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the evil Yukon Yohant"
,

Bounty Bob '4 returns in this new and exciting follow-upadventure to Miner 2049erY This time amurtd it's everb_tougher than before and Bob needs your help more than ever C A S S E T T E  C 9 r 9 5to guide him through-the mine. The mutant organisms havemultiplied and over-run the mine entirely, making it extremely
difficult to survive the hazards of t h e c i
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12 completely original tracks of the funkiest
music yet on the CBM M!
Lively, colourful and animated street scenes!
Keep on your dancinl toes avoiding all the
Mean Dudes out to get you!

Available for the Commodore M from all good software retailers or mail order
from the address below. R.R.P. E8.95 Joystick required

2-4 Vernon Yard, 119 Portobello Road, London Wi 1 2DX. 01-721 8070.

Available from Virgin Games Centres
at the following addresses
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Rockin' Rodney stalks the streets of Funky Town with his Ghettoblaster,
He is a messenger for interdisc Records and his job is to coiled demo tapes
from all the local talent! As he delivers them back to Funky Street he has to

make all the locals strut their stuff as his Ghettoblacter blares out the
livliest sounds around in his search for the perfect beat!

is proud to present •  f r o m
who crecrted a n d

22

172 Union Street 9 4 - 9 6  Briggate

ii

Gangsters of the Groove will keep you on the move
Tone Deaf Walkers, streetwise stalkers
Bandits of the Beat move fast on their feet
Notes come out so sweet, they're dentin' in the street
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Now for a really juicy bit of gossip I  bet
you can gue ss where Jeff Minter and hes
cuddly toy cornet go every Thursday
evening/ In You can't? OK !can't either,
but having got your atientkm reading this
otherwise totally tedious part of the mag-
azine, can I  just ppMt out that every bet of
this monthly publication (even th il bit right
here) is the copyright of our groat and Ow-
;ous publeshers News fiekl Ltd. So you re
not allowed to Xerox it. crib snippets from rt
OrcOpy it in any other Previous way you care
to flunk of wdnout our permission. Got it?

OK. OK, so it's not funny — lust you try
writing these Wye hddly bits
e  1985 Newsfield Limited

Cover by 0 1 ,1 t A i t y / ,••••

A lot of people never bother ent-
ering competitions, thinking that
they stand onl y a  miniscule
chance of winning. I reckon they
should try the following calc-
ulation_

This picture shows the res-
ponse to four of the competitions
in our first issue — they produced
a total of just under 7,000 entries.
That's a lot compared to many
other mags, and yet you should
bear in mind that there were over
200 prizes to be %OM

That means that in a single, typ-
ical Zzap competition the odds

Detective plays detective
Gary Penn and Julian Rignall
haven't exactly raved about the
new Rockford's Riot in their corn•
ments this month. however) note
that i t did succeed in keeping
them playing in the office until
5am one  night.  This l ed t o
another o f  those entertaining
confrontations with police off-
icers for which this meg is becom-
ing famous:
OFFICER: What's in that bag?'
PENN: 'My computer.'
OFFICER: What were you doing
in that office at this time of night?'

against you winning might be
very roughly 30 to 1 !although
obviously this varies enormously
from competition to competition
— some have fewer, but juicier,
prizes, some are much more diff-
icult to enter, so the number of
entries is considerably smaller.)
Those odds are actually not that
bad- For example if you entered
every Zzap competition for a year
la total of  maybe 50 compet-
itions) the chances work out at
you being an 80 percent favourite
to win at least one prize!

Come now, that can't be bad.

Angry Spot
Wanna know what drives me
completely a n d  u t t e r l y
INSANE? It's people (and mag•
azines) who shout their heads
off saying that the Commodore
64 i s  a  dy i ng machine.
DYING???)?! I?! I ask you!

OK, s o  Commodore have
been behaving these last few
months like a bunch of mentally
deficient ARMADILLOES, intro-
ducing JUNKY machines, and
BUNGLING t h e i r  p r i c i n g
policies, wi th the result that
even sales of the 64 have been
affected, But let's keep things in
perspective, shall we??

Judged by its software, the 64
is still BY FAR AND AWAY the
vilorld's greatest entertainment
machine. V AS T numbers o f
ever-more-amazing programs
are being written for it and will
go on being written for it.

With so much going for it„ it
can ONLY be A MATTER OF
TIME before Commodore patch
up their relationship with the
shops and get the machine sell-
ing again in huge quantities.

And when that happens the
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to look like a  bunch of half-
brained, Am s tr a d -ow n i ng
WIMPS who deserve to have
their heads shoved in a con

Hey, you could win something!

PENN: 'Testing computer games.
We work for a magazine.'
OFFICER: 'Got any tips on Sher-
lock? I'm completely stuck:

•  Here we are again with Zzap number 3, which hopefully you'll
agree is the best yet. Just to be perverse we've gone and
chosen TWO gold medal games this time, both of which are
quite unsurpassed in their respective genres. Between them
they've accounted for a considerable number of very, VERY
late nights, so if you notice the odd slurred comment or
wonky piece of writing, you'll know why. . . .

Some things which you may think are slurred comments,
but are in fact quite deliberate are a few strange new words
scattered round the mag, like 'shmup', 'aardvark' and 'wimp
of the mag, so don't panic.out'. You'll find a full explanation for all these on the last page

We're trying not to panic at the amount of mail now being
Jammed through our letter box. You people really do say the
nicest things, much° gracias. Pretty soon we//be running a
questionnaire to get some detailed feedback on the mag —
but in the meantilne, why not write to us with a page-by-page
criticism, telling us the things you like and the things you.don't You'd be doing us a favour. . . .

See you next time,

One man's meat...
I was a bit disappointed to dis-
cover this month that our outside
columnist Jeff Minter doesn't
actually like Zzap very much! This
little comment was printed in a
promotional newsletter which he
sends out to people on Llama-
sofrs mailing list. Can't be sure.
but I think his annoyance stems
from our criticism in issue one of
his latest game Mama Llama.

I'd be very interested to hear
what anyone thinks o f  that
review, and of Jeffs newsletter
comment. No doubt he would
too. Why not write either to me at
the address in Zzap Rap or to Jeff
at 49 Mount Pleasant. Tadley,
Hants.

•••••••

Cheerful or 8.0b wodethas
been deluged with letters
Of condolence followinglest rnondi 's horror d
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his left hand grows out of
his chest Bearing in mind
this handicap, he 's a rem-
arkably good gamesPlaYer.
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Your letters to us, plus the ed's idiotic replies
I've been so busy drowning in sacks of mail this month I haven't had time to do any
work on the mag itself, so goodness knows what those dreadful reviewers have
been up to. Never mind, you've kept me smiling with your insane scribblings, and
I'm proud to award another three games from our lucky dip to worthy authors.

One kind of letter which ishrr going to win any games are those which rant on
for ages knocking other machines. Had rather a lot of those recently owing to a
certain letter I printed as a joke last month t h e y  do get just a teensy-weensy bit
boring after a bit, people. Especially as we all KNOW the 64's the greatest. For all
other types of letter the address to write to is: Chris Anderson, Zzap I 64, 1 Church
Terrace Yeovil Somerset BA20 1HX

A snip at E50b
Deat Earthlings.

I now have the technology to
make t h is  offer/threat. A f te r
months of research I have writ-
ten the  most addictive game
ever to be beamed down onto

our planet earth th e  game is
called Ma n ic  Att ila  a n d  h a s
screaming Psycho vandals

It is so addictive that anyone
who sees a will die of starvation
because they will bee unable to
take their eyes of the screen for
even 1 nanosecond

So here is my offer/threat. If
the Earthlings do not send me
300 zarcs lequivalent to 150 bil-
tion) then I will unleash this exp.
enence on  your unsuspecting
public —  th e  game shall b e
beamed in t o  every software
outlet in  your area Yo u  have
been warned'

Yours deviously,
Scott the skateboarding punk,
Newton Stewart, Scotland.
PS This letter will become en•
gutted in flames in the next five
seconds.

I'm sorry Scott but the (50 bil-
lion we collect& for you was set
alight by your letter.

Forget fast-loaders
Dear Zzaol 64

My pet gerbil's name is Fred.
He spends half his time sleeping
and th e  o ther half b it ing my
finger.

Seriously though, I have a few
comments to make on your re-
views. First, why not include a
'difficulty' rating? It's useful to
know what level of skill a game
6 ZZA P !  M  Ju ly 1985

requires. Secondly, w h y  n o t
start a  'Playback' section and
review some  o f  the o lder 64
games compared t o  modern
releases, eg. Beach Head. (We
can't l e t  th a t  CRASH cro wd
outdo us!)

I've had a lot of trouble with
some o f  t h e se  fast-loading
games recently_ I don't think it's
just the C2N at fault here as I've
been to  the shop to replace it
three t imes! I  th ink it 's about
time that software houses and
programmers go t to  hear the
customer's view on fast-loaders.
OK, the software houses have to
protect their games from piracy,
I accept that. BUT they have no
right to do this by lowering the
quality of the games they sell to
their honest customers. Fast.
loaders are far more unreliable
than normal tapes — I have to
load a  Pavloda game two  o r
three times before it loads prop-
erly. E ve n  Commodore  a n d
Hairy Minter agree! So come on
software houses, s t o p  f a st -
loaders.

Thanks for a brill mag.
Noor M i r z a ,  S tr e a th a m ,
London.

What? You're telling me that you
enjoy waiting 20 minutes for a
game to load?
, M y  
o w n  
f e e l i
n g

is that software houses should
include two  versions o n  each
cassette, o n e  w i t h  t h e  fast-
loaders, o n e  with o u t .  T h i s
would a llo w people with  if f y
cassette players something to
fall back on, but wouldn't send
the rest of us to sleep while our
programs load.

Beeb owner
rave shock . •
Dear Chris,

I bought your magazine t t i
pass the lime on a train lournev.
I expected a pretty good ma
azine. But I was wrong. WOW.
was sensational. I really enj
reading i t  and I  expect a ll
owners will love it

Ali, you thought I had one, Na,
I own a BBC model B, but after
seeing your games I'm thinking
of changing. Now, to get to the
point of this letter. I was won-datii
irig whether you knew any VERY
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Beeb. If so please could you
, m e  Keep up the fandaba-

zie world

' a t h a n  Mos s .  Eas tle igh
i
Hants.

nkly. I  should go ahead and
nge machines. Adventure
gs tend to get just a teen

weensy b i t  squeezed on  t
memory-starred Beet,. H
ever the kind-hearted Level
have been doing BBC ya m)
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Atari 400 and not a Commodore
but I think you'll find that many
of us will avidly read Zzap I 64 in
the absence of our own dedic-
ated meg. Much of what you say
applies to us anyway.

Cheers,
Andy Rice, Fulboum, Cambs.

Great.' Join the club.

And another thing
Dear Chris.

How about having a  section
called Zia's! Trap in which you
examine as many new games as
is possible ot practical that come
under a particular heading e s
sports simulation. fl ight simu-
lation, arcade-adventure e t c
You could put them into order,
best to  worst, slagging off the
worst ones and praising the best
ones, generally comparing their
good and bad points. Maybe
you could even make suggest-
ions as to how future ones could
be improved

A variation on this would be to
show how the different types of
games o f  today have evolved
and improved from those of the
early Ws ,  and again looking
forward to see what the future
holds I t  could be called Zzap'
Thai Time

On the Tips page give a screen
photograph of the games being
given the main tips i t  helps the
people wh o  haven't g o t  the
game but like to read the hints
know I do) to understand what is
being said The same is neces-
sary on the great Zzap Challenge
page

You stated at the beginning of
your first issue that your main
concern ts 64 software, and that
hardware talk was Out. I  hope
this does not include joysticks.
and that you will include news
on the latest joysticks available
in your news-flash section.
Anthony Whyte, Sutton Cold-
field, West Midlands..
PS I am still wondering whether
having both a Hookability and
Lastability mark is really neces
sary (PCG made do with Lasting
Interest), and that (game) cont
-ents might be a better subject lot
considering

Hang on. You forgot to  com-
ment on the size of the dots we
use on our 'I's

A crummy poem
Dear Sir,

For ages and ages,
read through the pages

Of the mags for the 64,
Though sadly, alas,
They were all full of trash,
Hints that were such a bore:
But now at long last
All that's in the past,
Now that I've purchased Zzapl

64!
Kevin Wilkinson, Sheffield

A lucky dip LETTER-BOMB for
the next bad bit of 'poetry' we
receive



It's big bad parent trubble
Dear Zzap I 64

I write to you concerning your
'Mother Trubble' item. Spurred
on by the reward for the 'most
touching tale of maternal per-
secution', I will now tell my tale
of woe.

It concerns not my  Mother,
but my  Father. I  was playing
'Impossible Mission' and by my
standards was doing very well. I
had a l l  3 6  code pieces and
already completed 3  letters of
the pass word.

Feverish with anticipation. I
searched for the next 'punched
card' when Zzapl (sorry) ...My
Dad TURNED IT OFR

This did not go down too well
with me, as I had never been
anywhere near completing the
game before.
Robert Cerdran. Colchester.
Essex.
PS The mag is great and I am
giving up buying CSVG to sub-
scribe to you!

0 Great master Chris,
I beg of you, please spare a

moment of your important time,
to help m e  in my  desperate
plight. I have the worst kind of
Mother Trubble imaginable: Not
only does she turn off my 64
when I am playing my games in
her bedroom, I  cannot get a
game in edgeways. If that isn't
bad enough, she can beat me on
every game I own!

Please Masterful Master, send
me a new game, with a  letter
forbidding her to play it and I will
be your everlasting servant.

Yours desperately,
Martin Haynes, Bude, Cornwall.

NO WAY creepie-knicksll

Well Nil
Here was I  with supposed

chicken pox. Then my sister ret-
urned with Zzapl 64 and a bunch
of grapes.

My first impression was 'What
a daft name for a computer mag-
azine, Nnap! 6 4  (Joke!!! But
WOW, all the reviews!!

I flicked through the  pages
with great interest and glanced
at the ratings. What surprised
me was the bulkiness of Zzapt
64, unlike other 64 mags.

Anyway my boyfriend came
and was (being a Vic 20 owner)
duly impressed and kept rabbit-
ing on about getting a copy of
Zzapt 64, Then I had to read it,
well flick through it again while
Nick (that's his name) gave off
comments like, 'Brill, no Amst-

rads, Elite for the 64, must get
that when I get my 64..

'Is Ch r i s  Anderson t h a t
young?' I asked.

Then I found my eleven year
old sister reading Zzap! 64. The
last time she read something
was I  can't remember,
maybe she's never read any-
thing else.

