coding learn who we  graphrcally talentlessI
Contact Craig, Unit 55, Enterprise House, King
Edward Street. Grimsby, South Humberside
0N31 3 .JH. We  guarantee 100% reply and
work! Tel (0472) 3 5
1 4 0 2 ,
WM pay full once or E12 tor complete copy in
as ne w condition o f  Deetroyer Escort b y
Microprose for CBM cassette. Must be ongi-
net cassette Phone 0373 823643 or 44 The
Ham. Westbury, Wittshire BA1 3 41-40,

Wanted Amiga  part e x m y C64 plus £300
worth of gmnes plus cash. 1 year okt. All the
latest games Phone Andrew 0742 582640.

FOR SALE
Lets of C64 games tor sale at really wicked
prices. £1.35 C 2 .6 9  Latest titles included.
Also 3 , 5
-  
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C6_50. E 0  Distributors, 34a Marina, &either.
on-See. Eite l &AWN  Tt440 1 8 P T e l 0 4 2 4
730209.

C414c, C l  with over £120 worth of genies.
freeze machine. back-up board, reset swatch.
plea many magazines. All for M O . Phone Phil
for more details -  Luton 105821 413413 altar
4pm N o  time wasters pieese

C64 games for sale: Shinotil,  Cabal, Myth,
lectionary., Renegade Ill,  M INA,  Nina  War-
riors,. D hotis 'n ' Ghosts. Ve ry cheap only
ES. Write  to : Thativoy 'Mambo& Chee  D e
Meknes 3 . $370 Wnernbool-Oppem, Be l-
gium. 1 00% reply.

For ra le  C64 with tape dock,  poysticit and
over 9 0  games which •riclude new titles like
Op Won. Myth end Thalamus The Hits. El 50
ono. Phone 0475 29999 arid ask for Craig.

Cleo, data cassette. light gun, imptick, utility
cartndge, f250 • a t  software. sit Weds, math
wit, box included. Six months old. Immarcu-
tet• condition_ Worth £300. Se ll for around
C250 (orie l. Phone 061 4 0 6  1013. Ask for
Donny.

Amiga gamest Op. Wolf,  S. Harrier. R a mXenon 2 . E8  each, £27 lot Box of 10
disks £8 (have three boxes). Phone Matthew
on (0656) 767814 a ltar 4pm pease . Thank
you, good n•ght. Bye-bye.

Convnodore 04c, Exoserstor Plus desk drive.
Action Replay W V  Pro. MOO of games, 250
disks, 2 tape decks and back-up board. £300
ono. Tel
. 0 9  
1  
4 6
0 7
0 1
0 .

CBM64, new model data cassette, 2 loysticks,
M O  of games including Rainbow [stands.
Pipe Mania, Stunt Car Racer, Myth, e tc • •
Only E220. Ring Tony on (061)344 5882.

Amiga 500, 2nd drive, pnticits,  £1000 worth
of games, stereo smpll6er and speakers, £110

6 6  z z i i z  lit.it.4E 1 9 9 0

worth of mags, koadsa PD disks, modulator.'.'
disk box, under guarantee £650. Tel James
(0622) 833931 Boxe d as new -  quick sale

Commodore 6 4 ,  d isk drive  1641, Action
Replay back-up cartridge, roystrok, over C500
worth of games including Power DOPE Gazza's
Super Soccer, Altered Beast and many many
mix* . £300, will take le ... Phone Hampton
Middx. 941 1917 EttlErr 4 ,00pm.

004, 1541 disk drive, modern, Curran speech
uret, joystick and over E500 of software on
disk and Cass, many new titles. £250 for the
lot Phone 0740 855845 atter 50m. will cleaver
anywhere in North East

Sega kie se drive  for t a lc includes
Ghouls 'n ' Ghosts. Super Hang ON I rri
c
e
i
r

Shindig, World Cup Soccer. All for £37500.
Write to Robert, 38 Prince of Wales Ave, Read
Ing RG3 21,IH Phew*  include your telephone
number.

gluteus A500 with games Batman, Op. Thun-
derbolt. Kickoff, Horse Racing, lots more, also
Joysticks m a g s,  All worth over El 206 Ask-
ing price £500 Ca ll Steve after 5pm. TeX (01 r
877 1665, Hurry

CAA 1541 d isk drive ,  1520 printer plotter,
tape deck. Action Replay, over 100 games,
boxed. immaculate condition. £ 3 5 0 . R ing
Barry in  Oxfordshire on 0993 681570 after
60m. 7  Clays a week

For sa le : COM 64 and data cassette, plus
over 80 games mcluding Bubble Bobble,!Dra-
gon M N& Out Run. Double Oregon, lkan War-
riors and more. Pius a Competition Pro pztye-
lock. AI  for only C150.00. Dail Mark on 061 720
8623.

Lia o teams 1-31, most in perfect condrtion,
Offers ,
r1  
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Park Road, Westhougfiton, Bolton. Ott, Man-
chester ElL5 3DB.

PEN PALS
Amiga conta cts wa nte d Write  to  Robert
Bramtheld, 50 Red Leasowes Road, Haieso-
wan, West Midlands B63 4SE Replies guaran-
teed. Disks onirri possible. 1 am a programmer
in 68000. I  arn doing a  Elleo Nat Dip in com-
puters

064 d isk contacts wanted to swap demos,
etc, Send disks, tapes, lists. letters to Ella Ben-
nett, 3 Beaufort Road, Yale, Bristol BS1 7 50$.
1 0 "  reply

C64 d isk contacts wanted. Send ksls and
ckeks to Andy Southern. 2  Elm Tree Avenue,
Cockamhoe, Luton, Be ds. LU2  8 0 A,  Send
nowPI 1 0 0 %  reply

Mueic commits wereadl If you want to swap
house/dance music and others, then send a
tape and/or a  list of your tapes to: M a tt 59
Jobse Close, Balcombe, West Sussex RI117
6AF.

Amiga contacts wanted worldwide . Send
lists/disks to Paul Sullivan. 2 3  The Orange,
woodharn V a l v e ,  N e w t o n  A r l i t t e .  C o
Durham 015 4S7 or phone 0325 316387 after
4pm 1 0 0 % reply guaranteed, so don't delay,
* tee to me.

Amiga contacta  wanted worldwide . Send
diskstlists to. TeUvO Kaartarno, Viankobe 4,
04420, Jarvenpaa, Finland, 100% reply to any
letter.

All coders, artists and musicians wanted to
loin a new group on the 64. Call 10602) 752237,
ask lor Paul. Send to: 180 Nottingham Road,
ftucknati, Notts. NO15 7 0 0  I  00% reply Ail
welcome to loin!

004 disk contacts wanted worldwide,, disks
to Gr e e n  E tere tlitnt. 7 0  Ge or gia n V illage .
Castleknock. Dubin 15, Ireland, 100% fast
reply Give  a name to your pain and write SOON

Disk users! We want to swap the latest stuff
for 054 A l  letters and de lis will be answered
Write to Gas, Via Aurelia 233. Ricca Dal Golfo.
19020 (SP), Italy. No tamers!

MISCELLANEOUS
Pokes Gakire l for C64. We've got over 800
pokes. Send SSAE, a n d  10 pokes you need
plus an extra 5  to fall back on. Send to Alan
Betsey, 1 2  Dudley Rood, Brighton, E.Sussex
BN1 7GN,

C.V. service, unbeatable daisy-wheel quality,
Send Name. address, 0 0  B l e l  no e xa ms
takart/taiting, (mnc. board), work experience,
interests, achievements, referees •  a ny other
details. Ke p t  conatclentiall. +  4
Ambleside Close, Eisechwood West. Run-
corn. Cheshire WAY 2RT. (NW. R e nta l

Over 500 pokes tor your 064. new and old
Sand C2_50 to Alan Betsey, 12 Dudley Road.
Brghlon, East Sussex 13141 7431'l. 20 pokes in
A-Z order. This must be the m ks. booklet of
the year?
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Hello again, fish fans! Have you missed me? (Say 'yes'!).
Well, after being squeezed out of the last two issues by
that scummy Scorelord my Results are back again at
last . .

COMPACT COMPp

(CodeMasters
t I s s u e  
5 8 )
Cor, the winner gets a Sony D-
20 portable CD player (it'd just
fit nicely in my bowl 'tr i e d  it!)
along with CodeMasters
innovative CD Games Pack with
ultra-fast loading for the 30
CM games on their CD. And
the lucky guy is

James Locks, Bristol B59 4C,G.
Paul Tune, Hull HU8 BPH; Craig Myers, Sunderland SIRS 2EF; Andrew
Todd, Bromsgrove 660 WI ;  P tampon. London SE25 6QX; Paul
Fintayson, Drumbuie IV 40 80D, Clive Denniss, Norwich NRI6 2P5;
Richard Dale, Droitwich WR9 ODN; Stuart Smales, Barnstaple EX31
I RR; Patrick Whelan, Portsmouth P03 SDG, Jonathan Clinton,
Bradford BD6 1SA.

SPACE ROGUE COMP _ A
(Mindscape, Issue 58)
You know, I'd just love to be a
film director and make movies
like Starfish Wars, The Seven
Year Fish, and the Codfather.
But unfortunately, I haven't
even got a camera, not a
problem faced by the winner
of this comp who gets a nifty
Amstrad Video Camcorder.
Who know, we may have a
budding Spielberg i n. . .  111
T May, London N4 2NW.