The me ntion o f  mothe r
trubble, Huh! Yesterday or Dad,
who rates computers as much
as he rates ringworm or potato
blight (he's a farmer) spent yest-
erday trying to jump off ropes in
Quo Vadis. I didn't get a look in.

But the mag isgreat, almost as
great as the computer page I
write for the school mag.
Sarah Teesdale (Miss) (13 yrs),
Doncaster, S Yorks.
PS I only have one sister, thank
God.
PPS Is there anyone else who
hasn't ma ste re d  Imp o ssib le
Mission?

C Funny you should ask

The lights were low. The moon
shone down onto my joystick as
I was searching for the last puz-
zle piece to complete Impossible
Mission. People everywhere in
the World were relying on me to
save them from the evil mind of
Elvin. Ahal I've found it! Now
I've completed the puzzle, all
that remains to be done is to find
the control room.

I was lucky, it was two rooms
away. I was just about to enter
the control room thus saving the
terrified world when a  head
peered round the door and said
'Jamie! How many times have I
told you to hang up your coat up
when you come in. DO IT NOW,
BOY!'

Oh no! Only a minute to go in
the game as well! I went down-
stairs to do my job. I rushed up-
stairs, only to find the computer
laughing at me T h e  world
was doomed_ I  could sense
screams of fear from all sorts of
different countries. The destruc-
tion of the world had begun.
Why, oh why did my mother
have to do this to our planet? I
was very, very sad.
Jamie Phillips, Gosforth, New-
castle upon Tyne.

OK Jamie, you win the promised
Mother Trubble cassette. I mean
sacrificing earth was just too evil
of her. I  reach into the sack and
come up with G r i b b l y 's  Day
Out! Don't let Mum at it.

and big bad family trubble
Dear Chris,

Congratulations to Zzap! 64. It's just what I needed because:-

I'm a Mother with two horrid boys.
(No, they're not always our pride and joys)
When I'm on a screen where no-one has been,
rm pushed off and told 'Don't be mean.'

This may come as quite a surprise.
(And I promise I'm telling no lies!)
That I'm zapping all day till the light fades away
So I'll still stay the best come what may.

I get good hi-scores and I beat THEM by far,
But they turn on me shouting, 'Hah I Hall!'
'Just wait for a while,' they sneer with a smile,
'And we'll prove we're the best by a mile.'

I must not buy too many games,
Or my husband will call me rude names
But now that I've ordered your Zzap I 64
There's nothing can stop me — IT'S WAR!
,Beryl Waters, Solihull, West Midlands.

I reckon that's worth the tape I promised for the most harrassed
Mum. Nice one, Beryl
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Saying it right
Dear Zzap,

Congratulations on a  great
meg. I  think the whole layout
just brilliant, But here's a  few
ideas.

Can we have more reviewers
please—just three isn't enough.

Instead of selling software in
Zzap (how do you pronounce
that word anyway?) why not sell
merchandise o f  the  software
houses? For instance badges,
stickers, posters, etc. It's good
advertising for the companies
concerned and you could make
a few quid too,

Instead of having the Minter
column why not call it Program-
mers' Forum. And different pro-
grammers could air their views
on subjects they find should or
shouldn't be  in the computer
industry.
Matthew Summerson, Tedding-
ton. Middx.

Hrnmmmmtn, not too sure that
would work — most program
mars can't write for toffee — at
least not words, only programs.
As for having more reviewers —
that's absolutely out of the ques-
tion. The three I've got give far
too much trouble as it  is. The
pronunciation of Zzap? — well,!
think the following letter may
give you the right idea.

Dear Ed!
Zzz77t77777777zzzzw.7zzzzzzz

(no I'm not asleep!) ZUZZZZUZZ.Z•
Z Z Z Z Z Z Z 7 7
7 7 7
Z Z L Z U Z Z Z
Z Z Z Z Z U Z Z
1 Z Z -

M U  (boy, m y  arm's getting
sleepy) zizzzzzazzzzzzziz2zzAP I !
I! (What else can you say?)

Yours Zzapfu I iy,
K Yamin, Croydon, Surrey.

That's exactly it. To get the name
right, you have to start quietly
and work up to a kind of cres-
cendo. Makes your newsagent's
hair stand on end.

ZZAP! 64 July 1985 7
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Free Micronet plug
Sir,

Loved the first issue, looks
you've got yourself a winner.

Especially good to  see J
Minter writing a column for yo
as he's not scared to say what
thinks.

Jeff's right about the &strip ;
utors and h is solutions makti;sense. However, Jeff and mane,
other software houses have
found Out the benefits of distrieet
uting their software houses e1er4
tronically via Micronet or eveil
Compunet (there I  mentioned
the competition).

For the price o f  a  cassettey
software houses can sell theili
products to thousands of btee
ors, and our members benefit
from getting software a t  d is
,count prices.

Keep up the good work,
Phil Godsell, Micronet goo;
London.

Gone off Super Huey
I read your review of Super Huey
with interest, having bought the
program two weeks before your
magazine. In  fi rst  playing the
game I regarded it with the same
enthusiasm as your test team:
great 'chokka-chokka' so u n d
effects, suitably cluttered con-
trol panel (I 'm fond o f  fl ight
simulators), good 3D ground eff-
ects, etc, But after a while, !came
down to  earth, so to speak. Of
the fo u r scenarios, t wo  (Solo
Flight, Exploration) so o n  b e -
came boring and Combat gets
frustrating when you have been
shot down at random for the nth
time as soon as an enemy heli-
copter has appeared. But it is the
Rescue scenario that is the most
puzzling, as it seems to be im-
possible to complete!

The way it  seems to work is
this: i f  you fl y above 120ft you
will always crash attempting to
land, but if  you fl y at less than
120f1 then you can't get through
the mountains. There are a few

c a t. " 1 : 1
A pompous gentleman writes
Dear Mr Anderson,

It is with great displeasure that
I am forced into writing to you.

When I had heard the whis-
pers that abounded before the
arrival o f  Zzapl 64 I was quite
eager to Intercept a copy as soon
as my newsagent obtained his
set amount. When the moment
finally arrived I immediately pur-
chased the nearest copy and
proceeded to flick through the
pages o f  this  'revolutionary'
magazine What I found, how-
ever, WEIS an extremely poor,
excuse me  W O W .  Dad's
writing to Zzap! Cor look what
he's sayin'. Dave, has sayin I ts
rubbish! Well, it's ace, mega-
fab, zipping c oops ,  he's com-
ing back I  d o  beg your
pardon, one of the public sem
ants had a slight query over the
milk payments. I will continue,
Zzap I 64 is an example of a very
poorly designed games mag-
azine which has none of the int-
eresting, stimulating projects
such as putting the computer in
control over the cat flap that I
expected Th is  is most disap
pointing iRING —  RING)
There, he's o n
-
t h e  
p h o n e
.  
W e l
l  
I

wanted to write to you, but I
can't spel Anyway, Zaps really
ace yknow, all the detailed rev-
iews etc and all my metes km It
Thank 'eleven there's no type in
listings cos they're •-• % • and
never work and I  really think
that this mag'll work cos its got
all right stuff in it and not piffle
like another meg i know with 4

words in its titles that lives at a
place called Priory Court wher-
ever that is. anyway I was say

Thank you for your patience, it
is well appreciated and will not
be abused. A further complaint
is that there are no 'type-in' list-
ings, Although as  you have
stated they do not sometimes
work, it is a great challenge to
get them to work and very educ-
ational — excuse me again, my
copies of the Guardian, Tele-
graph and Financial Times have
just arrived.

I hope you will take my critic-
isms to heart and perhaps take a
leaf out of such excellent mag-
azines a s  'Electronics a n d
Computing', 'Computer a n d
Video Games' a nd 'Readers
Digest', This would be greatly
appreciated and would certainly
improve your production no
end.
Mr Philip Knee, Bolton,

Dear Mr Knee-lent I am delight-
ed to discover your enlightened
and sober reading habits. May/
also recommend t h e  Brit ish
Medical Journal, the Yeovil Tele-
phone directory and Commo-
dore User. Sample copies encl-
osed Also  a piece o f  software
for that pesky son o f  yours to
stop h im messing around with
your type-writet

other points, why does the DST
command (distance f ro m take
off point) act so erratically? And
why can you never drop a hom-
ing beacon? Is it  me, o r is the
program flawed? Oh we ll,  it 's
back t o  Combat Lynx. Mu ch
more dependable than those
American machines ,
Giles Collings, Hebdon Bridge,W Yorks

The guys here are most puzzled
by your letter. They tell me the
secret o n  combat is  t o  KEEP
LOW. Provided you have a nifty
trigger finger, yo u  shou ld  be
able t o  sh o o t  down  lo t s  o f
enemy helicopters. Failing that
you could try the homing miss-
iles. A d mi t t e d ly  t h e  g u y s
haven't y e t  comp le ted  t h e
rescue mission, partly because
our copy has been nicked by one
of those greedy reviewers on
our s is te r magazine CRASH.
What we ' l l  d o  is  p rin t  some
detailed tips on Super Huey as
soon as possible. Well, as soon
as we get the tape back We're
still fi rmly o f  the opinion it 's a
better helicopter simulator than
Combat Lynx.

I own a Spectrum
Dear Zzapl 64,

Short but sweet Great mag-
azine but avoid wasting space
by insulting Spectrum owners
— remember wh a t  CRASH
does? -- and use it to good use.
On the reviews side — good rev.
laws but bad layout — keep the
pictures straight, could you, in-
stead of having them across the
page Also the rating system —
very good but the bar values do
not really do anything and waste
space. A bit more colour in the
pictures would also help as well
as more clarity in the black and
white pictures, (Follow CRASH's
tactics of using a Cub monitor
etc) as many pictures are dark or
blurred. Please use proper cat
loon style  speech bubbles as
well— it would make the overall
appearance neater and easily
readable.
A Spectrum/64 owner, Stephen
A Graham, Carlisle, Cumbria.

Piceies in issue one were ind -
pretty crummy, having  been
taken off a TV, owing to slight
initial shortage o f  equipment
Hopefully you agree they're no
pretty good, being snapped off a
Commodore monitor. A s  t o
your fi rst  point, you must b
now rea lise  tha t  I  wou idn '
dream GI printing any more anti.
Spectrum material.

Lo
V
E
,
4

Buying from source
One th ing that really le ts me
down about computer mags is
that they are always printing a
load of stuff and nonsense about
software piracy. If you are really
bothered about whether the
game you buy is the original
then the answer is pretty simple

buy mail order.
All yo u  have to  do  is  read

Zzap! 64 and when you find a
game which Zzap say is ace you
think 'Yeah, I ' ll get that', and
then y o u  se n d  o f f  t o  t h e
company.

Companies can make a profit
out o f  this as well. Interceptor
Software have a  rea lly mega
club which is totally free to ioin,
and then flog their games off at
amazingly cheap prices even
their newer ones, If everyone did
this then we would all be hap-
pier, wouldn't we? You could of
course send o ff  to Zzap! 64 to
buy the games, but can CA and
his ageing team be trusted?
Robert I re l a nd,  Pres ta tyn,
Clwyd.

No. But then we don't send out
the tapes. The lovely, trustable,
Carol Kinsey does.

Rockford
There is one unfortunate small
bug (literally) in your excellent
mag, your friend but certainly
not mine — Rockford. I am fed

of turning each wonder full
a see (usually), annoying-

ord making some un-
sted comment — he
nerves. Whatever he

tally irrelevant to me.
ute your amazing meg

an idiotic insect. Get
him ow ,  If you can't, or

't, then will. Tell Rockford,
e doesn't rawl back under

e rock he cam r o m  I'll hit him
arder than any fir l y  ever has.
Yours angrily,

Richard .tigley, Pe
Cardiff.
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else' T r y  LE TV E R  .. ,"

PS If you print my letter I'm sure
my anger would be soothed to a
certain extent

I dunno if  it will when you see
what Rockford's doing to yourletter.
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• OUT IN DEEP SPACE,
THESE REVIEWERS FACED

THEIR TOUGHEST TEST

Elite—the ultimate, award-winning space
challenge.

Once the privilege of BBC and Electron
owners, Elite now takes a giant leap forward —
onto the COMMODORE 64. (There'll be
versions for the 48K Spectrum and Amstrad
soon).

Already tested by the intrepid explorers of
the Commodore press, here— breathlessly —
are just a few words from their advance battle
reports.

"The Final Frontier?"
(Mega Game, Your 64, June 1985).

"My favourite.., as absorbing and
challenging as the original."

(Commodore Horizons. June 1985).

"To explain every element of Elite would
take a book...you'll run out of energy long
before Elite runs out of things to show you."

(Commodore Computing International,
June 1985).

"A brilliant game of blasting and trading...
truly a mega-game.. .the game of a lifetime."

(Gold Medal Award, Zzap! 64, May 1985).

FIREBIRD SOFTWARE WELLINGTON HOUSE
UPPER ST MARTINS LANE LONDON WC2H 901_



My adventurous
budgie
Dear Chris,

On reading yo u r f e w para-
graphs in Zzapt 64 entitled 'The
Z2ingiest Letters page in town', I
saw the word 'guinea pig'. Now
who in  their right mind would
write to  a  top  computer mag-
azine about their pet guinea pig?

This b rough t  m e  t o  th in k
about my  pe t  budgie wh o  is
called Bib°. Well, about one and
a half years ago I taught him to
speak. Now, me being interest-
ed in adventure games told him
adventure talk, eg. N,S,E,W, kill,
pick up, go to, etc.,

One day when I was playing
Twin kingdom Valley I  came
across an enemy. Me, being an
intxperienced adventurer then
didn't know what to do, Whether
to go back or to stand and fight
him. T h e n  B ib o  w e n t  a n d
squawked s o  I stood my
ground and killed him, What pot
luck, I searched h im and found
money and food. That day he
got extra millet.

Now I have been teaching him
lots of adventure talk, and now
when I 've  finished loading an
adventure in  all I can hear are
'pick up, open, get,' etc, all com-
ing from Bib°. It-is all so loud
that I have to turn the computer
off and reach fo r the asprins.
Now I can only play it when I'm
alone in the house
Martin Wi t h e rd e n .  P in n e r ,
Middx.
PS Please, please, please could
you send me a box of asprins as I
am running short.

Hmmmm G a r y  reckons you
should buy some, er, p latform
training shoes. Well, HE thought
it was funny.

Leave out politics
With Raid over Moscow why do
you have to say whether people
will fi n d  th e  theme t o  the ir
liking? The graphics are excel-
lent and so is the gameplay, so
please review the game. and
don't b ring  personal feelings
into it as there are other games
like that one. Battle f o r Nor-
mandy wa s reviewed in  th is
issue but nothing was mention-
ed about whether people will
like fighting the Germans.
Unsigned, N e w t o n  Ab b o t ,
Devon.

I disagree. The ideas conveyed
by some games are important
and controversial. It would be a
bad mistake to completely ig-
nore these in a review.
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Corny name!
I would like to give my v iews on
b a p !  First things first. The mag-
at ine is  brilliant ,  it  looks set t o
become one of the best 64 mags
ever.

What I  don't like about the
magazine is  the name, Zzapl
How completely  corny and un-
original. I think you could have
done better.
James Hepworth. Chelmsford,
Essex.

Unorig ina l?
1
? H o w  
m a n
y  
o t h
e r

magazine names have two 'Z's
and an exclamation mark?

eview Cad Cam
tear Zzapl EA

I got hold o f  your fabulous
agazine last Wednesday and

eve just finished reading it. It is
quite frankly the best meg in the

ewsagents, the  reviews a re
! mat  and so are the game tac-
tics. In fact its got everything a
• rson with  taste could want
(someone with 864).

But instead o f  grovelling in
his letter I really wrote to ask

you if you could review Cad Cain
arrior because I have heard it
as good, but I wanted an opin-

ion from professional reviewers
revor Poulter, Hook, Hants.

ft's not new enough fo r a fu ll
review, but we love it. With 8,000

creens, there's an awful lot of
game there.

High score copy?
Dear Ed,

I see  in  yo u r editorial that
you're going to introduce a high-
score table and feature p lay-
offs. (Na u g h ty,  n a u g h ty —
we've seen that before some-
where, haven't we?

I hope you 're  not going to
waste too much space on that,
better still don't bother. There's
nothing more demoralising than
having spent hours of sweat and
toil saving the universe or akin
task and running up what you
think is a monumentous score
(together with a very irate wife
because she missed her favour-
ite TV programmes) to see some
creep has scored twice as much
and then several pages on how
easy he found it!

Great mag — shame about the
name
P F Barrett, Axminster. Devon.

The history o f  high score feat-
ures i s  a n  in teresting one .
Computer a n d  Video Games,
back in the mists of time, started
things o f f  wit h  th e ir Ha ll o f
Fame, basically a collection o f
(claimed) high scores on a small
number o f  selected games.

Personal Computer Games (the
mag a couple of us used to work
(or) took th ings an important
stage f u rt h e r b y  stag ing  a
monthly playoff between high-
score claimants to help siphon
out chea t  entries. Wi t h  t h e
launch o f  Zzap and death o f
PCG, I  felt a bit more spice still
could be added by having the
playoff between a  reader and
one o f  t h e  magazine team.
Meanwhile t h e  exist ing FCC
idea of a challenge between two
readers was copied (along with
various other PCG features) by
Your 64.

We may have a strange name,
but our ideas are our own.

Bungeling
by Ariolasoft
Dear Ed.

Recently, I  bought  a copy  of
Raid o n  Bungeling Bay. The
game itself is excellent, but in
the instructions it says that there
is a  v ic tory  parade and news-
paper headline.  There isn't .  I s
this a bug on my copy, or a mis-
print  in the instructions?
Peter Brady, Cabra, Dublin 7.

We too were annoyed when we
couldn't t ra ck  th o se  d o wn
Maybe they're on the disk vers-
ion only, and A roolasoft forgot to
amend the cassette version ins-
tructions

Where's Star Wars?
Dear Zzap164,

I'm writing to ask if there are
any versions o f  t h e  arcade
machine Star Wars available for
our machine, and if so, which is
the best?

The Spectrum has a  superb
game, 3 D  Statstrike, a nd I
wonder if a conversion of this is
likely?

I know of Elite and Sentinel,
two 3D space games (and the
mega- superb Stellar-?; similar
to Batilazone), but none of these
is too similar to Star Wars. Are
there any other good 3D space
shoot-outs available
,Lee Ikon, Swindon, Wiltshire.

Parker Bros excellent Star Wars
cartridge (at E24.95) might still
be around if you're lucky, other-
wise youW just have to watch
this space.
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MORE
GAMES

THAN THE
OLYMPICS

N•ABYSS ADVENTURE QUEST' AGENT USA • AIR TRAFFIC CONTROL • AMERICAN FOOTBALL - ANT ATTACK - AUTOMANIA • AVALON • AVIATOR • BATTLE( ARs • BEA
D BLAGGER ' BLOCKBUSTERS • BLUE MAX BOILER HOUSE' BOULDER DASH BRAINSTORM BRAXX BLUFF • BRUCE LEE • BYTE • CAMELOT CASTLE OF TERRi
)ENAME MAT • DALEY THOMPSON'S DECATHLON • DETECTIVE' DIGGER DAN • DOOMDAIIK'S REVENGE • DRAGON FIRE • DRUBS • DUNGEON ADVENTURE- EDDIE K
P CHALLENGE • ELITE - EUREKA' FIGHTER PILOT • FIREQUEST • FLAK' FOOTBALL MANAGER' GHOSTBUSTERS • GIFT FROM THE GODS • GOLD RUSH • GRAND PRIX DM'
ZZLER • HIGH NOON • HOT DOT SPOTTER • HULK • IMPOSSIBLE MISSION • INTERDICTOR PILOT 'JACK & THE BEANSTALK JASPER - JET SET WILLY • JETPAC • JINN GEP
GHTLORE • KOKOTONI WILE- LEGIONNAIRE • LEMMING SYNDROME - LORDS OF MIDNIGHT • MANIC MINER - MASTERMIND • MATCH DAY - MATCH POINT MOLAR MA
IN PATROL • MR ROBOT • MS PAC MAN MUGSY • MUSIC MACHINE' MUTANT MONTY • MYCHESS II NATO COMMANDER NOMAD OF TIME • OLYMPICS gl • OW
R PAN • PIPE LINE PLOP • POGO- POLE POSITION' POSITRON' PYJAMARAMA • QUANGO • QUIZMASTER' RAID OVER MOSCOW • RATTLER • REDCOATS' RETURN
N • RIVER RAID • ROBBER • ROBOTRON 2984 • ROLAND GOES DIGGING • SABRE WULF • SAGA OF ERIC THE VIKING 'SCRABBLE • SCUBBER DIVE • SHEER PANIC SHERLO1
OF THE LINE • SHOOT THE RAPIDS • SKOOL DAZE SKULL • SMUGGLER SNOOKER SNOWBALL' SOFTWARE STAR' SON OF BLAGGER SPACE SHUTTLE SPELLKOL

IEGED - SPIDER-MAN • SPIRIT OF THE STONES - SPITFIRE ACE • SPY HUNTER - STAFF OF KARNATH • STAR TRADER' STAR TREK ADVENTURE STAR WARRIOR STELLA!
E DAVIS SNOOKER • STOP THE EXPRESS • STRIP POKER SUICIDE EXPRESS' SULTAN'S MAZE • SWAG • TALES OF THE ARABIAN NIGHTS TECHNICIAN TED • TEST MAT(

GALAcric PLAGUE • THE GREAT SPACE RACE • THE THINKER • TIR NA NOG • TRANSYLVANIAN TOWER UGH! - VIZAWRITE t,4 WANTED MONTY MOLE WEATI
R WHITE LIGHTNING • WILD WORDS WIZARD OF WOR • XAVIOR • ZAGA MISSION' ZARM - ZAXXON - ZENJI 'ZODIAC MASTER 'ZOOM PASCAL • ZORK II • ZORI

When you are looking for the best games in town look no
further than Software City.
Even if you are just browsing we'll be happy to show you
the selection of great games we have to offer.
We stock software for Spectrum, Commodore 64, Atari,
BBC Electron, Amstrad, MSX, Apple and IBM machines,
or we will order if you cannot find the program on theshelf.

THE UK'S NO.1 SOFTWARE DEALER LIMITED
382 Kings Road Chelsea SW3 01 352 9220

14 Thames Street Kingston-on-Thames Surrey 01 541 4911
47 Cheap Street Newbury Berkshire 0635 31696



Clumsy, opinionated superhack EDWARD BANGER bungle!
games scene's hottest news and juiciest gossip.

Frankie
goes computer
Those new-fangled Liverpudlian
pop stars who've risen up the hit
parade are now releasing a com-
puter game with  the help o f
Ocean. It's called, surprisingly.
Frankle goes to Hollywood, and I
still haven't managed to  work
out wh ich  o n e  o f  t h e m i s
Frankoe.

II I I  I I  I I  I I
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-lour  O.Komm

The game is being program-
med b y  those clever fo rmer
Imagine people at Denton Des-
igns, who also did Shadowfire.
You can expect another strange
scenario, and I have little doubt I
won't g e t  past  t h e  opening
screen. I  satisfied myself with
snatching t h is  sneak screen-
shot from an early copy of the
game. Why can't someone do
'Jim Reeves goes to Nashville'?
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Archer Maclean:
a star is born

Watched the lads drooling over
Dropzone this month — a dis-
tasteful experience, I  can te ll
you. Since the game came to
them f ro m US Gold, they act-
ually thought it  was American,
so I thought I'd impress them by
tracking down the programmer
who I happened to know was
British. This could explain why
US Gold have put out this one
under the label UK Gold.

The program author, Archer
Maclean, natura lly agreed t o
give the Banger a sizzling hot,
world exclusive, face-to-face
interview and explain to me how
he ca me  t o  write  t h e  game
which is  clearly going to make
him and US Gold a lot of money.

Dropzone was conceived on
his Atari 800 back in  Ju ly last
year. Astonishingly, despite the
fact that he 'd  been program-
ming since the late 70s, he had
never actually had a game rel-
eased — much of his t ime had
gone in to  programming 'b rill-
iant' Atari versions of Defender
and Stargate wh ich  f o r  legal
reasons never saw the light of
day. The Atari Dropzone, based
to some extent around these
earlier games, took four and a
half mon ths o f  intensive 1 8
hours a day programming.

When I showed it around and
said I was going to convert it to

the 6 4 ,  everybody laughed,'
says Archer,'They said: You just
can't do that sort of thing on the
64I. Well that spurred me on fur-
ther, so I went out and bought a
64 and converted Dropzone in
Just eight weeks.'

Archer Maclean is  23 years
old, rather tall, based in  Cam-
bridge, dislikes Minter games,
eats nearly anything (but can't
stand Pot Noodles) and pursues
many sports such as hang glid-
ing, squash and water skiing. He
also loves driving at very high
speeds a n d  p la yin g  a rcade
games written by Eugene Jarvis
(Defender, Robotron and Joust.)

He's n o w starting wo rk on
Dropzone 2  and spent a  good
deal o f time talking to the lads
here about what might or might
not be included in it. Stand by
for, a t  the very least, another
ultra-hectic shoot-em-up wi t h
far more species of alien.

Herbert is a wally
Remember the little horror, the
uncontrollable baby Herbert from
Mikro-Gen's Everyones a Wally?
Well, old Ed can tell you that hot
on the heels of that impossibly
ditficutt (I speak tor myself) rel-
ease comes Herbert starnng solo
in his own game.

HerberrsDummyRun, to be re-
viewed next issue, features sim-
ilar sort of gameplay to its pre-
decessois but Includes a lot more
mini arcade-style games l ike
Breakout and Space Invaders,
Great! Those are games I  can
almost cope with,
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Take a careful look at this
picture, because its an

exclusive, a first, a nap, a
scoop — get the idea?

Basically this is the world's
first look at Alligata's new

number Match Fishing with
Jack Charlton as described in
this column last month. Very
pretty it looks too. Especially

in colour.

The release date will
coincide with the opening of

the coarse fishing season,
June 16th, which means that
the boys hope to tell you all

about it next month,

This tape
costs peanuts
Mastertronic and KP (that's the
crisp lot) have got together for a
new g a me /me g a ma rke t in g
plan. The game features the star
of that KP Skips advert character
Clumsy Colin.

Mastertronic have had a pro-
gram written round him, which
they'll be selling at their usual
cheapo price of £1.99. The big
bonus for them is that the game
will be  promoted on rather a
large number of KP Skips pack,
ets — 12,000,000, in fact. Not a
bad little advertising stunt I'm a-
thinking.

Incidentally, I  hear this very
journal has also got in on the act,
with an exclusive competition
centred around the game. Come
next issu e  yo u ' l l  h a ve  t h e
chance of winning a disk drive or
one of 10 crates of KP Skips. Ser-
iously. The big bonus is that the
Zzap competition will be  pro-
moted on rather a large number
of Mastertronic games
Betcha can't wait.



Rain won't stop play
After all these American sports
simulations, here comes a jolly
British one. Graham Gooch's
Test Cricket is being launched by
Audiogenic who say the game
features graphics o f  similar
appearance and quality to Corn-
modore's International Soccer.
You're given control over bat-
ting or bowling (but not field-
ing). And it includes teams made
up of famous players, each with
their own characteristics —  i f
you put  old Goochie o n  t o
BOWL, expect him to be hit out
of the ground, he's as bad as I
am.

Price wars,
round 2
I predict an imminent new joint
release from U S  Gold a nd
Audiogenic called 'Price Wars'.
The two companies have been
preparing the way by tearing at
each other's throats over the
marketing of the latest Cosmi
games Super Huey and Richard
Petty's Talladega, to which they
both have the rights.

First, as I told you last month,
Audiogenic undercut US Gold's
price on Super Huey by £3, forc-
ing US Gold to follow suit so that
both companies are now selling
it for E8.95. Now US Gold have
done the dirty on Audlogenic
selling Talladega for £695, two
quid less tha n Audiogenic's
price. Wha t happened? Y ou
guessed, Audiogenic  h a v e
dropped their price to match.

At this rate these two comp-
anies are going to be undercut-
ting Mastenronic before long.
Well, Ed Banger, for one, isn't
complaining.

Remember
the Falklands?
Anirog have a new release this
month, J ump Jet. Writ ten by  a
fully qualifi ed Harrier J ump Jet
pilot the game claims to give you
the realism and excitement of fly-
ing a proper Harrier

The program lets you practise
take-offs, fl y ing  a n d  land ings
before en t e r ing  i n t o  a  f u l ly -
fledged seek-and-destroy  m is -
sion. There are four sk ill levels,
refl ecting the ranks of  the RAF.
This could well be above my inlet-
lecluel level.

Jonah
Barrington's legs
I bet you've been wondering
why Jonah Barrington looks so
worried on the New Generation
ad for his Squash game?

Well, pin back your ears be-
cause old Ed's got the lowdown.
In order to  take tha t multi-
exposure photograph, Jonah
had to take his life into his hands
and charge full speed across a
court in pitch darkness except
for the light from a stroboscope_
Poor old Jonah was scared stiff
that he was going to fall and
break h i s  legs ,  a n d  w h o
wouldn't be?