UICKDRAW COMP
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The artistic standards of our
readers are very high as
everyone seemed to enjoy
looking at the entries in this
comp — especially the ones of
St Helen! But despite protests
from certain reviewers
(mentioning no names, Robin
'Page 3' Hogg) the winner was
a brilliant airbrushed portrait
of the CyberdyneWarrior. And
the talented artist, who
receives a Sony Discman
portable CD player, is . . .

Second prize is all 30 games on
tape, and goes to

Steven Neale, Spalding PEll
3P.I.

But that's not all: 10 runner-up
each receive a CodeMasters T-
shirt:

Two lucky second-prize
winners each get a
Commodore disk drive plus a
copy of Mindscape's Space
Rogue:

TV Spittle, Wednesbury WS10
7513; Charles Bason. Msida
MALTA. iok
And ten runners-up also get a
copy of Space Rogue:

I Feistead, Manchester M27 1ALI; John Griffiths, Abercrnon CF45 4EL;
B Church, Cocisdon CR3 1PF; Scott Davey, Colchester CO3 5EQ, F
Heeks, Wolverhampton WV6 OW; Mark Haydon, London E46JP; Dean
Betts, Kent INS SBN; M Fenech, London NWI lER, DA Sadgrove, BFPO
16; Biplob Dass, Croydon CM 8IN.

Michael D Crone,
BITS 9BX.

Second prize, a C d i s k  drive,
goes to the creator of a
humourous Impossibubble
cartoon
Robert Goodison, Lowestoft
NR33 91
1
.1.
15 arty runners-up receive a
copy of a cracking Hewson
compilation (4th Dimension,
Premier Collection 3, or
Joystick Thunder):

Julian Buss, Ashford 1w15 166; Tracy Roboy. Puchey L528 6QQ;
Richard Smith. Stanmore HA7 SU; Paul Rigby. Maghu11131 68N;
Steven Martin. London N13 SOT; Jonathan Malr, Sevenoaks T1414 SQP;
Paul Smyth, Leicester LE7 7FD; Stephen McDougall, Middlesbrough
Cleveland, Wayne Bradford, Nottingham N63 3AF; David Leask,
Newcastle upon Tyne NE3 2111; Steven Williams, Liverpool L13 38N;
Ronan Casey, Muilingar Ireland; Sean Duffield, Saltburn T512 2JH;
Marcus mallet, London N20 OM; Raymond Callender, London El 0 6LY.

dna



di The magnified view of a bonus section. (Amiga)

Biplanes: the super-weapons of the tutors! (C64)

SCRAMBLE
SPIRITS.
Grandslam, C64 £9.99 cassette, £14.99 disk;
Amiga £19.99
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attractive Amiga intro,
the actual scenario of

Scramble Spirits remains very

obscure. Not that it matters
much as this is yet another verti-
cally scrolling shoot-'em-up
wtth one or two players bathing

,08iN

through wave after wave of alien
invaders.

To smash such opponents as
helicopters, biplanes, tanks,
and ground installations, pres-
sing fire sends out both bullets
and bombs. If you destroy one of
the big helicopters a smell air-
craft appears which can be col-
lected to fly in formation with
you. Hold down fire and it will
flash, causing a smart bomb
effect (but don't do this too often
or it self-destructs!). You can
choose to have the small planes
attack either ground or air
targets.

There are six levels and you
start off with five lives and five
continue-plays.
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I wasn't impressed by this In the arcades: It's one of
those instantly forgettable shoot-'em-ups which you
don't ever want to see again. The C64 is impressive
technically, with plenty of sprites and a two-player mode
but the gameplay is so weary and graphics disappoint-

ing that I was never hooked. The Amiga game isn't quite arcade-per-
fect, but fairly close although that isn't saying much. Clearer in-game
presentation makes it easier to play, although it's still pretty dull apart
from some interesting mother ships.

I NV

Who says they don't make them like they used to? Clap-
ped out ideas and a complete lack of originality often
results in games like this terminally dull effort. This very
weary coin-op gets an attractive, if hardly spectacular
coat of  graphical sheen on the Amiga but is very

Mediocre on the C64 -  apart from the odd nicely defined enemy
biplane it's extremely dull. More sharply defined graphics make the
16-bit game more fun to play, while the C64 game looks so tired I fell
asleep after only a few minutes playl

4 5
4 1
-PRESENTATION 71

Attractive loading screen, two-pi
mode, and no muttiload

GRAPHICS 3 9
9
4

Fairly clear, but completely uni
aginative and dull

SOUND 4 0
6
/ o

Mediocre spot FX with okay tune
at the end of each level

HooKABlury 45
4
Y

Fast and unpredictable attack p
terns makes for frustrating gamep

but high number of lives compe
sates.

LASTABILrry 4 .3
6
4

Six levels pose a substantial ch
lenge, although repetitive gam

makes persistence unlike/I.

Unoriginal and unexciting.

O V E R A L L
4 4 %

PRESENTATION 68%
Okay Intro and two-player mode.

GRAPHICS 68%
Quite attractive spntes. but surpris-
ingly undramatic overall fOr a shoot-

"em-up
SOUND 59%

Banal, repetitive soundtrack

HCHDKABIUTY 57%
Sharper graphics make It easier to
get into than the CEA, but still quote

tOugh•

LASTABILMf 60%
Six fairly large levels, but dull graphics

diminish urge to erogre55.

O V E R A L L
5  9 cY0

A good immersion of a poor coin -
op.
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US Gold/Capcom, C64 E9.99 cassette,
E14.99 disk; £19.99
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100mph winds, hail, and
snow spoiling spring?

How about three hideously evil
dragons, breathing fire, and
pestilence all overlyour previ-
ously peaceful province?

Well it's happened,  and in the
wake of all the destruction has

After U S  Gol d's '
previous CP  coin-
op conver si ons,
the e x c e l l e n t
Strider and Ghouls

Ai Ghosts, this is a disappoint-
ment. But I don't think it's wholly
the fault of  the programmers:
technically this is an okay con-
version. It's mainly because the
Black Tiger coin-op wasn't all
that special in the first place; just
a repetitive kill *re collect game.

Out of the two conversions the
C64 game is marginally the bet-
ter with some decent sprites and
a nice tune playing
. 
t h r o u g h o u
t .

The Amiga version is not at all
impressive, featuring jerky scrol-
ling and unspectacular end-of-
level baddies. And though Black
Tiger does have some short-
term playability it's certainly not
one of the better Capcom coin-
op conversions.

V Using the ball-and•chain on the 'blocky' end-ol-level guardians. iG64i

8

Tea

.Z .Z .A.P  1 I  L i  NJ E 1  V • 3

come a deluge of dastardly
demons determined to destroy
all. That's where you come in:
the famous Black Tiger who - to
judge from your sprite -  are
-neither black nor feline. What is
obvious is that you like fighting
and cash, so clearing the land of

A virtually arcade-perfect , -
conversion on the Amiga-

'1•3

A I VA I r r a l t ,
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Black Tiger was me tirst uapcom coin-op to use their
new CP graphics system, demonstrating great potential
In shading, detail, and movement. The Amiga game cap-
tures the approximate look of the machine, but it's an
.ST port-across and the tiny sprites and bland back-

grounds never really surprised me, A pity since the game design is so
unimaginative, with you simply hopping around platform-packed
caverns. Buying armour and weapons adds a small tactical element
to the game, but finding your way through the caverns within the time
limit soon gets very repetitive and dull,

The C64 game plays slightly faster, though this plus is neutralised
by the inevitable multiload. Graphics are okay but not amazing. And
though there's nothing wrong with Black Tiger, neither is there any-
thing special enough for me to spend any of my 'Zenny' on it.
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evil is right up your street.
The game is divided into six

levels, horizontally and verti-
cally scrolling with plenty of
treasure rooms to be found. In
fact the cash, known as zenny
(as in Forgotten Words), is
carelessly left all over the place.
You can also open treasure
chests with keys, and free Old
Men frozen into statues by
touching them -  a good deed
which has its own reward, is
extra time, money,  and vitality.
More wily Old Men will try and
sell you improved weapons,
armour, keys, and potions. You
already come equipped with a
mace to bounce off baddies'
bonces and numerous knives to
throw.

Stocking up on equipment is a
good idea as each level has a
particularly vicious baddie at its
end: these include a Blue
Samurai Dragon (I), a Block
Head (but no Ian Dury), and
Spear-Throwing Demons.

0 4 1
PRESENTATION 60%

Unimpressive with inevitable mut-tiload.
GRAPHICS 69%

Okay sprites. dull backgrounds and
unspectacular end-of-level beadles

SOUND 71%
Quito nice coin -op soundtrack evens

things up a bd.
HCK)KABILITIF 6 8
4 1
/ 6

Slightly faster to play than the Amiga,
although muitiload can be a pain.

LASTABILITY 61%
The minor tactical element adds

some depth to the repetitive action

O V E R A L L
6 4 %

An okay conversion of a mediocre
coin-op.

O V E R A L L
6 3 %

rirs i a m
PRESENTATION 66%

High score table and useful continue-
Plays.

GRAPHICS 68%
Some nice sprites, but backgrounds
are dull and there's not much variety.