Never mind, Jonah, everyone
knows that your legs are insured
for a lot of money!

StreetHawk and
Daley ride again
Simultaneous with the release of
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page). Ocean are also releas ing
the offi cial StreetHawk game and
the follow up to the controversial,
but top-selling Daley Thompsons
Decathlon.

Streerl-lawk puts you in control
of t h e  megarnotorbik e o f  t h e
same name and Daley  Thomp-
son's Supenest gives you a var-
iety of  sports to tackle inc luding
tug o f  wa r ,  s k i  ju mp in g  a n d
springboard diving.

BRUNO'S BOXING BONANZA

Elite's  n e w game promises  t he
thrills  a n d  s pills  o f  t he  box ing
ring. FRANK BRUNO'S BOXING
puts you in the gloves of this top
Brit ish h e a v y we ig h t .  S e v e n
opponents  f ro m dif ferent  coun-
tries s tand between you and the
world  c hamp ion  Y o u  hav e  t o
fi ght these toughies  to be able to
challenge t he  c hampion o f  t he

world,  w h o ,  a s  u s u a l .  i s
American.

The game is described by Elite
as a 'light -hearted' box ing s imu-
lat ion whic h can allow people to
'learn s omething of  the s tamina
and courage* of  boxers. Sounds
like i t  c ould be a  real knockout
hit. Geddit  ?  Knockout h i t

box ing ? W h a t  a wit .
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When wandering about the grounds of Melbourne House the
other day I was horrified to hear unearthly screams and crash-
ings from within. On closer inspection I saw that the staff were
all crowded about a computer.

I couldn't understand what all the fuss was about until I was
invited to see for myself the company's amazing new game. It's
called Way of the Exploding Fist and is a martial arts game based,
so I'm told, on the highly popular arcade game Karate Champ.

After popping down to the local arcade to compare the two I
have come to the conclusion that Melbourne House's offering is
even better than the arcade game'

There are a full18 movements available so you can really chop,
hack and kick your opponent to death, whether he happens to be
the computer or another player.

The graphics made even my world-weary eyes pop out, alleg-
edly over 600 sprites being used to make the animation as
smooth and as realistic as possible. I'm now looking forward to
see the review in next month's issue.

And YOU
thought vector
graphics were SLOW
You may or may not have seen
Encounter, a game which feat-
ures highly  original, fa s t-
moving 3D graphics and has
picked up something of a cult
following among shoot-em-up
connoisseurs. Well, pin your
ears back because Novagen, the
people behind Encounter (and
also behind that hugely popular
fast-loader Novaload), are now
releasing a  new game which,
like its predecessor has been
months in development.

Mercenary is also 3D and is
also a  shoot-em-up, but this
time there are vector graphics.
Er, I think that means the kind in
which objects are depicted in a
kind of wireframe outline, as in,
say, Stellar 7 or Elite.

Novagen told me that these
are in the fact the FASTEST vec-
tor graphics ever seen on the 64

oh dear, sounds like another
game I  won't be able to play.
Stellar 7 is too fast for me by
half'
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Earth-shaking new game..?

Details ha v e  be e n filtering
through to me of the new game
coming Out from Beyond on the
Monolith label, Quake Minus
One. Quite a scenario, to this
one.

It's the late 1980's and on the
Atlantic seabed lies Titan, an
automatic robot-c ontrol le d
power station. Situated on a
thin section of the Earth's crust
it draws power from the magna
flows beneath the surface.

So far so good, but t h e
Robot Liberation Front have
invaded a nd have interfered
with the  earthquake-dampen-
ing computer which controls
the whole complex. They de-
mand equal rights to robots or
they wi l l  interfere w i th the
Quake mode on the computer
causing massive tidal waves
along the  whole of both the
European and American Atlant-
ic seaboards. You take control

the day before the quake is due
to occur, hence the game title.

Listening to the tone of that. I
wasn't surprised to learn that
one of the game's programmers
is Mike Singleton, author of The
Lords of Midnight, who special-
ises in developing new game
types This one is described as

'icon-driven a r c a d e /
strategy'. Er. I think icon-driven
means that there are no words
involved, just select the actions
from pictures. But there are also
landscape graphics similar to
Lords of Midnight, except
they move. Fast, I've seen them
There are  i n  a l l  some 6000
moving ocean bed locations, so
I guess this is another of those
games the Banger won't be able
to play at all.

Quake Minus One is out at the
end of June and will sell for
E9.95.

Commodore
to serve up an ace?
The follow-up to International
Soccer and International Basket-
ball has been revealed. Stand by
for Inte rna tiona l  Tennis.

Written by Andrew Spencer,
author of the other two hit prog-
rams, i t will offer a new appr-
oach to  tennis instead of the
normal view-from-the-base-line
like Matchpoint and On Court
Tennis. Instead the game will be
a viewed across the court and
will scroll from side to side with
the ball.

The game characters will be
similar graphically to Spencer's
earlier games, only this time
they'll be in the traditional white
tennis garb. Let's hope they
don't behave like that horrible
Yank John McEnroe.
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US Gold
go fora duck
Hooray, US Gold have wrangled
the rights to my favourite Walt
Disney characters,

Yes people.  you'l l  soon b e
seeing Mickey Mouse and Donald
Duck coming to your screens in
full technicolour .  Wi nni e  t h e
Pooh and Pluto will be following
In their footsteps All these char-
acters have had pogroms writ-
ten around them in the US and
are to be released over here on
new US Gold l.bat called 'Kids',

And that's not all Later  on in
the year  ther e wi l l  be  official
computer game versions of the
new Waft Disney Rims Return to
Or a n d  T h e  Blat..* Cauldron.
There'll also be a game of my all.
time favourite films, Jungle Book.

can't wait, despite the fact that
I'm over seven years old.

VIEW TO A KILL
Bob Wade takes a sneak preview at the new
James Bond game on which Domark hope to
make a killing

Bond is back and facing his toughest aly
challenge yet — on the MI The game is
based on the film released this summer
and sticks quite closely to the story line.

My preview was at the London off-
ices o f  Domed( (previous release
Eureka), t he  company behind the
game, where amidst the pre-release
chaos they had time to show me how
progress was coming along. They were
still compiling the various sections of
the program, which is no easy task

since it features three completely clifferent games, speech synthesis, two
theme tunes and of course a save-the-
world-from-a-mad-megalomensoc-
plot.

The megalomaniac in question is the
evil Max Zorin arid he's got a nasty
Female sidekick by the name of May
Day. lor in wants to comer the world
market in silicon chips and has a crazy
scheme to blow Silicon Valley in Calif-
ornia into the Pacific Ocean, leaving
him as the sole supplier. As you've
probably guessed it's Bond's job to
stop it happening.

The game action starts wi th the
sequence from the film where Bond
appears reflected in an eye. walks to
the middle of the screen and shoots
towards you. This is accompanied by
the Bond theme tune lyou remember;
doing diddleda-da dum-clum-dum, etc
. .). When the eye has turned red with

blood and wobbled away, the music
changes to the Duran Duran theme
from View to a Kill and the credits scroll
by.

The music was converted to the fef
by Tony Crowther and is excellently
done using all three channels to the
full The speech hadn't been finished
when I saw the game, but you can ex-
pect it to say things like 'My name is
Bond, James Bond',  'You've failed
Bond', Wel l  done Bond', a nd even
'Damn id' when he makes a mistake.

Each o f  the three games fills the
memory and so have to be loaded sap-
aratelY, but  i t means you're getting
three games for  just £10.99. Here's
what happens in each.

GAME ONE
This is sot in Paris where Bond has
chased Zarin's female accomplice up
the Eiffel Tower where she lumps and
floats off on a parachute. Bond borrows
a car and gives chase.

This is where you come in and are
presented with a split screen view of
Paris. On the bottom is a plan view
from high in the air showing you the
area around you, your car, one way
streets, the parachute and a number of
landing points. Your aim is to gut to the
landing point before the baddie.

You are faced by lots of problems like
damage to your car from collisions, the
Gendarmes chasing you for going the
wrong way up one-way streets and the
parachute constantly changing course.
Whether you get to the point or not you
are given a code lo enter the next sec-
tion of the game

gek>

• wear PoEt. O M  CALL ' B E f t e T n i  UN il(
Arleta et C s e ?

GAME TWO
The second game takes place after
Bond and his female friend Stacey
have been captured. They've been
trapped in a lift in a burning hotel and
whilst Bond has managed to escape he
still has to rescue Stacey and get out of
the hotel.

The bottom of the display shows the
hotel with the rooms on fire, where you
are and where you've been. The top of
the screen shows the rooms and con-
tents in 30 with Bond in his customary
evening suit. To get out you have to
explore the hotel using the masses of
objects that are lying around.

The puzzle/adventure element i s
controlled via the joystick end allows
you to choose an object from your inv-
entory and use it in staridard adventure
ways: use, search, drop etc. You can
also give instructions to Stacey tones
you've rescued her) to help you.

You can't walk into a room where the
fire is already burning but the closer
you get, the slower you move due to
the intense heat and fatigue. Fail to
rescue Stacey and she'll scream as she
gets frazzled but even if you lose her
lcallous swine') you can progress to
the next stage.

GAME THREE
The third stage is set in the caverns
below Silicon Valley where you have to
dispose of the bomb that threatens to
destroy the world's chips. I ts  done
Impossible Mission style with Bond
running and jumping around the cav-
erns but these are a bit Duo Vadis like
and will need mapping.

Once again there is a strong puzzle
solving element with stacks of objects
to find, lifts and ropes to use, and some
nasty little traps.

As a package the game looks very
promising. To see whether it lives up to
the promise, have a look at our full rev-
iew next month.

CrektSk sterg



arcade action A D A / A n t A U P  s i x t e e n  screens
detailed colour graphics p r o b l e m  solving scenario

WIL K  :  1 1 1 1 0 GHOST CHASER features detailed graphics. sixteen game screens and an action
°dented. problem solving scenario. Voull meet Harry the Ghost Chaser and a host of

weird phantoms as you explore the ckfferent rooms of Fairport Manor, Points are
scored each time you blast the large ghosts that materialize at random. The only way

to capture these spirit adversaries Is to find and collect the 8 keys needed to open
the ghost chamber. Watch out for the many tricky obstacles and above all avoid

contact with anything that movest they'l l  send shivers up your spine.
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U.S. Gold Limited. Unit 10. Parkway Industrial Centre.
Heneage Street, Birmingham B7 41...Y.

Telephone: 021.359 8881. Telex: 337268.
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roots in Defender and Jet-
pac comes to your screens

in this absolutely brilliant shoot-
em-up.

The game places you in a sim-
ilar scenario to  Defender —
fighting enemies above a two-
way scrolling landscape. And
the character you control i s
straight out o f  Jetpac -  an
armed space-man equipped
with a jetpowered backpack. But
it's the differences that will get

the blood pounding through
your temples.

For a start the graphics: they
make Defender look prehistoric.
The single-line planet surface
has been transformed into a
realistic, rugged terrain covered
in volcanic craters a nd lava
pools. Yet it scrolls every bit as
fast and smoothly as in Def-
ender. The aliens (there are nine
species instead of Defender's
six), your character, a nd the
scanner a re  also graphically
much more detailed.

Then there's the  scenario.
Although superficially similar to

Defender in that you're trying to
protect scientists on the planet
surface, the  task this time is
more complex. Instead of being
carried away by  lenders, the
men are under threat from And-
roids which are deposited on the
planet surface by Planters (see
accompanying box). Your job is

to rescue the men before this
can happen and to destroy all
the planters and other aliens.
Once all are destroyed, you rec-
eive bonus points and then a
new, more  difficult wave o f
enemies.

The rescue takes place like
this: the scientists roll along the
planet's surface in spherical sur-
vival pods. By flying into them,
you automatically pick them up.
Then you must carry them (one
at a time) to the relative safety of
the planet silo. By moving over
the 'dropzone, a moving cross-
shaped platform, the men are
automatically dropped oft and
roll into the silo.

Jetrnan
accelerstmg
right

Cloak energy
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Dropzone is, quite simply.
THE shmup on ANY micro.

The combination of fast
action, excellent controls,
brilliant inertial effects and

alien variety make this a
compulsive and exhilarating
masterpiece. Excuse me, but
I can't spend any more time

writing trivial comments
when I've got Droozone to

play.

1 1 1
1 1

—

If by any chance you lose all
your me n ,  yo u ' l l  b e  i n  re a l
trouble because the planet starts
to erupt — the volcanoes spew
out white hot rocks and all the
aliens t u rn  i n t o  an t i-ma t te r
which bounces about making it
very hard to  stay alive. What's
more you won't get a new set of
eight men until the next fifth or
tenth attack wave.

Although sounding a formid-
able task your Jetman has excel-
lent armament. Firepower i s
superb: ma ss ive  rap id -fi ring
laserpower, space-bar activated
smart bombs (which, as in Def-
ender, destroy everything o n
screen) and an 'inviso cloak' (to
activate, hit any key apart from

Simply a dream come true:
at last a really brilliant shoot-
em-up on the 64 which will

keep any megablaster happy
for months and months. If
you are good at Defender

you'll find your tactics work
really well here, if you are a
novice then it'll take time to
learn how to play this game
really well. But whoever you
are you should go out NOW

and buy it, it's s% ?CM
amazing!

• •
• •
• •
• •
•
• •
•
%
4
1
1
.

•••••

Nmeye

There are nine different things
which can kill you, eight of which
rove around the planet. Each
have special missions which all
ultimately end in your destruc-
tion:

PLANTERS. These are the most
basic of  aliens, although they
have t he  most important o f
tasks. They roam about above
the planet surface until they find
a man_ When they do so they'll
produce an ANDROID. a small red
sphere, which they start to lower
onto the surface of the planet If
the planter reaches the planet
and drops the android off  the
planter then mutates into a Nem-
eskte (see below). Meanwhile the
android will roll along the planet
surface until it finds a man_ When
it does so it'll self-destruct taking
the man with it. if there are no
men left on the surface it will roll
along until it finds the silo and
enter, destroying a man Need-
less to say, you should destroy
the planter before i t drops an
android. You are aided in this, by
the shrill squeak emitted by the
plamer when an android is prod-
uced, plus the fact that the and-
roid appears on your scanner and
an arrow indicates which way
you should fly to find it.

Incidentally on higher screens
the planters exhibit highly intel-
ligent behaviour, hunting for you
in gangs.  but  fleeing r e pa y
should you prove a mean shot

NEMESITES The s e  mutated
planters come roaring after you
as soon as they develop and will
track you relentlessly at  high
speeds whilst chucking bombs
around

BLUNDER STORM Impressive
looking clouds which float about
the planet dropping acid rain or
belting out huge thunderflashes
Needless to say these are both
fatal to the touch.