SOUND 62%
Very average con-op lune

HOOKABILITY 6 7
6
/ s

Very easy to get into, but never com-
pelling

LASTABILITY 59%
A lair challenge but, other than a

minor tactical aspect, gameplaY
repetitive.
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Activision, Amiga E.24.99
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again haunting helpless
Japanese villagers, and

only Tsukikage, the spirit of the
white wolf, can save them. How-
ever, wielding a samurai sword
with a pair of paws ain't easy so
our hero has taken human form
to be the ultimate ninja is this
fiendishly difficult coin-op con-
version.

To defeat the Warlock Tsukik-
age -  or Tsk, for short -  must
fight through six lands, starting
in a decaying temple packed
with baddies. Besides the
sword-slashing ninjas running
at you, there's sneaky baddies
crawling under the floorboards
poking pikes at you, and ninjas
on the walls who throw poison-
ous knives down at you. At the
end of the level there's the
obligatory superbaddie, in this
case a Buddha statue with lethal
fireworks exploding from his
hands.

After this its off to the woods,
for yet more ninjas who are now

This is an excellent
ST game,  wi th a
good scroll, loads
of leaping sprites
and a n  unusual

palette. On the Amiga the colour
scheme isn't quite so impressive
-  I was disappointed the colours
weren't dar ker  a nd r icher -
although the amount of detail is
still impressive. Apar t from a
poor level two, the levels gener-
ally get better with plenty of vari-
ety and imagination. Sound is
even better, with good use made
of the Amiga to provide atmos-
pheric music for each level -  pity
there aren't any sound effects
though.

Actual gameplay is terrifically
hard, at least to start with, much
harder than the C64 which is very
frustrating when level one has to
be reloaded every time you lose
all your lives. However  persis-
tence is rewarding -  you have to
think about this one more than
the C64 where you can simply
run past some problems. I t's
also fun where you walk on the
ceilings!

joined by ghostly fireballs, vic-
ious white wolves leaping from
the sides of mountains and a
huge flying end-of-level mons-
ter. The swamps are even
worse, with huge swordmen and
eagle-eyed riflemen. Then

H I G H - 1 0 0 0 0 0 0 0

ledge, dodging ninjas all the
way. But worst of all are the
caves, where old men leap to
attack with twirling sticks.

Tait has more than his sword
to defend himself with though;
pressing 'space' gives him ninja

A The tire-ropes surrounding Ink protect him against all sorts of
nestles, but this swamp monster isn't worried,

massively improve the sword
and lots more besides. Unlike
the C64 version, the computer
will even flash the weapon it
thinks you should use for which
section.

A Tsk wields the powered-up sword,
move in a battle with the kite-mon.

there's a massive warehouse
with a trapdoor to take you into
an underground confrontation
with yet more of the Warlock's
minions. Even more demanding
Is the vertical cliff-face where
you must leap from ledge to

two clones copying his every

deathstars to hurt, dynamite and
lassoon blades on a chain.
What's more yellow-robed bad-
dies drop crystals which can
produce a clone Tsk to follow his
every step, flames to circle
around him, an energy field to

Thitt4 nr i r s ina i  k a r t ,  r n i n  - " m a r , f  th t .  tn t  tr th t. . t
,

ROGAN

and Images Design have kept the conversion faithful
which is not good news for novices. The lack of con-
tinue-plays makes it a harsh game, level one is horrend-
ous and while level two is easier it soon gets back to

nightmare difficulty. Nevertheless after initially dismissing it as way
too hard, I was drawn back to the gene.  The tactics are completely
different from the super-fast C64 game: on the Amiga the sword is
particularly effective -  even deflecting some of the weapons which
are hurled at you. Without doubt this is an enjoyable game, which
really makes you sweat blood in a satisfying sort of way. On the debit
side the graphics are a bit pale and it's E5 too expensive, but the
sound is great with some really strong music. Well worth getting - as
long as you haven't got a foot-through-the-TV sort of temper!

PRESENTATION GO
Extremeiy Mating nioacting or
one when you detains. no cora

PltlYs
GRAPHICS 71%

Pam ST peitotte, but sornegoOdand variation.
SOUND $O%

M m  tune for sech
kitty makes good use of

sound FX though.
IIII:14MAIGUTY 81

Strangely addiceve, even
toughness

uksrAsarre IS
bitty chedienge,  but

become too daunting restarting
level one ail the time

z z A r t  111-11%lE 1 9 9 0

no

from
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CENTRES WHY SETTLE FOR LESS!!!

E399.0

DIAMOND PACK IA
DIAMOND DIRTY DOZEN

ALL OUR AMIGA A500 PACKS CONTAIN MACHINES
WITH THE FOLLOWINGSTANDARD FEATURES

•  512K RAM •  Built-in Speech Synthesis
•  1 Meg Disk Drive •  Two Operation Manuals
•  4096 Colours •  Operating System Disks
•  Multi Tasking •  All Appropriate Connecting Cables•  Mouse

‘.1$-,404
Batman The Movie. New Zealand Story. F18 . , . . . 1  )  )

InterceplorMetherworld, Star Wars, Oombuzal. - .
-
1 1  1  , ,  
1  , ,  
1

Clownomania, Saint & Greavsie,Table Tennis. V -  1 1 1
i 'i ', 'i 1 ,  •iPaperboy. Mike Reid's Pop Quiz. Baal, Menace, S-te ttio ,  .ElloodMoney. Deluxe Paint II, Microswitch

Joystick, 10 Blank 3 1/2"Disks. Disk Library C a s e ,
- - -
"
- -
-

Mouse Mat, Amiga Dust Cover. TutorialDisk. TV
Modulator + 23 PD Programs.

DIAMOND Z501
*  TWO YEAR WARRANTY

*  BATTERY BACKED
CLOCKJCALENDAR

*  FREE UTILITIES DISK
(RRP E49.95)

*  ON-OFF SWITCH

E 4 9 . 9 5  INC VAT
E59.95 INC VAT: "IT CAME

FROM THE DESERT"
+ FREE DELIVERY IN

EUROPE

Diamond Computer Systems Ltd
84 Lodge Road, Southampton.
LAN Computer Systems Ltd,
1045 High Road, Chadwell Heath,
Romford.
LHC Microsales, 121 Regents St.,
Leamington Spa, Warwickshire.
Diamond Computer Systems Ltd
227 Filton Avenue, Bristol.
Diamond Computer Systems Ltd,
Ballina, County Clare, S. Ireland.

0
Including VAT. E499.00

90's PACK
CLASS OF

DIAMOND PACK 2
If you thought the above

Diamond Packs were good
value just lookat our

Diamond Pack 2!
SAME AS PACK IA BUT
WITH PHILIPS COLOUR
VISION MONITOR (U.K)

ONLY E589.00
INCLUDING VAT

Southampton
(0703) 232777
Fax 232676
London 01 597 0851
Fax 590 8959
Midlands
(0926) 312155
Fax 883432
Bristol (0272) 693545
Fax 693223
Eire (061) 376744
Fax 376470

CHIP SHOP PRICES
WE ONLY SELL NEW CHIPS
A590 CHIPS
0,5 MB E29.95 INC VAT 1 . 0  MB E58,95
INC VAT
2.0 MB E115.00 INC VAT
A590 E319 + VAT
A590 2 MB POPULATED E439 + VAT
8 UP BOARD CHIPS
2 MB E109 + VAT 6  MB E319 + VAT
4 MB E219 + VAT 8  MB E429 + VAT
8 UP BOARDISUPRA ONLY E160 + VAT
8 UP BOARD 2 MES POP E279 + VAT

i 11,

6 1 2 4 6 0 6
4 4 •1 4m i
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DIAMOND PACK 1B
FLIGHT OF FANTASY

•  512K RAM •  Built-in Speech Synthesis
•  1 Meg Disk Drivel) Two Operation Manuals
•  4096 Colours •  Operating Systems Disks
•  Multi Tasking I P  All Appropriate Connecting Cables•  Mouse

F29 Retaliator, Rainbow Islands, Escape From
The Planet ot IheMonster Robot. Netherworld,
Star Wars, 8ombuzal, Clownomania,Saint &
Greavsle. Table Tennis, Paperboy. Mike Reid's
Pop Quiz,Baal. Menace. Blood Money. Deluxe
Paint II. Microswitch Joystick.10 Blank 3 1t2"
Disks. Disk Library Case, Mouse Mat. Amiga
DustCover. Tutorial Disk, TV Modulator + 23 PD
Programs.

E 3 9
.
9 !
0 0

I nC iuulny v A i

DIAMOND PACK 3
SAME AS PACK 2 BUT WITH PHILIPS

VISION MONITOR BUT
INCLUDESPHILIPS NMS1432 PRINTER

ONLY E682
8
99

DIAMOND PACK 4
BATPACK CONSISTS OF: A500. NEW

ZEALAND STORY. BATMAN 2,
F18INTERCEPTOR, DELUXE PAINT II +

FREE MONO MONITOR

ONLY E 3 9 2 8 9 9

DIAMOND • T H E  N A M E  Y O U  C A N  T R U S T  EXPORT HOTLINE (0272) 693 545EXPORT FAX NO (0272) 693 223

*  SPECIAL *
DIAMOND DRIVE

THRU PORT
ON/OFF SWITCH
ONLY E65.00

INC VAT
WITH 10 BLANK DISKS

E69.00 INC VAT



WE ARE PARTICIPATING IN THE
COMMODORE UPGRADE OFFER AND WE

AREGIVING AWAY 1 FREE MEGA BYTE. IF
YOU HAVEN'T RECEIVED YOUR MAILSHOT

OR REQUIRE OTHER DETAILS
PLEASE CALL.

Nelherworld E5.00
Star Wars E5.00
Bombural £5.00
C lownomania MOO
Saint & Brassiere E5.00
Table Tennis E5,00
Paperboy E5. DO
Mike Reirl's Pop Quiz E5110
Beal E5,00
Menace E&00
Bloodmonay £5.00
Amegas E5.00
The Art of Chess E5.00
Barbarian E5,00
Buggy Boy E5.00
ikari Warriors E5.00
Insanity Fight (5.00
Mercenary E5 00
Terrorpode E5.00
Thunder Cats n

,

INC VAT INC VAT
101 7.99
25 13.00
50 25.00
100 48.00
200 94.00

When you part exchange it for
a B2000 with an autoboot hard
disk!

Phone or call in to a Diamond

RENDALE 8802
GENLOCK

E179 INC VAT

FLICKER FIXER
E259

PRICE
BREAKTHROUGH

A590 2MB POPULATED
£499 INC VAT +

DELIVERY

VIDI AMIGA
E99 INC VAT

CAMERA
E249 INC VAT

VIDI + CAMERA
E325 INC VAT

CITIZEN SWIFT
COLOUR 24 PIN

PRINTER
E295

DIAMOND MULTISYNCH
MONITOR

E295

store for details!

SOFTWARE CLUB
For just E20 a year you can obtain
30%, d iscounts on software!
Call with  yo u r credit card handy to
obtain your free mouse mat!

YOUR AMIGA 500
IS WORTH OVER

E800!!

47MB Autoboot, Fast File System Hard Disk
for 82000 - only E39540MS E395 - 28MS

E435 111 MB, 23MS E595

HIGH QUALITY 3.5" BULK DISKS

Add E4.95 for 80 capacity box

PRINTERS
All pnnters in our range me dot matrix and include
thelollowing features...
Standard centronios parallel port for direct connection to
Arnige.PC's. ST, Archimedes etc Traclo r and friction
paper leads
PANASONIC KXP-1124
24-PIN D.MATRIX PRINTER
OKIMATE 20
24-PIN COLOUR THERMAL
DOT MATRIX PRINTER
STAR LC-10 MONO
Multiple font options from front panel. exceikrnt paper
handin9C041128 version available E 1 2 5
STAR LC-10 COLOUR
Colour version of the popular LC-10, allowing the effect
of fullcolour on screen dumps (requires colour printer
dnitingsoftwarel, C641128 WerSKIll available. E 1 6 9
STAR LC-24-10
24 Pin  version of the popular I C  series with exceptional
*nerd/Int quality L I N
STAR XLI 24-10
24 PIN COLOUR PRINTER E 4 3 9
(INCLUDES COLOUR OPTION)
CITIZEN SWIFT
COLOUR 24 PIN PRINTER
CITIZEN SWIFT
MONO 24 PIN PRINTER

E199

E159

E295

F 2
4 9

DIAMOND
CONFIGURED

PACKS:
AT System

Amiga B2000
AT Bridgeboard

2090A 20 MB Autoboot HD
Colour Monitor

XT System
Amiga B2000

XT Bridgeboard
2090A 20MB Autoboot HD

Colour Monitor

Basic System
Amiga B2000

2090A 20MB Autoboot HD
Colour Monitor

Audio System
Amiga B2000 + 2090A

Colour Monitor
Music X & Midi Interface

Visual System
Amiga B2000 + 2090A

A2300 Genlock
Deluxe Video's

Phone for our
incredibly low prices

on the above
systems!

SUPERPIC
Genlock + Real Time

Frame Grabber
E489

MONITORS
PHILIPS COLOUR VISION
MONITOR

PHILIPS 8833 (U.K)
COLOUR MONITOR WITH
STEREO SOUND

E179

ONLY El 99
DIAMOND MULTISYNCH
MONITOR

ONLY E 295
COMMODORE 1084/S MONITOR

ONLY El 99

ALL PRICES EXCLUDE VAT. COURIER E5. NEXT DAY SERVICE E10.
E & OE. All prices correct at time of going to press and aresubject to change without notice.
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OKAY TENN S ACE
NOW'S YOUR CHANCE

TO COMPETE WITH THE BEST.

•  IBM
•  AMIGA
•  ATARI ST
•  C  6 4  TO COME SOON
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Pm Tennis Tour - The Ultimate Tennis Simulation ranks you 84'
amongst the best tennis players in the world.
Set your sights on such championships as the Australian Open,
Roland Garros, Wimbledon, and the US Open.
Step into center court, tighten your grip and prepare to serve
up your best shot - Pro Tennis Tour is about to begin.

W a r m  up on one of six
practice programs
containing three levels of
increasing difficulty. Put
away shots like a Pro !
Master back-hand volleys,
passing shots, and other
winning tennis strokes.

Rosh the net with
confidence, knowing you
can strategically place
your next return
Feel the excitement build
as you challenge your next
opponent and make your
way to the top I

!
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A The  ref comes On to beam down a new player, replacing one blown up by the explosive football!

CYBERBAL
Domark, Amiga E19.99
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is a tough game now, you
ain't seen nothing yet. By the

1year 2022 it has got so violent it
can only be played by huge
robots: the last human to play

V 'The strategy side, choosing one of the colourfully titled playsntrrrarrirrrur-.7...-NnwEr.---c-....----___
E a LoinJ I I  r  Ells] pietals

LT:111 _.!111
-- i  a
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In my games co-operative play usually ended in vio-
lence, with Phil refusing to pass the ball to me merely
because I may have dropped it once Or twice! Certainly
it takes a bit of getting used to, with bulky robots to
manoeuvre through a  formidabie defence line. The

game is a lithe sluggish. but you soon get used to it and it's a fun mix
of arcade action and strategy. The game never succeeded In the
arcades, because It was simply too complex for the average Robin-
type arcade freak. In the slightly more thoughtful home computer
market it should prove a lot more popular,

the game was tragically decapi-
tated by a face-masking viola-
tion in his farewell match!

As in present-day gridiron, the
offence try to advance the bail
up the field with the eventual aim
of scoring a touchdown. How-
ever, instead of having four
chances to advance ten yards
they have to reach the 'defuse
line' before the ball explodes!
The offence can choose to run,
pass, or do an option play, then
choose from four alternatives
(automatically selected for the
current situation from a total of
over a hundred offensive plays
such as 'Cheap Hooker',
'Thrust',  and 'Wham-bam.
Similarly the defence gets to
choose from a variety of short,
medium, and long defences.

On all plays, the quarterback
first gets the ball before handing
or passing it to a colleague to
whom control switches. When
passing, the quarterback has a
choice of three targets to throw
to. An players have a turbo-
boost for extra speed but this
can only be used once per play.

Cyberball is such a tough
game that even robots aren't
immune from damage: they can
be destroyed by being tackled
too much or when in possession
of an exploding ball! Damaged

M Z A P I  1 9 9 0

TecT
robots cost hard cash to replace
-  this is earned by scoring
points: two for a safety (tackling
an opponent in his own
endzone) and six for a
touchdown.  Field goals are not
allowed and instead of kicking
touchdown conversions you
must either run (for 2pts) or pass
(lot) the ball into the endzone
from a goal-line position.

There are six teams to choose
from including two of the easier
instructional standard. Disap-
pointingly, there is no human vs
human option, although two
players can play for the same
team against a computer side.

This is no TVSports
Football but still
very playable all the
same_
appreciated t h e

huge var i ety o f  humorously
named plays and the neat pres-
entation with robotic speech and
detailed diagrams of each robot
type. The action is far easier to
get Into than TV Sports with a
simple m e t hod o f  passi ng,
although this ultimately proves
limiting. W h a t  real l y di sap-
pointed me was the omission of

l a  competitive two-player option,
as although the  team-mates
mode is fun the computer oppo-
nents are far too easy to defeat.
And wi th the tack of  a league
competition there's no real chal-
lenge to keep you interested.

Look out for  the C M  review in the
next issue.

ro d
t  
i ePRESENTATION 85%

Neat attract mode with diagrams of
MAWS robots, demo game,

GRAPHICS 74%
Slow moving but otherinse a close
enough Roprasentation of the ogirt-

op
SOUND 68%

GocKt Me tune with sorne neat robo-
tic speech. but diSaPPOMbng

game Silence,

Hoo/KAssurt 76%
Its fun and, for en American football

variant, not ovw-complex •
LASTABILITY 64%
but the tack of depth and a com-

petitive two-plarlor option - mans
the fun won test that long.

O V E R A L L
7 2  %

Another faemui Tongan comer-
nen.

ME 7  31
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suggests, Fantasy Land
is not a happy place. Well,

not since it was tyrannized by
the Dark Harrier; sounds evil? —
well by golly he is!

Exactly what Mr Harrier has
done wrong is not known but
you can be sure that he's a pretty
nasty guy; it says so in the

_ 7

Teri
-

V Zooming over the stripey landscape. I C )

mv44t
S p a t cHarr ier  M,

Grandslam, C64 E9.99 cassette, E14.99 disk;
Amiga E24.99

zzA ke t  i t a  Noe 1
9 9 0

6t1

extremely concise (le virtually
non-existent) scenario! But any-
way, just imagine a cross betw-
een Dracula, Darth Vader, and
Des O'Connor,  and you should
have some idea quite how awful
he is.