TRAILER. A small spherical, spiny
horror which floats about harm-
lessly until you shoot it_ It there-
upon bursts into

SPORES. These thin cometlike
objects follow you about emit-
ting excited squeaks. They're
very hard to hit and should be
killed on the spot. If you leave
them you could run into them as
they're very difficult to see at
high speeds.

NMETE. This evil red alien is
equivalent to a  baiter In Def-
ender
.
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and it will appear track you rel-
entlessly Et super high speeds fir-
ing like crazy. If you start to get
these lunavoidable o n  hi gh
levels) prepare to Fight for your
life.

ANTI MATTER_ This stuff appears
after you've lost all your men. It
bounces about dropping bombs
all over the shop and is generally
a real pain in the neck. Laser like
crazy to get rid of this stuff

VOLCANOES. These star t t o
erupt after you've lost all your
men. They hurl out deadly white
hot rocks at a furious and horrific
rate I f  you have to pass them
then climb to a high altitude.

Jemmy, accelerating 1011

••••••

• • • • • •
-
• • • • • •
•

the space-bar) which will allow
you to  go  through everything
including yo u r men! Although
the cloak is a vital defence, it can
only be used for a short amount
of time before the inviso power
runs out. After each wave it will
be replenished.

Underneath the main screen
display there is a superb scanner
— a  miniature display o f  the
whole planet which you can use
to see all the troublespots and
where the action is at. The scan-
ner is so good, it's almost poss-
ible to  p lay Dmpzone without
looking at the main display!

The attack waves are of two
sorts. NORMAL waves feature
all t h e  a liens complete wit h
androids, planters etc. TRAILER
INVASIONS come every fourth
wave (see box). These are very
tough and require some solid
blasting t o  survive. You  st i l l
have to collect the men and take
them to the dropzone, only this
time there are no planters and

ZZAP! 64 July 1985 1 9
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Pretty frills
Dropzobe has  several touches
which a d d  real  c lass t o  t he
game's atmosphere.
•  As your jetman zooms about
the planet's surface you can see
him working the controls of  his
letpack, while his legs are pushed
back as he accelerates
•  At the end of a wave he raises a
hand and gives you the thumbs-
up. Well, you need all the encour-
agement you can get'
•  On the high score table the top
scorer has his name displayed in
large, glowing multicoloured let-
ters_ Really makes you want to go
for those highscores.
•  When you die you explode into
thousands o f  lit t le pieces in a
great firework display, one of the
most impressive explosions any-
where,

20 ZZA P!  64 July 1985

Defender has long been the
ultimate shmup, the best 64
version being Guardian, but
now even this classic arcade
game has been surpassed,
Dropzone has tremendous

action and unlike its
, predecessors has inertia

control that even I found a
joy. I still found it really tough

though and will be battling
with it for months to come.

androids w e l l ,  not until the
higher leve ls where  t h e  f u n
really starts.

Fortunately, e v e r y  1 0 ,0 0 0
points you receive a new life and
a new smart bomb ithree of each
to start with).

At the end of a game you are
also given a rating, from the low-
liness o f 'practice recommend-
ed' to the highest I've achieved:
'mega-star'. I'm not sure how far
the ratings go but they are many
and humourous.
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Shmup Ions can't  afford not
to hove this one

Game feel is excellent and has
fantastic control potential for an
experienced Dropzoner. Y o u
have four-way joystick control
over the Jetman, but you have to
allow for his inertia, and also the
effect o f  th e  planet's (weak)
gravity field.

Sound too is ace: arcade qual-
ity blasting which is loud, orig-
inal and varied and really adds
to the game.

Any shmup fan who  doesn't
have this game as pride of place
in h i s  so ftware  collection i s
either a total wimp or needs to
undergo psychiatric treatment
nowt
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able to leave it alone.
LAST

96cyozzrozzi",—,,,g.



RUN FOR YOUR
UFE

FREEPOST, Bath BA2 4TD
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Commodore 64
Price £7.95

Hot Line
Hail Order Service

— 0225-316924

eep in the steamy Amazon jungle
danger lurks amongst the swamps and

creepers. Armed only with a blowpipe and
a limited number of poisoned darts, your
journey takes you through some of the last
unexplored areas of Rainforest.
Look out for treacherous headhunters and

scorpions, while above you deadly tree
snakes wait to strike at easy prey.
Try and outrun them, but you'll have to
stop, load and shoot eventually!

Your adventures take you through dank.
g.t e e r i e  caves echoing with the sound of bloodsucking

i  vampire bats. Wierd wraithes chase you out to face the
climax of the game around a ruined temple.
Dodging the crumbling masonry you must combat

. g i a n t  spiders waiting to entwine you in their deadly
webs. But are you accurate enough with your blowpipe
to face the final conflict?

There are 4 levels of difficulty spread over 3 incredibly

I d e t a i l e d  3D scrolling landscapes and should you be- - caught out. the end you face is definitely not forA ,---:„.._- ,  the  faint hearted.
...,._. - ".....- R e a l i s t i c  sound adds to the thrill of the.
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'-' -  -  awesome Quetzalcoatus.
Load up. and be ready to shoot!

New Generauon products are
sold according to their terms
of trade and condittons of sale
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end, a n d  load ing nears
completion, yo u  sa y  t o

yourself ' I  wonder i f  Ult imate
have done it again?'. Once the
game has fi na lly loaded and
you've pressed the fire button to
start, your heart sinks and you
think: 'They haven't — it's Kar-
oath revisited'.

But they have and it isn't. You
soon find that getting out of the
first loca t ion  isn ' t  q u i t e  s o
simple as you initially thought.
When, hours later, you've fully
explored and sussed the  fi rst
few levels, you realise that En-
tombed i s  o n e  o f  th e  mo s t
original and entertaining aard-
varks (arcade-adventures) ever
to hit the 64 (or any other mach-
ine, come to think of itl.

The game retains the  char-
acter o f  S ir Arthur Pendragon
and some of the graphics from

r  JULY

Staff of Kamath, but any similar-
ities stop there. Whereas Kar-
oath was relatively small,  En-
tombed is large and complex —
the total playing area is  some
175 screens in  size. Whereas
Kamath included puzzles made
difficult purely by being obsc-
ure, t he  puzzles i n Entombed
have log ica l a n d  sometimes
spectacular solutions. Indeed,
the kick you'll get from sussing
parts o f  th is game is about as
great as any computer game will
ever give you.

The action is set in an ancient
Egyptian tomb, from which Sir
Arthur must escape. It has the
same basic appearance as Kar-
oath, except that everything has
an Egyptian flavour. Highly de-
tailed and authentic 3 D back-
ground scenery adorns every
location — complete with some
excellent h ieroglyphics wh ich
lend an incredible atmosphere
to the game. The sprites used,
unfortunately, are of the same
quality as Karnath, ie fairly large
and crude, but with some great
animation —  ju st  wa tch  S i r
Arthur jump!

22 ZZA P !  64 July 1985
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- / -rhe green bird has got to be the key to
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000cohh I 'm knedcared, I played
this game for 16 hours yesterday.
stopping only for food, nicotine
and the type of coffee that strips
paint Exploring and mapping
this fabulous game I s  both
stimulating and tiring, through
the l ows o f  defeat t o  t he
exhilaration of finally solving one
of t h e  m a n y  horrendously
difficult puzzles. A truly classic
game containing some amazing
backdrops. Br i l l i a nt  o n e .
guaranteed to keep you in the

company of owls for weeks.
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The pause facility a
useful when you want to
think

No problem with a ir in the
corridors

The original features
One of the main things that sets
this aside from all other currently
available arcade-adventures i s
the number of  highly original
features it contains;

THE WHIP. Not only is it used to
dispose of any nestles you might
encounter but also to move ob-
jects around

THE TORCH Just wait till you see
it in action! Some of the rooms
are in complete darkness and its
only possible to tell what's in
them by having, end using, the
torch You can actually guide a
realistically revealing torch beam
around the room and see what
You're missing! The effect i s
Stunning.

INVISIBILITY Used in a couple of
instances to make things a tot
herder. In one room you're made
totally invisible and have to find
your way through a winding foot.
path, collect an object in order to
leave the tGOtn, and then find
your way back again!

LAVA POOLS. There are three of
these in one room— one is dead-
ly, one turns you invisible, the
other makes you visible again
You have to figure out how to use
these pools to get through the
room and deeper into the tomb,

SARCOPHAGUS. This is a closed
coffin, found in several rooms

and containing an object. The
problem is how to open it. In one
such room there's a sun on one
side and a moon on the other, a
far and a green bird that flies past
dropping glowing 'objects'. It
of the objects lands on you then
you lose energy — so what are
they for? Aha

GHOSTS. These appear in one
Incredibly atmospheric room —
there are four of them (nicking
brilliantly ef fect i ve w a i l i ng
noises) along with a coffin. which
is too high for you to reach. As
soon as you step towards it the
ghosts cr y  increases i n pitch
until you get too close when they
zoom in towards you. knocking
off energy should they get you.
Solving this room will send your
pulse rate into three figures.

MOVING PLATFORMS T h e y
appear in several rooms and are a
key to solving puzzles The prob-
lem is how you get them to
move!

TRAPS. Some rooms feature
sliding gates which fall behind
you. You then have to work out
how to get through, or get back
out

GONGS. These form the basis of
another great puzzle Ring 'em
right (they have a wonderful ring-
ing tonel  or  you won't  ge t
through

One complete  life has
been lost a nd the grey
colour indicates damageto another

The tomb has several levels,
each composed of a network of
corridors a n d  antechambers,
the corridors having many turn-
ings and dead ends_ Various
nasties frequent the corridors
and devious puzzles lie within
the chambers.

While i n  the  corridors, S i r
Arthur can breathe freely. When
in one of the chambers on the
other hand, there is a  limited
supply of air to breathe and this
is indicated by a percentage dis-
played on screen. Should he
stay in one room for too long,
and the air percentage should
reach zero, then one complete
life will be lost (you start with
five).

Contact with any form of nasty
will deplete one of your lives by
a certain amount. Each life starts
off displayed as white and this
gets gradually darker until the
life is lost, Needless to say, once
all five lives are lost the game is
over. However every fifth crow
which flies overhead carries life-
giving 'ankh', which you may be
able to jump and grab.

The 3D viewpoint is the same
as that in Kamath: a sort of cut

TEST

Tells you which of Sot
Arthur's three actions a
Operational

Some of the delaoled
hieroglyphics

Sir Arthur
flourishing
the wh ip

An attacking
mummy

Wow! G r e a t !  A m a z i n g !
Incredible! (Get the idea?) This is
without doubt THE aardvark for
the 64 or any other home micro. I
loved the graphics, the fighting is
terrific and I  found the puzzles
absorbing. devious, frustrating
and above  a l l  addictive.
Ultimate keep improving on the
M  the way they did on the
Speccy then their next one could
be miraculous. Thi s one  i s

brilliant enough as it is.

away side-on view of a location
is shown. As before, when mov-
ing left or right the screen scrolls
smoothly in the same direction
to follow the action. It's  also
possible to move 'In' and 'out' of
the screen as in Kamath, except
this time a slightly different app-
roach is used: When you're in a
left/right corridor and you move
into one of the passages visible
going into or out of the screen,
the viewpoint flicks round by 90
degrees. So, instead of showing
a view of you walking into the
screen, you are shown moving
across the screen again, with the
passage you just left now a t
right-angles to the screen.
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Here s a  g a t  nexclusively forre readerscompetitio &I. Maybe Of Zzapl
you remember from

our M a y  issue ,  t h e  superb
trophy which Ultimate awarded
for a stunning map and solution
of Staff o f Karnath. Well, now
they've commissioned another
very specia l t rophy f o r  En -tornbed

It's to  be  won  b y the Zzap
reader who can suPplY the most
exciting map o f  the game OK,
so we've p r e d  Our own map
o v
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Now how did
Sir Arthur
get that statue
to move
away from the
room exit?
By lumping??1

even better Ittle're looking for
Maps WhiCh ar e 100 per  cent
complete a n d  sh o w o f f  th is
amazing game to its e s  adv-

t
antage. The exact nature of themap is entirety up to U.So i f

 ing you fancy VOLSTSOlf as
someth o f  a cartographer or
artist, and you reckon you cansolve

 i n n i n  Entombed, why not have a
go a t  w g  a  trophy to  beproud o f  fo r

 entry a  ilfetime? Your
must reach  t h e  Zzap

offices BEFORE August ,
7985. You  should send i t  to :Entombed 1 s t

competition. ZzaPt64, 1  Church
 0 M TerrX.ace, 'Novi/.Somerset, SA2

Unfortunately w e  c a n n o t
return any entries unless you
inciude suitable packaging, corr.
ectly addressed and stamped.What better

 s u
m m
e r ,  
p
r
o
j
e
c
t  
f
o
r  
t
h
e

 eh ? Get mapping
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This game had me thoumughly
engrossed from the very first
location. M y  mind longed t o
explore and m y  itchy fingers
ached to map it. I got an immense
kick out of solving some of the
excellent and perplexing puzzles.
but I felt somewhat disappointed
and cheated by the anticlimatic
finish to the game. Still, a brilliant
yarns a nd a  must  f or  a ny

aardvark fan.
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This shuffl ing o f  viewpoints
can prove difficult to get to grips
with at first and makes mapping
awkward. Bu t needless to  say,
as with most aardvarks, without
a map you're liable to become
hopelessly lost  (which is  why
we're printing ours overleaf.)

Sir Arthur is controlled in the
same manner as before — with
the joystick plus occasional use
of the space-bar— only this time
there are no spells used to per-
form functions such as fighting
and moving things. Instead the
space-bar is used to select one
of three actions: jump, use the
magical wh ip  or use the torch
Pressing the fire button will then
perform the action currently dis-
played, although the latter two
can be used only after you've
found the relevant equipment.
The whip is easily found on the
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0  Karnath —what  more canyou say

first level but the torch isn't quite
so easy to get (sorry, no clues).

There are a number of objects
to be found within the chambers
should you  solve the  puzzles
surrounding them. All o f  these
are useful, i f  only to help you
obtain other, mo re  important
objects. I t 's a  very long sequ-
ence of events before you find
the object you need to escape
the tomb and end the game.

Most o f  th e  chambers a re
tough t o  crack and so  some
helpful c l u e s  a r e  p ro vid e d
throughout t h e  game. These
clues come in the form of cryptic
hints on scrolls and aren't given
away just like that. No, they're
obtained in the same way as the
objects — with difficulty! When
you actually find a  scroll, the
clue on it is displayed at the top
of the screen fo r a  couple o f
seconds.

The sound effects are fa irly
good, but nothing to get excited
about, although there is the occ-
asional good and rather unusual
one. The game loads in the same
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annoying manner as Karnath -
it stops half way through load-
ing to play a reasonable piece of
authentic sounding music and
won't continue t o  lo a d  a n y
further until you press a key.

As is the case with all Ultimate
games, the  packaging is  o f  a
high standard, and the instruc-
tions atmospheric but deliber-
ately obscure (although I must
say these were  some o f  the
more helpful Ultimate instruct-
ions I ' ve  co me  across), Th e
scene is set with an intriguing
explanation as to why Sir Arthur
is in the predicament he's in and
there's the usual tantalising list
of game features.

The only real criticism of the
game, applies to all aardvarks,
indeed a ll adventures. Getting
stuck can be almost unbearably
frustrating, a n d  once  solved,
you may not want to return to it.

However th e re  i s  a  c lo ck
which means you can always try
to solve it  in  a shorter time —
and in any case, you won't com-
plete the game without first en-
joying many,  many hours o f
classy, demanding, atmospher-
ic, exhilarating action. GP
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On ly one d iamond to be
collected on leveo ?
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Diggable earth

Space wh ich  has been
dug out

L e t 's g e t  t h e  d isappoin t
ments o u t  the wa y fi rst.
Rockford's Riot, the follow

up to the amazing Boulder Dash,
is not what it could have been.

It's no t  that it 's worse than
Boulder Dash, it 's just that i t
doesn't re a l l y  t a ke  B o u ld e r
Dash's brillian t originality any
further. T h e  g ra p h ics  a n d
sounds are the same, the enem-
ies are the same, the game struc-
ture is the same, the objective is
the same.

All that First Star have done is
create 16  n e w caves, making
Rockford's Rio t  ve ry much  a
continuation o f  Boulder Dash,
rather than a true sequel. This is
a real pity in view of what might
have been done. Having said
that, t h e  addictiveness a n d
game-play in Boulder Dash was
so imme n se ,  t h a t  e v e n  a
straightforward fo llow o n  has
got to  leave most competitors
stone dead, and there's no ques-
tion tha t  Rockford's Rio t  wi l l
offer most people WEEKS of en-
joyable play.

As before the game puts you
in the ro le o f  the Zzap margin
megastar Rockford, who's trap-
ped in a cave filled with danger-
ous topp ling  boulders, le tha l
fireflies, m a g i c  b u t te rfl ie s,
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Two paints fo r each diam-
ond collected

Boulders winch  have fall-
en through the blue layer

None cneected so far

enchanted w a l l s ,  g r o w i n g
amoeba and d i a mo n d s .  The
idea i s  t o  co llect  a  certa in

Rockford impat ient ly tap-
prng h is foot
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down

One o f  these b its o f  cave
we ll is the ewer - -  how on
earth do you reach ot?

•  B o u l d e r  Cl esh II a r r i v e s  %avith 1 6  n e w  c a v e s
•  F e w  n e w  f e a t ur e s ,  b u t  t he  s a m e  g r e e t  ga m e - pl a y
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Score on zero because the
game has lust  been start-
ed at th is cave 1M)

The blue layer is one of
the n e w features

R O C K F O R D ' S  R I O T

Hey! 16 more screens of
boulder mayhem — what

more could you ask? A few
new ideas, that's what. It's
every bit as brilliant as the
original and will keep me
occupied for months to

come, but First Star surely
can't expect to keep coming

up with sequels without
adding some new enemies

or other features. Still, this is
amazing value for money
with both games on one

tape.

0



,  vite.ft.P.P.r

The top lett-hand comer of Cave Fk e t t i e s  barhich
have photographw as white squares) reaM the
watts you must pass by to reach the large containers
of boulders and jewels. You need at lees 3 0  jewels,
worth S points each

number o f  diamonds with in  a
time l imit  (which varies f ro m
cave to  cave and according to
the d ifficulty level), and  then
escape through the cave exit to a
new cave.

The special appeal is that al-
though the game's riddled with
puzzles, there's no single solu-
tion to each one. Different play-
ers w i l l  deve lop  t h e i r  o w n
approach, a n d  m o s t  ca ve s
needn't be played the same way

each time. What is more, to get
anywhere you must exploit the
behaviour o f  t h e  v a r i o u s
enemies. A firefly will explode if
hit by a boulder, offering you a
technique for blasting your way
into o t h e rwise  inaccessib le
caverns. Butterflies, if lured into
contact with  the amoeba, wi l l
explode in to  jewels. Boulders
can be used to seal yourself off
from chasing enemies. And so
on.

Each c a v e  co ve rs seve ra l
screens of playing area, the pic-
ture scrolling smoothly to follow
the action. There are 16 different
caves, all presenting very differ-
ent challenges and five difficulty
levels wh e re  th e  basic cave
structures remain unaltered, but
the position of individual items
within them is different, creating
new problems on each level.

As before, on the fi rst three
levels you can choose to start at
cave A, E, I or M, which allows
you to see a lot of the game be-
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fore very long, rather than hav-
ing to play all the way through
from the start. However levels 4
and 5 cannot be started part way
through. Th is  i s  • an excellent
game structure, offering enough
early encouragement w h i l e
holding ou t  a  long-term chall-
enge.

The caves on Rockford's Riot
include some superbly original
new layouts. I n  general they
present mo re  complex tasks,
with longer time limits allowed.

For example, on the very first
cave you have to sneak past fire-
flies, then use one o f  them to
blast an entry into a sealed off
chamber, seal it  again to keep
out the enemies, clear out the
space under an enchanted wall,
set boulders cascading through
it to turn them into diamonds.
and then dash to the exit past
any surviving fireflies.

But despite the extra complex-
ities, it doesn't seem any harder
overall i n d e e d ,  experienced
Boulder Dash players may be
able to plough straight through
level one  a t  virtually the  fi rst
attempt. The higher levels are
another matter.

One v e ry  imp o rta n t  p o in t
worth taking in to  account in
judging t h i s  g a me  i s  t h a t
Beyond, having taken over the
rights f rom Statesoft, are put-
ting Boulder Dash itself on the
other side of the tape. This is a
shrewd move.

So far Boulder Dash has sold
surprisingly poo rly,  p robab ly
because buyers have been put
off by the relatively uninspiring
screen-shots, a n d  Statesoft's

• somewhat lacklust re  a d ve rt -
ising. B u t  n o w,  anyone wh o
hasn't go t the original can go
ahead and buy this tape confid-
ent of getting stunning value for
money. W h i l e  p e o p le  w h o
already have the original prob-

Here's w h a t  y o u
can e xpe ct t o  find
in Rockford's Riot

CAVE A: Se e  ma in
review

CAVE B .  A n
amoeba g r o w in g
out of three wa lled
off silo s. T ra p  i t
(that's e a sy! ) ,  t o
turn it  into dozens
of dia monds. the n
unplug the  Silos a t
the bottom to reap
a rich reward

CAVE C: Work your
way through a rock
w ill  sp ira l,  p a s t
scores o f  boulders
and a n awful lot of
fireflies.

CAVE The r e 's  a
stack o f  je we ls o n
the r ig h t  o f  t h e
cave, but you can't
reach t h e m
because a  massive
amoeba is blocking
the w a y  S o  yo u
have to b low your
way through it  b y
releasing hordes of
fireflies. G r e a t
cave

CAVE E
. 
S e
e  
' T
h e

new features'

The contents of the caves
CAVE F : F irst  yo u
must run a gauntlet
of fi re fl ie s (e a sy,
once y o u ' v e
sussed the pattern)
to r e a c h  t w o
massive wa lled off
containers pa cke d
with boulde rs a nd
diamonds. Ca re ful
manoeuvring
required t o  ge t a ll
you n e e d  b e fo re
rerunning t h e
gauntlet back to the
exit

CAVE G :  O n c e
again, p le n t y o f
fireflies i n
evidence, b u t  th is
lime  yo u  ha ve  t o
use the m t o  b lo w
through a  series of
four separate wa lls
before y o u  c a n
roach the exit.

CAVE H ; N ice  one .
this. On one  Side a
tow of  butterflies
rushing ro u n d  a
square. O n  t h e
other S t i l e  a
growing a moe ba ,
The p ro b le m  i s
how o n  e a rth  t o
persuade t h e
butterflies to break
Out o f  the ir square
and go and hit  the

amoeba 1 w ha t e
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CAVE I : A  score of
walls, each topped
by a  ro w of jewe ls
and e a r t h  a n d
pairnilad b y
fireflies Gra b b in g
the je we ls —  yo u
need a lmost e ve ry
one —  i s  ju st  a
matter o f  sussing
the fi r e fl i e s '
pattern. N o t  o u r
favounte cave

CAVE J: Has simil-
arities t o  t h e
amazing ca ve  N  in
Boulder Da sh N o
jewels in sight. Just
eight p a i r s  o f
boulders e a c h
sealing off a  fire fly
and a  butterfly S o
how do you use the
boulders to smash
the
without b
b
u
e
tt
in
o
g
dli
h
e
i
s
t

by a firefly?

K:CAVE
Guaranteed t o  ge t
your pulse  ra cing.
Plenty of diamonds
in e a s y  e n o u g h
positions to collect.
Only trouble is youcan I  sta rt without

releasing a  l ong
queue o f  fire flie s
who sta y o n  yo u r
tall throughout —
there a r e  i l o 0
b O UICle rS t o  u s e
against the m

CAVE L :  Je w e ls
hidden in  stacks of
boulders a n d
packed i n t o  a
network o f  2 1
walled b o
x e s  
_
boy is it easy to get
trapped.
CAVE M . Se e  ne w
features'.

CAVE N :
Entertaining
screen f e a t u r in g
jewels adjacent to a
firefly pa tr ol l e d
passage, p lus two
open s p a t e s
teeming w it h  t h e
evil c r e a t u r e s :
Plenty of scope for
firefly bashing.
CAVE 0 : Se e  'new
features'.

CAVE P :  Classic
screen i n  which
you have to extract
the je we ls from
absolute mounta in
of boulde rs. Ve ry
tricky indeed.

ably won't need too much con-
vincing t o  b u y  themse lves
another 16 caves!

Meanwhile, we at Zzap, incl-
uding Rockford. are doing our
best t o  convince Beyond and
First Star to  release a Boulder
Dash ill complete with a facility
to design your own screens —
the lastability on that would be
mind-boggling!

Everyone here had a hernia
when it was revealed that

there was to be a
Boulderdash IL Except me.

OK, so Boulderdash is a good
game. but it's not that good,

is it? Anyway, this is very
similar to its predecessor and

could well be part of the
same game. If you liked

Boulder Dash you'll probably
like this, if you didn't, this

won't convert you.
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vom.), a  VFM is outof this i

Perhaps I was expecting too
much, but/came away after

a few games feeling
somewhat disappointed with

this follow up (or rather
follow on). 'would have liked

to have seen some new
adversaries and maybe a
screen designer to make

things more interesting.
it's not a bad game but I...

Ouch! Sorry Rockford!!
Don't take it to heart, 1. 1 1
Alright, Alright, I admit it, I

like it

O R I G I N A L I T Y
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for comfort
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AVAILABLE FROM ALL GOOD SOFTWARE RETAILERS — If it's not there, please order it
cnequeoP.O. made out to Atiolasoft U.K. Ltd. ncluding your own name and address, t
Asphalte House, Palace S tree , London SWIE

Spelunker Cassette C9_95. S p e l u n k e r  Disk E12. 95 — includes VAT StpiSip U.K. orders only

se of diffi 4  your crossed
asoft U.K.. t e  1051106,

HIGH PERFORMANCE PROGRAM
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rie Statngent has been in my Modesty since can renmmber. Mars **at Spelunkers
you MOW A cave s lure can be strong especially when Its loaded with treasure, Joh Mts
one But be warned , t h is  one is different It has a reputation foi swallowing people up

"First°, all, it was black as the ace-ol- sparks down there. tierrOiere. And sticky-hot with filt
pits and steam shooting (omit of iolcamc lonts. Thal steam can cook you he a lobster In less
than 10 seconds. I stewed clear of
"There's bats, too. Charming creatures - I carried flares to scam them off I had a good supph
al dynamite ready to blast the rock poles that seater/cif the main shaft I had to watch it, so)
wouldn't bloat mysett to bits. Don't laugh -guys have done it!
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Mot Me underground labs. At Mat point Ihadno choice but to go ow in a barrel A ta/till
neer forget
"Deep inside the main shalt there were artelacts and treasures everywhere. Hut the keys
',Apar the toys, I ohuld ham been trapped behind the doors in those musty shafts Come to
think of it that might haw been better trx my health
''You see, it all happened so last. I could actually see the &whom the most priceless treasure
of all the Hidden Pyramid! That's when they hit me from behind. Spooks! The spirits of old
Spelunkers. It was curtains for me - I didn't stand a chance. So now all can do ts the a
warning Keep a sharp eye, friend, when pu're dorm m that hold. Because ma I'm there too
* Ong for some poor unsuspecting Speknket
"hest waiting

FEATURES
IP- 6  Levels of

increasing
challenge

Intricate
subterranean
caverns

Realistic sound
effects

Joystick control
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Win Roland's Rat Race!
100 copies of the slick new Ocean game to be won by cartoon creators

Yeeeeaahh rat fans! TV-AM's rodent superstar has popped up in a new arcade
game from Ocean in which he returns to his former life in the sewers.

You'll find the review elsewhere in the issue but here we're giving you the
chance to get your mits on the game itself. How? By drawing a cartoon. All you
need do is  draw Roland in an amusing situation linked in some way to the
Commodore 64 or a computer game. The 100 cartoons that most make-us laugh,
groan or just appreciate your artwork will win a copy of the game.

With so many prizes, you've an excellent chance of winning if you'reany good at
cartoons. And incidentally, the best of the cartoons may just get printed, so get
doodling.

4110

Once you've drawn your cartoon, send it to us at: Roland Rat Competition,
Zz a p !  6 4 ,  I  C h u r c h  T e r r a c e ,  Y e ov i l .  S o m e r u a t  B A 2 0  I  HX .  D o n ' t  f o r ge t  t o
enclose your name, address and (if possible) phone number. All entries must reach
us by July 15th.

ZZAP! 64 Ju ly 1985 3 1
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arcade game of the same
name. You may not have

seen th e  arcade orig ina l and
after viewing  th is reasonably
accurate copy you'll know why.
It bombed,

The original game was releas-
ed to cash in on the sports simul-
ation boom caused by Konami's
Track and Field Now released
for the 64 after Decathlon, Sum-
mer Games and Hesgames i t
seems rather a pointless exer-
cise. Especially since it's a terr-
ibly in fe rio r example o f  th e
genre. .