To defeat this evil tyrant a
really goody-goody hero is
required. Unfortunately all the

y  Fast paced action to make your hands all clammy. (Amiga:
,
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This is as subversive a piece of software as you're ever
likely to see. I  mean, alien genocide seems a totally
Immoral concept for a game if you ask me! In fact, when
I was playing I made sure the aliens always won — who
said I coulqn't play games?! But if, like most moronic

humans, mindlessly destroying alien life forms (out of jealousy for
their superior intellect, no doubt) is your cup of Vim, then this is an
enioyable but repetitive blast. The Amiga game benefits from fast
moving graphics and mouse control. On the 64, however, it doesn't
really show any improvement over the mediocre original which is
better value on budget at C2.99.
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to be honest, I never found Space Harrier that electrify-
ing, so the prospect of a sequel didn't exactly excite me.
And the fact that it's so similar to the repetitive original
makes Space Harrier II very forgettable. It's more of a

remix with different graphics rather than a completely new game. And
seeing as the C64 original wasn't all that hot, this isn't a compliment.
The Amiga game's technically better with plenty of variety graphically,
but apparently Elite are rereleasing the 16-bit original with extra levels
— sounds better value to me.

Fentasylanders have got Is a
dodgy geezer, going round on a
hoverpad and with a gun so big
he has to carry it under his arm!

Our hero can start his mission
on any of 12 levels, each of
which has a huge mother alien
at the end of it. If all 12 are com-
pleted, he gets a showdown
with the Dark Harrier himself.

During the course of the
game, bonus rounds may occur
in which extra points and lives
can be gained by blasting as
many nasties as possible.

dt:1

PRESENTATION 64%
Good option to start on any of 12
levels, althougr with the multiload
this isn't that desirable on tape

GRAPHICS 70%
Fast enough with some good sprites

SOUND 61%
Okay tunes minimal Pi

HCKIKABILITY 61%
Not exactfy compulsive, but fairly

playable foe a few goes.
LASTABILITY 52%

Repetitive bias t 1 ts9 b e c o
m e s
i
e
t h
o u s

O V E R A L L
5 5 %

PRESENTATION 74%
A few options including start on any

level Fast multiload

GRAPHICS 76%
Lots Of variety. convincing 3-D effect

Adequate speed
SOUND 63%

MealOCte continuous in-game music
plus different tunes for end-of-level

baddies.

HOOKABIUTY 72%
Fast paced action is initially appeal-ing.

LASTABIUTY 6 2
6
/ 0
Challenging but repetitive

O V E R A L L
6 5 %

Okay If you're a ten of the Space
Haterkir coin-op.
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11111) DISK DRIVE
E 4 5 0  OF S OFTWARE

ARCADE GAMES
elitanold II I m a g i n e
Beyond The toe Palace Elite
Slack Lamp F i r e b i r d
euggy Boy E l i t e
Chopper X M e s t e r t r o n i c
Iked Wortion E l i t e
Man4le Madness E l e c t r o n i c  Arts
Ouadrallern L o g o t r o n
Rariarama H o w s o n  Consultants
Return To Generall
Roadways
Starquake
Test Drive
Thmst
Thunderoals
Wlzball
Xenon
Zynaps

Firebird
PAelbOurne House

Mandarin
Electronic Arts

Firebird
Elite

Ocean
Melbourne House

Howson Consultants

Eddie Edwards Super Ski
Seconds Out
Summer Olymptad *88

E19.95
£19.95
£19.95
L19.95
£9.99

£14.95
£24.95
119,95
£19.95
£19.95
£19.95
119.95
£24.95

1.9.95
£19.95
119.95
119.95
119.99

SPORTS SIMULATIONS
Elite £19 .95

Tynesort 119,95
Tynsmott E 1 2 • 9 5

PRODUCTIVITY SOFTWARE
Organiser T r i a n g l e  P ublishing 1 4 9 . 9 5

JOYSTICK
Atari CX40 Jounkk A t a n  Corp £ 4 .9 9
FREE ATARI BUNDLE VALUE:E458.97
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With SM124 mono monitor:  £ 4 9 8 t  W i t h  SC1224 colour monit or E698

LIOLIOST-FM PROFESSIONAL PACK
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sheet database, word processor and programming long
m o m  T h i s  •
M r o l e n s i
n e l  
P a c
k  
s o f
t w a
r e  
w
i l
l  
e n
a b
l e  
y
o
u  
t
o

ge t ati lu g h l  d o wn  to  b u sin e ss wi th  yo u r n e w co m p u te r I n
sidditron to this  software ( worth ESEM eel, i t you buy  the
Professions! Pack from S ilica S hop, you will also receive
the S ilica  S T  S tar ter  K i t  ( wor th ov e r  COO) . Fr e e  O f
Charge Return the coupon for further informetion

I N C L U D I N G  V A T

With SM124 mono monitor £ 5 9 8 M
With SC1224 colour monitor: E798,wa

ATARI SMOST-FM • c o k - k k i t k r ,  E499_99
VIP PROFESSIONAL ispresdenkwu E149.95
MICROSOFT WRITE Wo.Pracaseoni E1419.95
SUPERBASE PERSONAL tosts tako E59.95
BASIC DISK 11 MANUAL 'LA. / l une) C N N

NORMAL FIRP! E884•112
LESS DISCOUNT - 0 8 5  82

PROFESSIONAL PACK PRICE: E499.00

, 2Mb & 4Mb MEGA ST
The MEGA ST. computers ere etyled as a t leghtweight keyboard wim a toperate CPU,
connected by a coaled leariphone style cable Teets are two versions of ma MEGA ST
cne with 2Mbytes Cl RAM and the other with 4Mbytes Each version has a iM byle
double sided diek drive built
-
in t o  t h e  
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mot:Whew built- in and must therefore be used %lei a monitor. With every MEGA ST
purchased s e  wsli add the •Prolessioner Pack' software 'worth E le k te t Oetailed

ci mote plus the Sli- sT sufw, 2 M b  MEGA ST I  4 Mb  MEGA STKR
'worth over E2001
both Foss Of Charge

1899 mcVAT 1  2 1 1 9 9 VAT

Heuer Me coupon •  mono monitor • Lege I - m o n o  monitor .fe1298
In, Seiner details I -  colour monitor .C119e • c o l o u r  monitor .C1498
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DO YOU OWN AN ATARI ST?
If you already own an Atari ST computer end would like to be registered 0 .  our mailing lilt ria an
ST i.e .,. liat us knew We  will be pleased to eerie you copies oil our price lists end newsletters
FREE OF CetARGE as they become available Complete the coupon and reStorrvit to out Sidcup
twingn and begin eapeneecing Ispecialat ST service Mal e  second to none

SILICA SHOP:
s t D C T I P  ( a t  M a i l  O r d e r )  0 1 - 3 0 9  1111

1-4 The Mews. Pletnerley Road, Sidoup, Kent, DA14 40X
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DTP FageStream E149:nT,„
TEXT ' s ow AWNING GRAPHICS
M UT AT IO N Cia T U T  a  SM APHSCII
111ANT O R T WIST  ANY  O ISAECT
POSTOCeserT cOM P Krolte
TAG PUNCTtOPS
AUTOMANUAL atIONNO a  8'YliweistATIOP4
GROUPING OF CiaaacTs

imp . . . . . . . . . .
To: Silica Shop Ltd, Dept 23 ZAP 0689  1-4 The Mews, Hatheney Road, Sidcup, Kent. DAN 40XPLEASE SEND FREE LITERATURE ON THE ATARI ST
Mr/Mrs/Ms I n i t i a l s :  S u r n a m e :

Address:

ATARI
S T  C O M P U T E R S
The range 01 Atari ST computers otters something tor  everyone Fronk thy garnet' entnuatell
who Manta the challenge ot the very best in arsembe action, to the businessman who wants to
Make fi nancial toter- IS M  or  faultless presentalrons T h e  S T Odom high quality  graphicts
sound and speed fOr the garner, * M N  providing a teat user friendly and aticirciabe solution
to business. The ST is now firmly established in the home environment and b o ll*  a wealth
of users in  educatron, local government, television, a nd a  s1001Y 0
1  d i f t e r e n t  h m a i n o l o l l eSoftware for  the  range liblitenall to  cover applicalsona as  diverse as  E NTE RTM NM E NT
ACCOUNTS, ART,  COMMUNICATIONS. COMPUTER AIDED DESIGN. DATABASES.
DESKTOP PUBLISHING. E DUCATION, MUSIC. P ROGRAM M ING, SPREADSHEETS, WORD
PROCESSING and ntora For  a lull lost 01 the Wheats-  avaigible as well as details of the ST
range, compete and return the coupon below. A l ' s  r . . * f  ofpwy1 5 ps. FIV
,
E 520ST-FM EXPLORER PACK

W I T H  BUI LT- I N  1 M b  DI S K D R I V E

The value for money offered by the Atan ST range is reflected in the Expiate, Pack
featuring the  52051-FM computer with 512K RAM . The  5208T•FM computer now
comes with a  buitt-in I  M b double sided disk drive as well as a tree mouse controller
and a  built-in TV modutator The  nevi 520ST-FM Explorer Pack includes the 521IST-
FM computer, the  arcade game Ranarama, a  tutoria l program and some  useful
desktop accessories. I n  addition, if  you buy the Explorer Pa ck kom Silica  w e  will
give you the Silica  ST Starter Kit worth over E200: FREE OF  CHARGE Return Me
coupon for details at out Starter Kit and of the Mil ST range.E2
+ SM124 mono monitor: 098 t'S + SC1224 colour monitor; E598

WHY SILICA SHOP?
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M ICE  M U M  PROPOSE N •  sill make comp-
eitlom o r .  ' W s /  plodole  SIMS poiCe b asil
SPICE TECHNICAL HEURIPIE  S O 'moment or
Aunt te chnic*  mo an a si ssy.  e l your senrice.