The idea o f is to go through
eight events o f  a  decathlon,
qualifying f o r  each event b y
reaching a set standard. You do
this by either hammering at a
key or moving the joystick back-
wards and forwards as fast as
you can. The faster you do so the
faster the hunchback wil l  run,
throw o r  ju mp .  I n  t h e  fi e ld
events you also have to time a
Jump o r  t h ro w a t  t h e  rig h t
moment.

ROLAANCPS R A T  R A C E
O c e a n ,  E 7 . 9 5  c a s e ,  j oy s t i c k  onl y

Roland's on the railway line in the depths of the
sewer with a piece of door just in front of him He'd
better watch out for the train or his energy will go
tumbling down

•  E nj oy a bl e .  b u t  (snowy c ol l e c t i on g e m s

T he lovable (7!) litt le furry
rodent from TV-AM finally
hits the computer games

scene i n  t h is  s imp le  arcade
adventure.

The scenario: Roland is late
for wo rk and h is decrepit car
won't start. So, being a city rat,
he decides to go below ground
and make his way through the
maze o f drains and tunnels to
get there. To make things worse,
his two friends (Kevin the gerbil
and E rro l t h e  hamster) have
been caught b y  t h e  nasties
who've sworn  to  stop Roland
from getting to the studio.

If Roland wants t o  free hts
chums and get to work on time.
he must  get past the blocked
tunnel exit. To do this he has to
collect the nine pieces o f  door
and take them to the exit. These
pieces a re  ra n d o mly p laced
around so me  3 2  screens o f
pipes, drains and tunnels (see
panel).

Also frequenting the  drains
are pa irs o f  wellington boots
and a  t ra in .  The  wellingtorls
appear on all screens (except for
the connecting pipes) and must
be avoided or stopped momen-
tarily by Roland's instant glue
gun (activated by a quick press
of the fire button).

This gun is also used to stop

32 ZZA P!  64 July 1985

H U N C H B A C K  ATTHE
O L Y M P I C S
S o f t w a r e  P r o l e c t s ,  E 5 . 9 5  c a s e ,  J oy s t i c k  a nd  k e y s

•  D i s m a l  a t t e m p t  a t  j oy s t i c k - w a ggl i ng  s por t ' s  not i on

The eight 'events are: 100m
sprint, lo n g  ju mp ,  sh o t  pu t ,
discus, javelin , 110m hurdles
and high jump. Each one requ-
ires a reasonable speed to qual-
ify, although in the field events
the speed of runup is rather err-
atically judged: sometimes you
have the maximum speed and
perfect angle of takeoff and you
won't qualify.

Graphics and animation are
pretty appalling — for example,
none of the things thrown follow
a rea list ic trajectory. Another
laugh i s  a t  t h e  lo n g  ju mp .
Hunchy runs up  to the board,
makes a  lit t le  jump and sails
along a b o u t  a  fo o t  o f f  t h e

the train which runs along the
bottom level. A  quick spurt on
the track when the whistle blows
will stop the train. Climb aboard,
and Roland can travel the length
of the lower level with speed and
comfort. Should  Roland miss
the train, through either lack of
glue or bad timing, then a large
quantity of energy will be lost as
it runs him down.

Roland's energy is shown as a
bar at the top of the screen and is
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continually diminishing due to
his wo rry fo r his pals. Energy
can be replenished though, by
eating one of the various good-
ies lying around (delicious blue,
glowing h a mb u rg e rs  a n d
apples. Blue!? Well he is a rat.)
The wellingtons too ,  deplete
Roland's energy if run into.

Should Roland run out of glue
(shown as a bar at the bottom of
the screen) then he must find
one o f  two  spare packs lying

ground on a perfectly horizontal
plane until he lands.

In between screens, i f  you
qualify, Esmerelda w i l l  come
and give you a great big smack-
erooni. I f  y o u  d o n ' t  qua lify
there's a n  a mu sin g  scre e n
where Hunchback is attacked by
something o r  other. The  fi rst
time you see this it's quite funny.
the second time yawn, the third
aaagh and after that the tempt-
ation to reach for the off switch
is huge.

JR

around to replenish his supply. If
he's not too  careful where he
squirts h is glue, then he'll get
stuck in it for a while.

If Ro land collects a l l  n in e
pieces of the door and the key to
free his buddies, then he moves
on to the final screen - the dis-
appointing inner sanctum! This
is a very poor finale, consisting
of a single platform across the
length of the screen. Roland has
to ru n  across t h is  p latform,
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Sewer structure
The playing area In Roland's Rat
Race isn't exactly Large but i ts
quite easy to get lost to start
with. I t basically consists of an
upper and lower level each of 12
main screens containing plat-
forms, ramps, and ladders Some
of these screens link directly to
each other (via exits at the sides),
others are also linked via separ-
ate screens of pipes which are
accessed via tunnel entrances on
the main screens

The pi pe screens ar e very
simple. consisting ol two or three
pipes that run across the screen.

But pieces of door and food are
occasionally found o n  these
screens.

On the upper level, moving
traffic is visible above ground
level at the top of the screen incl-
uding a  cute Sinclair C5 The
lower level, which you reach by
going through a man-hole on one
of the screens, is much the same
as the upper, only the exit to the
TV-AM studio is situated on one
of the screens, the traffic is miss-
ing and a regular train service
runs along the bottom of  the
level,

avoiding two measly worms and
electrically charged areas (both
of which kill on contact, but
don't seem to if you quickly run
across), to get to the other side
and free his friends.

On doing this  the  TV-AM
theme tune is  played and all
three chums are transported to
the surface on a lift. The game is
restarted with no noticeable dif-
ferences.

Both graphics and sound are
very good. Roland and co. are all
small, but well defined, outlined
sprites a n d  animation a n d
colours are good throughout.

A boppy little number plays
through the  game, b u t  c a n
become annoying after a while.
Other tunes and sound effects
are gr e a t ,  especially t h e
BLEUGH!! noise made on squir-
ting a  glob of glue, and the

boogie beat played while enter-
ing your name in the high score
table.
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S P I T F I R E  4 0
M i r r o r s o f t ,  E 9 . 9 5  c a s e ,  E  2 . 9 5  di sk ,  j oy s t i c k  w i t h k e y s

•  F l i gh t  s i m ul a t i on  w i t h  B a t t l e  of  Br i t a i n  c o m b a t

The excellent instrument display has lots ofatmosphere and detail.—
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you to believe that this is
the closest you'll ever get

to flying the classic Spitfire aero-
plane. If this is really what it was
like, it 's a miracle we won tile
war.

The flight simulator puts you
slap bang in  the middle of the
Battle o f  Britain during World
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own a rcade  g a me  —
what fun !  In  fact, boys

and girls, th is jo lly litt le game
not on ly stars Mr Bounce but
also his friends, the Mr Men.

The game takes place over
four different screens and eight
levels. Each of the four screens
have M r  Bounce ro lling  and
bouncing around a different part
of town, g iving  h is friends a
helping hand in different ways.

Mr Bounce loves to  bounce.
He can bounce high and low, left
and right, by use of the joystick .
or keys — isn't it clever?! As he
bounces around town he must
be very careful not to bump into
any of his friends. If he should be
so silly then he will be bounced
around the screen and lose one
of his four lives.

If Mr  Bounce loses a ll four
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War II. Three modes are pres-
ented to you on loading: prac-
tice flying, combat practice and
proper combat. Practice pu ts
you on the runway giving you
the opportunity to take off, fl y
and land the Spitfire and gener-
ally get the feel of how the air-
craft handles.

The t wo  combat modes p it

you against the  enemy. Th e
combat practice mode will ru t
you in the air directly behind an
aircraft wh ich  you  can shoot
down. Once the plane has been
shot down another will appear.
This is  a ll ve ry easy and the
enemy hardly try to shake you
oft,

True combat mode will start

B O U N C E R !
, M i r r o r s o f t ,  L B  - 8 5  c a ns ,  E 9 . 9 5  di sk ,  j oy s t i c k  or  keys
•  C o l o u r f u l  a r c a de  f un f or  k i ds  y o u n g  a nd ol d

lives then a l l  the fun will be
over and the  game wi l l  end.
Never min d ,  you  can  a lways
play another time.

If you help Mr Bounce score
enough points then you can type
in your name and see it at the top
of the screen — isn't it exciting?!

When M r  Bounce fi n ishes

helping one o f  h is friends he
bounces me rr i l y  ro u n d  t h e
screen to a jo lly little tune. He
then moves on to another part of
town to g ive help to h is other
friends. How nice. After helping
all four friends, he starts again
but this time there's more to do.

GP
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Taking off
and landing

The controls are mostly from the
joystick a nd the  increase/de-
crease power switches:Taking off
is quite easy: use the instrument
panel to get the revs to the correct
rate. High revs are needed but
once in the air they should be de-
creased to cruising speed. Land-
ing is quite tricky until mastered.
Approach the runway, put down
flaps, decrease the throttle and
gently drop your altitude,

you on the airstrip. You have to
take off, seek and destroy the
enemy using the map and on-
screen details. Once you have
shot the intruding plane return
to the airstrip and land safely. If
you are successful you can save
your experiences on tape and go
Out on another interception run.

If you do  well you will earn
promotion according to your fly-
ing experience and the number
of kills you achieve. I f  you do
really well you will rise through
the ranks rapidly and with great
skill you wil l  gain the coveted
position o f  Group Captain, VC,
DSO, DEC.

Unfortunately the 3D effect of
the approaching airfield and the
enemy planes is unconvincing.
The view from the cockpit is bor.
ing and uninspiring, although
the instrument panel is a mast-
erpiece - even better than the
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t l  G l id e r  Pilot has faster graphim

ones on Darnbusters!
You can switch to  the map

screen t o  h e lp  yo u  fi n d  th e
enemy p lanes, a lthough t h e
map is very poor and is no real
guide to where the plane actual-
ly is. There are two maps, one of
the south of England, the other
close up of the area around the
airfield. Th e  enemy p lane i s
usually shown on both of these,
but its still very hard to find.

The sound i s  a  reasonable
drone, which grows to a horren-
dous pitch if  you over-rev your
engine. There are also shooting
noises during combat, but little
else,

As a  fl ight simulator th is is
pretty poor. The program up-
dates the  external v ie w o n ly
about once a second. Not only
does this rob the program mak-
ing judgement o f manoeuvres
very difficult. Oversteering i s

terribly easy to  do — in  fact I
found it easier to fly looking at
the instrument panel than using
the horizon.
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The Zzap labels
GOLD MEDAL AWARD: O u r
biggest rave of the month. Get
it
SIZZLER: we think it's very hot
indeed -  normally must score
80% o r  mo re  i n  va lu e  f o r
money. We  reckon a n y Zzap
sizzler is a great buy, unless you
really hate that particular type
of game.
TACKY
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piece o f  software. Steer we ll
clear.
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Very tneffectove engine and
machene gun noises.
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The Zzap ratings
PRESENTATION: Packaging, in-
structions, loading, p la y  o p
tions, p rog ram facilit ies, o n -
screen impression -  everything
except the game itself.
GRAPHICS: Variety, detail and
effectiveness of screen pictures
quality o f  animation, smooth-
ness of movement.
SOUND: Variety and effective
ness of sound effects, quality of
music. Also: does the  sound
annoy?
ORIGINALITY: Ho w simila r is
this to programs already avail-
able on the 64
1HOOKABILITY: H o w  strong ly
does the game make you want
to keep playing?
LASTABILITY: How long will it
keep its hold on you?
VALUE FOR MONEY: Takes into
account the price plus a ll the
above ratings, especially the
lest two.
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down-market hack report-
er who is sneaking about a

hotel trying to get a flash photo
of Polly Platinum in  her pent-
house su ite .  Wh ich  exp la ins
why he wears a dirty raincoat.

To get the picture, you have to
collect a  camera, fl ash bu lb ,
press pass and also nick the key
to Miss Platinum's room. Tut,
tut! These objects are hidden in
the rooms of the hotel and you
have to  find them by opening
each door in turn.

The hotel itself is depicted on
a single screen. There are four
floors with rooms appearing on
the top  three. Polly's ro o m is
always at the top left and if you
open the door she will sit  and
pose for the camera.

You move between floors by
using the stairs (well, ladders) or
the l if t s  tha t appear o n  la ter
screens. Beware though since a
fall of even one step loses you a
life. You can jump over holes in

Polly Platinum poses for the camera but you're
being pursued by the commissionaire and Mr
Angry. You Fe safe on an isolated platform but youstill need three items
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• 4  Capture an enemy town in this state-of-the-art war game
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become more  popular
and in the wake of last

months G o l d  Me d a l  g a me
comes another excellent battle
simulation.

You command a  reinforced
infantry battal;on and have to
cross a scrolling battlefield and
take control o f  a  town. Pitted

HI BOUNCER!

The four, fun screens
Screen One_ Oh no! Poor Mr Tall!
His scarf and gloves have been
blown into the road by a rotten
gust of wind. Mr Bounce had bet-
ter quickly catch them and return
them to Mr Tall. Cops! There is
falling fruit to avoid on laterlevels
— watch out Mr Bounce!

Screen Two. Tsic! Tsk! Dozy Mr
Lazy is lust too idle to finish build-
ing his house — goshl How lazy!
Mr Bounce gets things moving by
lumping on the see-saw and cata-
pulting the windows into place.
Mind he  doesn't step i n the
puddle'

Screen Three. Poo r aid Mr Bump
He's feeling too bruised and bat
tered to knock any more apples
off the trees. Wel l  done Mr
Bounce! He will give Mr Bump a
rest by catching the falling fruit
and putting it in the basket. Better
be careful though. that puddle is
hack again!

Screen Four: My! What a sunny
day! It is so hot that Mr Snow is
melting — fast! Still, Mr Bounce
will help by collecting the clouds
and covering the sun with them.
Thanks Mr Bounce, but watch out
for the birds'
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against you are hidden enemy
units and the problems o f  the
terrain-

The battle area is shown on
screen t h ro u g h  a  scro l l in g
'window', the overall size being
over three times the window's
width and twice its depth. You
start on the left hand side with
the town to be captured in  the

.43u1e uttitie.kt

bottom right_ On the map are
woods, r o a d s ,  b u i l d i n g s ,
streams and clear ground.

Your battalion is split into 31
groups each with a different rat-
ing fo r movement, fi repower,
range and strength_ You have to
control a ll o f  these and t ry to
eliminate the enemy forces.