FREE SILICA STARTER KIT
WORTH OVER ENO

WITH EVERY ST - RETURN COUPON FOR DETAILS
ALL PRICES QUOTED INCLUDE FREE UK DELIVERY/
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Do you already own a computer
if so. which one do you OWni
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I I t 's  2320 and the Outies have
launched an attack on Man-
kind's farflung space empire.

To gain energy they're convert-
ing colonies into Black Holes. All
that stands in their way are 16
Scoutships, led by you of
course.

Despite the familiar plot, this
Is certainly not your average
alien-bashing shoot-'em-up.  It's
a complex game, so pay atten-
tion! The arcade action occurs
in Einstein-Minkowski Four-
Space, representing space-time
as a rubber sheet which dips
around stars and planets to
show their gravity wells. What
this really means is that there's
a rather hilly, multi-directionally
scrolling playfield!

There are 128 playlields (or
solar systems) to explore. You
move between them by entering
Black Holes, which automati-
cally take you where your latest
orders instruct. There are five
types of missions:
1) Exploration.
2) Terraforming -  colonizingplanets.
3) Military Action -  entering
Outle-occupied systems, blast-
ing enemy ships, and turning
their Black Holes into suns.
4) Colony Protection-escorting
colony ships.
5) Route Construction -  estab-
lishing Black Holes so you can
jump to previously unreachable
systems.

Control  of your scoutship is
relatively simple, with keys
recommended. However  there
are plenty of options, including
three types of engine, guns and
customized missiles (alter

\ -
'
0
1
1
1

everything from guidance to
engine). For defence there are
drones (which you can pre-pro-
gram using flow chartsl) and a
Black Globe Generator which
envelopes baddies in an
impenetrable energy field. Even
more important are Tools which
can turn a Black Hole Into a sun,

, Amiga E24.99

a planet into a colony, evaporate
an Outie Black Hole, or make a
rocky planet inhabitable. Extra
equipment can be bought at col-
onies by earning cash from hits
-  damage inflicted on either the
enemy or yourself!

You start the game at Star
Command (StarCom), which
can give between 0c
1
/0 a n d  
9 9 %

of the vital strategic orders to all
the Scoutships (including your
own). Should you want to give an
order you can use the HoloTank

The Cube. or Holotank, with
plenty Of solar systems to be
explored.

This strategy/arcade game has more detail crammed
into it than almost any other game I can think of, It even
gives Midwinter a run for its money on the complexity
front, although this does mean a lot of disk accessing
when you call up menus. Its also a pity the strategy area

isn't more user friendly. As for the arcade element, zapping beddies
by rotating left/right, thrusting, and pressing fire is a lot like Asteroids
-  playable but not astonishing. The massive selection of weapons,
programmable drones, and some great baddies add some variety but
a lot of the action demands close attention to radar due a very
restricted view of surrounding space on the main display. The tacti-
cal/strategic element is probably strongest with plenty of ships, plan-ets, and missions to deal with.

V Using the nuclear orlon drive to climb out of the gravity well of agas giant.

to examine the galaxy, set mar-
kers on stars then select an
order (le Explore, Colonize, Skir-
mish, Conquer,
and Convoy). You can assume
direct control of any of the ships,
and when you die you automati-
cally go to the next ship.

The Outies have three types of
ship: Engineer ships (convert
suns into Black Holes), War-
ships (eight types, including
Kamikazes and Carriers), and
Control /Eng ineedng Platforms
(four sizes, which carry the two
previous ship types). These vary
considerably in size, and can
make life very difficult

After s t r uggl i ng
through t h e
scenario you might
be a  little baffled,
it's enough to puz-

zle even me! But underneath all
the jargon, Gravity is essentially
a strategic shoot-'em-up with
plenty of knobs. The core arcade
game, wi th your  shi p rolling
around a n  isometric playflaid
shooting off missiles, is hardly
astonishing a l t hough s o m e
enemy graphics are great and
the range of weaponry is impres-
sive. The strategy game is very
challenging, w i t h  pl enty  o f
orders and ships to mess about
with. An intriguing and innova-
tive game, which some people
will love, even though I honestly
Dever got hooked myself,

No plans for a C64 version.

p  d a i  41B?

PRESENTATION 82%
PKJefinable keys, choose strategy

level, save game and drone program-
ming. But the manual isn't as good as

it should be

GRAPHICS 75%
Limited, ST-ish palette but some

good enemies

SOUND 54%
Okay intro tune. in-game F X mediocre

with an electnc razor engine
HOOKABILITY 61%

Initially very baffling, and high diffi-
culty level discouraging

LASTABILITY 80%
Saving HuMenity has never been har -

der . .  a  formidable challenge

An irmoimtive strategy/arcads
game.

J L I r . E  1 9 9 0  7  7  N E
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YOUR FIRST CHOICE FOR AMIGA
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4096 Colours
Multi-Tasking
Built-in Speech
Synthesis
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At Gordon Harotoods we've yet again improved
our Great Value Amiga Offers with the launch of our

LATEST A GREATEST EVER POWERP1AY PACKS; there's
EVEN MORE SOFTWARE Pilo YOU NOW HAVE A CHOKE'
ALL OUR PACKS CONTAIN MAIGAS WITH THE FOLLOWING

STANDARD FEATURES:-
J 512K RAM L I  Mouse

EMb Disk Drive a  3  Operation Manuals
_I Workbench 1.3

System Disks
▪ Kicksiart 1.3 Built-in
_I All Connecting Cables

ALL OUR PRKES INCLUDE VAT AND
STANDARD DELIVERY SERVICE V V V

Now you 13311 Imo 11 NEW striuma SOFTWARE TITUS, DRUMM
TO GORDON HARINOOD COMPUTERS, PWS A CHOKE Of 3 MORE
(erwr Gums A or Goy II below, when you buy Pocks 1,2,31. 5

GROUP A
Batman the Movie

J New Zealand Story
EIS Interceptor

GROUP B
_I Escape from the Planetof the Robot Monster

Rainbow Island
f 29 RetaliatorWHEN ORDERING—.

Simply wee which 'Pock you regain' cheep with your chokeol Group 'A' of 11
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PLUS 14 GREAT
GAMES TOM

(See Pack 1 1  for details of Niles)
Snide.' VI& loww/fiewswir.

HARWOODS THE NAME YOU CAN TRUST
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Gordon Norwood Computers offer facilities to pay b1our
budget account scheme for most items. APR 34.5% Varitride)
Credit sale terms are available to most odults of eighteen
 years a; over, subied to status. Simply phone or wr to and
we will send written details along with an applkation lorm
Applications are required in advance and are available to
full time U.K. mainland residents only.
Written quotations available on request.
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can be tailored to suit your needs.

PACK1
PACK 1
PACK 1

Containing the Super Powerplay go rkfe(ii--
Aittiga P a c k  1, AND a Commodore 10845Stereo Colour Colour Monitor PLUS a

Free Tailored Monitor Dust Cover 3 7K2 9
n i m e e p i r r

NEW AMIGA a'COLOUR PRINTER PACK
Take our Poiverplay Pock 2 and odd Slat s fantastic
L(10 (01OUR PRINTER, to give you the ultimate
colour home entertainment computer system111Or, if you polio attertorist
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• Nemo
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AMIGA A500 COMPUTER PLUS...
- Euope berm the Planet

O R  o f  the  Robot MOlfStfl•• Rainbow Island
- F79 Reinhaint

J Deluxe Paint II
▪ tAkroswitched Joystick

Tailored Amiga
Dust Cover
Tutorial Disk

-J TV Modulator
(Pocks I & 5 ONLY)

▪ Mouse Mal
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THE COMPLETE PACK FOR THE GAMES
ENTHUSIAST AVAILABLE RIGHT NOVA

Our ALL NEW Amiga Powerplay Pock 1 now indudes some great op to the
minute software and extras, lust look at the savings you're going to make!!!

SEE WHAT WE MEAN
ABOUT A COMPLETE PACKI
Toe won't need to buy any more games for
ages and you'll be able to start using ycsw

Amiga the moment it's unboxedl
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PHILIPS CM 8833 STEREO
Fell 14 Stereo High Resolution Colour Monitor

I l l
o t
t

• R I  Euro-connector fitted as standard
B/AI, TT( Comp. Video & stereo audio inputsn also be used as a IV with tuner or VCR
tures fold down tilt•stand J  Twin Speakers
E lead fat computer of your choke

. ' ORLY FROM RARWOODS...17 Month replacementfor maior faults
• I *

COMMODORE 1084 S
Fell 14" Stereo High Resoletion Colony Monitor

RG3/At TR, Composite
Video & Audio Inputs

-I Can also be used as a 11
1 with a tuner Of VCR

Features fold dawn tilt stand
- Twin Speakers
- Supplied with cables for

A500, (GA PC, (16-64-128

GREAT NEW
LOW PRICE!!!
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H A R D DRIVES

, COMMODORE A590 206th HARD DISK DRIVE
C1 FOR AMIGA A500, WITH FREE 0.5 Mh MEMORY

Canatmodare's Iwo hard drive for the A500
-  •  r e*  Nolan' i 3
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WOOL'S

WITH ()WA"
1WARE Ctop,•

FAKrAVISION-Anitio!lon Pochopo(OMK SEITTR-Cort000 °union
(Deily yaw am teak bosh

cr et to
r
has
t
r
i t t
r a  
t h
e m  
t e
a l
)  
L
I
S  
4
h
.

• -  -
A590 HUD DISK (As Above) WITH 2Mb MEMORY
J Wens* fitted and ready to uto straight away
NEW LOW PRICE ONLL.r t99.00113
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Amigo
LIJL AI Ora , ;99 .004 .

F L O P P Y DRIVES-
tryout flOPPY
not drIves hted below have the following footsies-Enctalo/Dhobk

Ilsioughoott
_1 LED AlreciI i it 1-Itor quiet

Sollobio for AIX), A20013
CUMANA CAI 354 3,5' SECOND DRIVE15nan Stew simile/15" drive
A REAL BARGAIN AT ONLY„.(89.95
(OMAHA CAX 1000S 5.25" SECOND DRIVE

00S ond MS DOS comestible
•SAVE MORE THAN EVEIL.E1 29.95
 HARWOODS SUPERSUM 3.5" SECOND DRIVE

Etta swop aad peer roftre rool

'SUPERSLIM PRICE' ONLY.. E64.95
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A501 RAM PACK 0 9 . 9 5
GENUINE CM two pock with red nme hooter? hocked dock. The
add-on DOES NOT Mimed* Caminotiores :vernally.
A520 TV MODULATOR E 1 9 . 9 5

- -  QUALITY ACCESSORIES - - - -
NAKSHA Aliaoswitched Mouse E 2 4 . 9 5
FLOPPY DISKETTES
°VAUD MIMEO 3.5' IOU DISKS (minden/ opilk lath
Ten, with 'limy ME £ 9 . 4 9
Ise P H O N E  FORE111.49
Eighty. orotoW f 4  9.95
trundled, owned -  E59.95My dai tOOIAILE irceo Esse  3 4 . 9 5

FASTORDER HOTLINE-0773 836781

VISIT OUR SHOWROOM
Please call to see us where oar lull rose al advertised products,
AND MORE,. Is oa sale, (ere cold see for yourself the cunning Amigoend o whole hosl of geriphereh, whim* and accessories.

REMEMBER, WE ARE NOT JUST ANOTHERMAIL ORDER COMPANY.
Al losed plots ore whet YOU PAY, end there are NO HIDDEN EXTRAS
VAT mid Mier  are inchodell and prices oft correct at tint of gotogto press f t*  detail way vary from time to rime). I  & 0 I,
0(111/1 we tobloct to availahaity awl ore =rosily advertised prices.
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ST,',R LC? D -
Our most popular ens -Stettin printerand of a super low price
STAR LC I c: r .
grand now superfast Mkt' Vertjen of the ever
popular ICI 0 printer
. Multiple lam options from free panel
_ Excellent paper handling
.2 Simultaneous, continuous and singlesheet stationery
c.r4t
Colour version of the 1110..

Allows full colour dumps ham AmigaSuperb text quolirv
Can use block [CIO ribbons
Our mast popular coiour printer!
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Exceptional letter print quality

C169,95

17 209,95
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Very fast 10
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• • DP I ,  2MO Memory upgrodable to SAlb.
-.; Emulations include: UP Series IT [pion D11100,ISM Proprinter and Diablo 630
- Includes on-site maintenarnefor a TULL 1
2 M O N D I S I_I Includes cable and warier delivery (3-4 410
c 1 9 9 5 00
CITIZEN SWIFT 21 MN COLOUR - 160/50 cpsThe MOST competitive 24 Pin
Colour Printer avoikible Today!!!  C 3 4 9 . 9 5
CITiZEN 1200 - 120/25 rp5 2  YR WARRANTY
Very reliable law cost reinter, interchortgeable interfaces
amiable for Centronics RS 232 at Serial type f Dr cCEIA 64 etc, 1 1 4 9 . 9 5

NOTE! All atm Star printers are genuine UK specification.
Otareaws Per Sewed speeds pont an Drattlie at 100

A 11111 RANGE Or PRINTER RIISONS ALWAYS AVARARII

SEINE'PRIEAm1;taS
0/EGO'S SPECIAL OFFERS-ONGO'S SHOAL WEIS
MUSK X SOMVARE E 1 0 9 . 9 5
Including Midi Interface ...ABSOLUTELY FRED!!
512K NAM UPGRADE E 6 4 . 9 5
Including_ 'It Came from the Desert pnd F

Mystery ,Moior Amiga
Uh!ity SoFtwore Disable Disk

DEALIN• DIEGO YOUR AMIGA
AMIGO ALWAYS SHOOTIN'

OUT THE BEST DEALS!

GORDON
HAR WOOD
HAR WOOD

6 0
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GORDON HARWOOD COMPUTERS
DEPT, ZAP/07, 69-71 HIGH STREET
ALFRETON, DERBYSHIRE, DES 7DP
TEL:0773 836781 EAX:0773 131040



t's 50 years ago this summer
that the classic aerial conflict
of World War 2 was fought

over the skies of Old Blighty.
Lucasfilm takes us back to when
almost all of Europe was under
the German jackboot and Hitler
planned to invade Britain •

The first stage of the invasion
Is the destruction of the RAF.
This crucial c onf fi c t
.
w i l l  l a s t  
a l l

summer, pitting 530 RAF
fighters against 2000 German
fighters and bombers.

As in Bettlehawks 1942 you're
not restricted to one air force:
besides flying the RAF's Hur-
ricanes or Spitfires, you can
strap into such Luftwaffe air-
craft as the Me-109 and Me-110
righters, as well as four German
bombers. Each aircraft has its
own unique cockpit display,
flight characteristics, weapon
payload and demands. On bom-
bers you can assume control of
any of the gun turrets, or be the
bombardier.

1111AINING RIGHT gets you into
the game gently with missions
such as fighting oft a few drone
PAesserschmitts, or on the Ger-
man side practising your low/
high level bombing and fighter
escor t

COMBAT RIGHT otters a choice
of eight historically authentic
missions — now the baddies
shoot back. A pilot roster can be
kept on disk so successful pilots
can be used as wingmen in
future missions.

U M W  MISSION allows you to
create your own conflicts, pit-
ting a user-definable number of
squadrons against one another
over definable flight paths with
definable targets for the Ger-
mans to bomb (including shop
convoys out in the Channel).
Missions can be saved to disk.

F-29 may be THE simulation for
the latest i n high-tech aerial
hardware but Their Finest Hour
is real  seat-of-the-pants stuff
and i ts so much more enjoyable
getting i n close t o blast t he
enemy. What I  love about this
game is the incredibly realistic
sensation of very close-quarters
dogfighting w i t h masses o f
enemy planes, each aircraft hav-
ing its own way of attacking and
defending. What's more you've
got a choice of eight aircraft to
choose from.

As in Bettlehawks the fractal
graphics work a treat with planes
belching smoke when hit, bi ts
flying off and flames appearing
as they spiral into the ground.
With detailed cockpit displays, a
beautifully pr esented manual
and user-friendly option screens
Their Finest Hour offers superb
quality from the moment you 1
boot up. And this is without me
going on about the sheer depth
of it all with campaigns and doz-

s of missions. Brilliant!

11111 8   0 V I I  Z Z A P I  A L . / N M  1  ' 9 ' 9 0

THEIR FINEST HOUR:

Locastilm/US Gold, Amiga E29.99

PLAY CAMPAIGN lets you take
command of either the RAF or
the Luftwaffe and recreate/
rewrite aerial history. For  the
Brits it's a small matter of
defending the country from four
times as many aerial forces, for
the Germans all that's required
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Torsists

A The superb video teatime allows you to freeze the action (even the
bullets) and examine everything in minute detail.
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If flying around in a flimsy wooden crate with no more protection than
a heavy leather jacket appeals to you. you're crazy. Their Finest Hour
perfectly conveys the bravery of the WWII pilots as they engaged in
extremely c l o s e
-
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out lead in all directions. The graphics are mediocre; close up they
look like CM UDGs. But there's plenty of detail to compensate, and
they somehow suit the era creating a real newsreel feel. There's also
a brilliant video option which even Steven Spielberg would envy.

Actual gameplay rewards persistence. Unlike F-29 simply zooming
off Into t he wide blue yonder doesn't  provide that much fun. The
appeal of this game is in it's realistic recreation of skies packed with
aircraft, all fighting one another with plenty of your own aircraft about.
Even more substantial is the massive tactical challenge.

I can't honestly say I was madly addicted to this, but the incredible
amount  of thought which went into the program is obvious. Over the
long-term I'm sure it can beat F-29 with its depth and flexibility, so its
thumbs up from me.

Is to pummel the RAF into the
ground. Pilots stored on the
Pilot Roster can be brought in
and there's mopdals to be won.

Like the Custom Mission
option Play Campaign allows

to create different forma-
for the planes and different

raft roles and targets for the

forthcoming mission. A cam-
paign is exactly what it says, a
very intensive series of conflicts
which are definitely NOT for the
faint-hearted (or the novice!).

At any time during the mission
a replay camera can be
switched on to record a set
number of seconds of combat.
The actual replay of the film is a
pretty advanced form of VCR
with the usual STOP/PLAT and
FAST REWIND/FORWARD
options along with the ability to
move around the mission world
viewing the bathes from any
angle including Chase Plane
view, ground view and even a
novel view from a bomb as it
hurtles towards a target. Par-
ticularly impressive combat
films can be saved to disk for
posterity and shown to fellow
pilots back at base via the

' O n  onit-mog machines yougat wing graphics for skie view, and in
t u t h e  S ka's case a crucial dive bombing gauge,

REVIEW COMSAT FILM option.
Other features which are a

significant improvement over
Battlehawks 1942 include a
handy map facility for planning
V Hurrah! A Heinkel 111 disintegrates in a hail of lead. Notice the

inetrument panel which is completely different for each aircraft,down to German test in Luftwaffe aircraft.

missions during the campaigns
and general navigation when
lost. On the map screen there's
also a radio for locating the
enemy. No plans for a C64 game
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Fti9ht pa us e d.  P r e s s  a n y  k e y  t o  c onti nue ,

As usual.  Biggles  Rob in  has
gone ma d  ov er another fl ight
sim, and to anyone but an ardent
flight sim fanatic the graphics will
look very chunky and devoid of
the stunning graphic  quality of
games like F-29. However, it only
takes a few goes to realise that
the game's packed with features
and options to keep the flight aim
crowd more than happy. I t 's  a
nice mix ture of  detailed, deep
simulation and accessible aerial
arcade action. I ts not an F-29 or
Falcon for complexity, but that's
a good thing as I didn't  have to
worry t o o  muc h about  plane
handling when I was  up to my
neck in Huns and bullets flying
all over the place! A pricey game
but great  value for money  for
flight sim nuts.
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PRESENTATION 93%
Brdiant 190-page manual. sa l

menus and k e t o a r d T
p
y s b c W
m o u s e

commi opt
GRAPHICS 87%

Disappointing up close, but at a dis-
tance they wOlie, wet; with plenty of

SOUND 00/78%
Autrientx sounding engine, counhre
and ncochet FX but  only if you have

a Megabyte of memory.
HOOKARILITY 89%

A good few hours is needed loge, the
hang of things but once up in the air

the planes Sy with remediable
simplicity.

LASTAIII ism 95%
Could spend ages sot training on the
eight missions, and then there's com-

bat and a full-blown campaKyi to
keep you busy'
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ENNIS C
Loriciel, Amiga £24.99
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its fair share of simula-
tions, from Commodore's

International Tennis to Ubi
Soft's Pro Tennis Tour  just last
Issue. The most common view
is from one end of the court, a
perspective which inevitably
reduces the far court, making it
harder to play from there in two-
player games. Now Loriciel has
come up with the answer - split-
ting the screen in two so each
player has his own view of the
action!

But there's plenty of other
innovations as well. Each player
-ei ther  human or one of 32 com-
puter players -  has six basic

Tea
-

V Playing doubles on clay at the French Open,

A A particularly nice touch is how the line judges move their arms to show it a shot Is good

shots (from forehand to smash)
of varying effectiveness. You
start off with a skill rating of 50%
for each shot each shot, with 30
credit percentage points to dis-
tribute as you see fit. You can
also reduce one shot's effi-
ciency to get points for a more
important shot. These charac-
teristics can be saved, and vary
according to match perfor-
mance. For forehand and back-
hand shots higher percentages
mean the ball will be better
placed. For harder shots such as
smash, volley etc the percen-
tage reflects your chances of
success.

32 computer  players, includ-
ing Ivan from Czechoslovakia,
Boris from West Germany, and
Stefan from Sweden, all have set

characteristics. However, you
can create your own opponent if
you should want and save him to
disk.

After a short practice with a
machine server, you might
choose either a singles or dou-
bles match on clay, grass,
Indoor, or hard court surfaces.
Once familiar with the game,
you can enter a tournament. All
four Grand Slam events are here
-  Wimbledon, Flushing
Meadow,  Melbourne,  and
Roland Garros -  and you start
off in the last sixteen. The

Lariciel h a v e
served up probably
their best game to
date. The  contest
for the top tennis

sim is really close between this
and Ubi Soft's Pro Tennis Tour,
but for its innovative split-screen
display Tennis Cup gets my vote.
The shallower v iewpoint  does
make things a bit more tricky, but
then i t's also more realistic -
does Bor is  Bec k er v i e w h i s
matches f r om overhead?! A t
'first, as in Pro, hitting the ball is
difficult but  once mastered you
can get into some really long ral-
lies. I also appreciated the dou-
bles opt ion although this can be
frustrating when your colleague
(did I  ment ion t he Scorelord?)
thinks he can score a goal by hit-
ting the ball into the net! What
definitely gives it the edge over
Pro, though. is the way you can
improve chosen abilit ies to suit
your p lay ing s ty le.  I n  t ennis
terms. Cup is an ace.

graphics change according to
the event and surface, with a
nice scene showing the players
shake hands before the match.
Even more impressive is the
Davis Cup event, the internat-
ional team game where you
must compete in both singles
and doubles. Before each match
national anthems are played,
arid If you're doing badly you can
'Esc'ape onto the next match.
Finally you can enter the Cham-
pionship, which has all he tour-
naments and the Davis Cup.

This I s  w i t hout
doubt t h e  m os t
Comprehensive
tennis game we've
seen, inc luding all

the big tournaments. 32 oppo-
nents and good skill factors. The
split-screen ef fec t  is  such a n
obvious idea you wonder why
no-one's done  i t  before.  Bu t
once you begin to play, hit t ing
the ball is  surprisingly tough -
splitting the screen means each
court is shown from a shallower
angle. This  makes it  harder ini-
tially, although practice can cure
that.

As with Pro Tennis there isn't a
great dif ference bet ween t he
various surfaces, and while Cup
has a huge range of options the
tennis itself  doesn't  quite beat
the fun of Pro.

The onl y 8-bi t version i s  for  the
Amstrad CPC—weird French people!

cm p  c l  a i  g e

PRESENTATION 87
Lots ot options, including a grea
variety of contests, simulten

two-player mode. and 32 corn
opponents.

GRAPHICS 87%
Impressive split-screen enact,
good animation and detail such

net judge holding up hand.
SOUND 80%

Authentic EX. with umpire calling
score an one megabyte machi

altwo mispronouncing 'love'
HOOKABILITY 77*/

Simple basic game, but
we tough and hitting the ball

practice
LASTABILITY 85%

Davis Cup , Tournaments, and C
picnships provide a massive Ch

lenge.

A fun and comprehensive ten
slat.

8  3 Vo
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YC
KICK OFF

The award winning, chart topping and
international best selling soccer simulation
of all time!
• Best Arcade game 16 bit • 89
. Europes best soccer simul
• Elspa game of the year
• 16 bit game Of the year!
Emap golden joystick awards

Featuring
-
- 
P i x e l  
P e r
f e c
t  
p a
s s
i n
g

Blistering Pace
Superb tacticle play

Has to be the best football simulation yet"
ST USER

Host playable soccer simulation in binary
history* C & VG 86%
• Boots the other football simulations over
the cross-bar Zzap 96n,i

• 'Simply the best football sim New
Computer Express

AVAILABLE FOR

ATARI ST AMIGA C64 ( C A S A  • DIAMSTRAD CPC (CASSE I S K )
SPECTRUM (CASSETTE • DISK)

N e m .

GARY LINEKER'S HOT SHOT
Play in a full scale eleven-aside football
game complete with sliding tackles, throw-
ins, corners, goal kicks, fouls and even the
dreaded referee with his red card.
Will you have what il takes to match the
shooting skills of England's Gary Lineket s
Hot Shot,

International Soccer replaces Gary Lineker's
$1s9Ton
.
A4ari 
S T  
a n
d

Pack Includes 1
1 1 1 1
1
• 3 Superb Award Winning Games
* Unique Full Colour Wall Chart
With the History of the World Cup
including Amazing Facts & Figures

• Comprehensive User Guide
' Strategy, Management and Red Hot
Action makes this the Ultimate Soccer
Experience

IP

WORLD CU
YEAR

TRACKSUIT MANAGER
A management game the way it should be
played. Live the match thrills, as you
compete to qualify for the Nations and World
Cups,

You decide the play and enjoy the victories
and sutfef the defeats
• P

j
y  
d
e
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e
n
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e
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t
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g  
o
r  
m
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n  
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o  
m
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fly
de trap, sweeper system Or

possession football
'Genuine goal-kicks, corners and Mrow-ins
dCrunching tackles. fouls. penalties.
bookings and senchngs ott

- 54 computer managed squads Iron,
around the world all with individual tactics
The best ever football managerial game

ever, in the history of the World'
. C  &  V G  
9 0 0
The ultimate management game Ace Rated
929

*Easily the best of its type Zzap 64 99%

"The best ever managerial game
. S i n c l a i rUser Classic 93'..
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