There are four levels of game
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and in each one you have to take
the city in 35 turns. These turns
are made up of five phases of
action_

The first phase is the COMM-
AND PHASE where you can dec-
ide whether a unit should dig in
to regain strength or be combat
ready t o  advance a n d  fi ght.
Second i s  t h e  MOVEMENT
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All out to get you
Up to six characters may chase
you round the hotel.
COMMISIONAIRE: Always trying
to throw you out.
MR ANGRY: If you open the door
to his room he wakes up and tries
to put you to sleep Instead,
MANAGER: Tries to stop you
cluttering up his precious hotel

and scaring away the guests.
CHEF: Looks like a sailor with a
beard and silly cap,
BARTENDER: A real poser with
bouncer's muscles.
RECEPTIONIST/BELL BOY: Bet of
a wimp in his silly hat but ca sti  II
throw you out.
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1

the floor and the animation o f
this and you r walking is  quite
good for your large character.

You are working against your
editor's deadline (aren't we all)
and this ticks down at the bot-
tom of the screen. If you don't
get the picture in time you're in
big trouble (OK, OK I'm writing
as fast as I can).

Things are made difficult by
the hotel staff who chase you
about, I f  they catch you they'll
boot you out and you'll have lost

PHASE where you can move any
units that aren't digging in until
you want to stop or your activity
points are depleted. Be careful
though since a  depleted u n it
cannot tight in the third phase.

The COMBAT PHASE is where
you can attack any enemy units
that have revealed themselves
although you may come under
artillery fi r e  yourse lf .  S o me
units have stronger fire power
than others and their range also
varies.

Next c o me  t h e  ASSAULT
ORDER and ASSAULT PHASES
where you can order units to try

this simphf
, c r o s s  between
Gumshoe and Burger

pa slow and
the loading
rd of a

The graphics
quite good, bu
sound sparse and

what httle of et there
was, wasn't worth

having. Maybe ifWas released a
Veal' 4go. aBeet)."

more war ga
y, the more I s

to enjoy and
understand;hem.
This struck me ris

sort of cross berweest
Combat Leader and
Battle for Normandy
and proved just as

fascinating,
compulsive end
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a life. The bottom floor is used
for the  hotel staff and th is is
where they appear. The number
of hotel staff that chase you is
determined by the level that you
are on. You can jump past them
sometimes but should risk this
only in emergencies.

A simple , single-voice tune
plays th roughout t h e  g a me
which you may find boring after
a while  and there are creaking
door sound effects.

BW

to o ve rru n  ad jacent e n e my
units. Ho we ve r enemy u n it s
may also move at this stage and
fire again on you.

Your objective is to control the
town, which is particularly diffic-
ult to take and on later levels you
may even  have t o  defend i t
against a counterattack, Another
problem on the higher levels are
mines which can halt a unit in its
tracks and end its movement
phase.

game'
ease
joystick control

and the complexity of

untlite Theatre Europe
the battle situations

dOesn't have
universal appeal but

will provide war
garners with hours of
diem sure The game

variations are endless
and each new Lard
wil l  pmvide differenr

situations
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Droll scroll
When you first appear on screen
all you can see is yourself and the
animals, To make the rest of the
scenery appear you have to move
left or right and the screen will fill
in.

There doesn't seem to be any
real purpose in this and it bec-
omes distinctly tiresome after a
while. Frustration like that led to
the discovery of a cheat method
of warping through the screens.
We won't tell you what it is (yet)
but try experimenting with the
keyboard.

C I R C U S  C I R C U S
Fi r s bi r d ,  E 1 2 . 8 0  CEBUISi j oy s t i c k  onl y

•  F r u s t r a t i n g ,  d a t e d  p l a t f o r m  ga m s
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circus tricks a nd acrobatic
action - forget it, this is a plat-

form game.
You play Sid Chip who must

get through 20 screens of 'circus
rings' filled with the usual form
of platform obstacles and nast-
ies. On each ring there is an exit
which is extremely tough to get
to and leads to the next screen.

Sid can only move left and
right or jump and has to work
out the exact route to the exit
because there is only one cor-
rect one.

There's a variety of platforms
and creatures to bar your  way

38 ZZA P !  64 Ju l y 1985

and contact with anything that
moves i s  fatal. Disappearing
platforms can cause problems
and often drop you into the
clutches of an animal or some
waiting man trap.

All the animals follow regular
patterns, some moving in circ-
les, othe rs  stra ight across
screen. Most are easy to avoid
once you've got your jumping
timed right. Animals like the
kangaroo which hops across
screen are well done but for the
most pa rt the  graphics a nd
animation are crude. The tune
also is pretty horrible and you'll
rapidly turn the sound down.

OPERATION WHIRLWIND

P R E S E N T A T I O N  D P I  D IN  U T Y
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You have an energy bar which
runs down from nine to zero and
once it runs out, you explode in
the same way  as when you
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2 0  %  Simple  platform game laoth
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touch an animal. You start with
five lives and an extra one is
awarded every five screens. BW

Know your forces
The units you control all have
ferent characteristics.
BAr r AuoN HO: crucial unit, DO
NOT LOSE IT. Scores big pants if
in town at end of game.
RECONNAISSANCE u N r r .
moves fast to drew out enemy
units.
Infantry company: stow and limit.
ed range but great for mopping
up and assaults.
ENGINEER COMPANY: excellent
fire-power close in and essential
as they repair the blown bridges•over the streams.
LIGHT TANK PLATOON: fast with

good range, an excellent vang-
uard.
Heavy tank platoon again fast
and great range. essential for.
ward unit with big fire-power.
ARTILLERY BATTERY: massive
range and tire-power but suscept-
ible to enemy fire, hold back
behind lines.

ENEMY INFANTRY COMPANY:
similar to yours but very dogged
ENEMY TANK O R ASSAULT
GUN PLATOONS: outgunned by
your armour but also very persist-
ent.
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listen caretully to this, because it's hard to believe. you tette out a subscription to

Gold gam

hoose
Zzapk 64, you can c r N O  oi the fantastic US Gold games pictured here tor
only 0.50 eachl

Read that paragraph again  t r u e .  Than its to a special agreement between
the biggest 64 software house and the biggest 64 magazine, you can Ow advant-
age ot a deal that saves you almost J u s t  send us a cheque tor E1-1.60 and you
Will receive a year's subscription to Britain's hottest new rnag kcosts 04.50), P S

LU

a parcel containing VOW' ChOiCe Oi tN1410 Oi the superb US e s  detailed on
these pages.

Since most °I these garnes normally cost f..9.95 eac an otter

h, you're getting a pacltage

worth over 04 virtually at halt price NN e thinit that's t o o  good to miss.
Zzapt,64 sobsclipflons,Nevkasi.leld t_td, - 2  tOnci e t ,  t_udkovq, r h i c e .•

iG 1
4, ot te r i n t .  I n  an'ti
the tn.. M I  ENJOINIET.

e I e  liu • knis issue tos convinced
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it . 0
1

\AO !
$11z.stx
1cAuevt
ous

STUNNING GiNtisilES
US Gold has been in eirstence %ess than a year. but already it has
transiormed the 64 genes marltet. Thanles to a series ot stoospct
licensing deal!, it has been able to bring to Britain the

US c r e a m  ol

American software and sell it at a third ot the p t i c e l
-this has alloWed British game-players to  t h e  big benefit bo t h e

rn

tn e f f o r t  put into program development by A m e r i c a n
ttWate s e s .  No sutpr e c  c e  ot

ise thetelore that US Gold titles have

b en tat out ailing those ol any other Stitish sottwate house.
-the sirt ga e s  below have been specially s e l te d by Zialpl. 'from

he huge U Gold range Each one is a sophisticated pie s o f t -
are citteti g  hours ot pleasote and challenge.

o n  t h i s  0 1 1 1 1 0 1 0 —-, page!
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StIPE-cl W E I  • -This stunning
ptograrn Was a i t a p  sia ler in
out tsikay a

issue. lt's  helicopter

flight siMulator offering you a
fabulous  30 vieW ot  the tet tanl
sloo• re flying ONiet as well as an
a
u
t
h
e
n
t
i
c

n cock.pit and  insttu -
rnecit p a e l .  ' Nu  have a  verY
targe area to ilY over and four
very d if f e re n t  Miss io n s t o
Master .?eriect fot high fliers.

7.11:0014 -this is one of the all-
time great ArnericA5n programs.
NO pilot an armed aircraft over

t teacherous 3 0  lands c ape
WOch scrolls  dlagonal l l  act'oss

to

the screen. ‘i du have  des t t os i
Wel dunlps,  dodge missiles and
eneroy aircraft, and guide 'lour
plane through dangerous force-
field. si out chance to eY,petience
the stirnup vkihidri has already
enthralled tens of thousands of
garne-playerstheworld over,

A R C  A D i  W I N N E R S

TAPPER. Another tremendous
conversion f ro m the arcades -
you play the part of a harrassed
bar-tender trying to keep an ever
growing cro wd  o f  customers
happy. Th is  version features
superb g ra p h ics ,  e xce l le n t
game-play and as much addic-
tiveness as you'll find anywhere,

t y en kt yap alreatisi have a bubS-
c ript ion to 7.2ep througb a aitottat
° lief  Irl eadlet issues, Yokb can still
beneilt irorn tnis latest special
deal, l'hanks to colt attangetnent
With US Gold '
e  w e r e  
a b t e  
t o  
o t i e
t

you AN'i or th games  on tilts
page tct lust E6.95 eactm tnc,lud-
'kng PoSt and Pecking.lhat's 3 tat
sasortg oi r3 pet gaste.IIM't VOts have to do iswete tothe
address at the top ol the Warn ort
this page, doot ing stout name,
addtess a n d  sA.Lbsctiptior,
rturnber, together WO a ttat ot the
games you want arid oaNiMant tove( . So 0 vou oco r d e c  two games.
you shoO d 0160513 a  chetItte,1order W I  t:13,90_
pasta'  t t  ,
4 o uordet three. It strioutrt be C20 86
Pod so on Not  bad, 017

THE ARCADE WINNE

1
Subscribe to

Zzap!64
and you can have 4

ANY TWO
of these

sizzling games
for just

three quid!!

DROP ZONE. What more can we
say about this amazing game?
Our Gold Medal review makes it
abundantly clear we reckon it's
about the greatest shoot-em-up
EVER_ To Offer it effectively for
just t  1.50 seems p0aitivelteCrint-
inal, but there you are. An ace
prog, oozing with  biastabilityand testability.

MO M I  1=I .  MI  M I  OM
Zzap! 64 sizzling subscription offer
Yes, I want to subscribe to Zzap! M and receive two US Gold games.

FORBIDDEN FOREST. Another
great US classic, reckoned to be
one o f  the most evilly atmos-
pheric  programs  of all t ime.  You
are alone in a mysterious forest,
armed only with a  bow, and
night is falling. Savage spiders,
a serpent, a dragon and spear-
wielding skeletons are among
the horrors you must face. Terr-
ific music puts the seal on a pro-
gram you'd better play only dur-
ing day light  hours . . . .

(Offer closes July 31st. 1985).

Drop Zone

SPY HUNTER. This too was a
Zzap sizzler in May. Basically it's
an absolutely superb convers-
ion of the arcade game in which
you bump and blast enemy cars
off the road (and enemy boats
off the river) using an awesome
range o f  weaponry, including
missiles, smoke screens and oil
slicks. With  its great, authentic
arcade fee l,  i t  makes James
Bond look like Noddy.

•  N a m e
Address
P o s t code

The games I would like are (circle TWO):

Tapper Z a x x o nSuper Huey S p y  Hunter
Forbidden Forest

I enclose a cheque/postal order for E17.50 made out to Nevvsfield Ltd;
Post to: Zzap subscriptions, 1-2 King Street, Ludlow, Shrops,S1(81A0

ME •

ZZ3
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rated game, originally put
out by Mr Chip software,

has been a personal favourite of
mine for some time. No w that
it's been re-released by Master-
tronic at a ridiculously low price,
it'll hopefully prove the same for
a lot of other people.

It's a  mo to rcycling  s t u n t
game, comp le te  w i t h  s imu l-
taneous two-player action (o r
just one player against the clock)
and a high frustration and addic-
tion element.

There a r e  e ig h t  obstacle
courses to choose from and you
must guide your rider as quickly
and carefully as possible over
any combination o f  three o f
them. Your b ike is  controlled
through joyst ick o r  keyboard
and can accelerate, decelerate,
wheelie and jump.

Two people can race simul-
taneously, thanks to  the  sp lit
screen display which independ-
ently shows one player's prog-
ress on the top, the other's on
the bo t tom.  Each cou rse  i s
roughly e ig h t  o r  s o  screen-
widths lo n g ,  s o  t h e  p ictu re
scrolls smoothly f rom right to
left to  show the various obst-
acles and hazards to be crossed
as they come.

There are a variety of hazards
and the skill lies in selecting the
right fo rm o f  control fo r each
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combination o f  hazards. Some
need to be taken slowly, others
quickly, and you have to  learn
the right timing for your jumps
and wheelies.

If you get it wrong your rider
will b e  ejected f rom h is bike,
complete w i t h  a  WEEE0OW!
noise, and lay comatose fo r a
frustrating couple of seconds.

You will then be moved along
the bottom of the course until a
suitable re-entry po in t (deter-
mined b y  t h e  computer) i s
reached. However sometimes
the computer restarts you at a
position where it's impossible to
complete the next stunt. This is
extremely annoying, but its the
price you pay for falling off. The
thrill of having a fast, clean run
more than makes up for it.

The t ime fo r each individual
course is displayed at the top of
each player's screen along with
the combined time for all three
courses. I f  y o u r  co mb in e d
course time is fast enough then
you can type in your name for
the h igh score table. This dis-
dlays the top five players' names
along with  the three individual
course times and the total time
achieved.

As we ll as playing a  simul-
taneous two  player game you
can play a one player, o r alter-

The different
obstacles

HEDGES. PILES of  TYRES and
BARRELS A l l  of  these must be
either driven over very quickly or
lumped where possible, so as not
to get stuck

ROUGH G RO UND,  G A TE S .
BRICK WALLS a n d  SCREEN
WALLS. Mus t  be  driven ov er
fairly slowly to clear them. Rough
ground can usually be lumped, as
can some of the gates and screen
walls - brick walls, unfortunately.
cannot,

LORRIES and BUSES. These can
be either simply driven over at
any speed or lumped. where

CARS, V A N S ,  TELEPHO
BOXES. WATER and DIPS alo
the courses, must all be jumped.

OTHER FEATURES of the courses
include steps Ito go down at, at
high speeds) and ramps (as an aid
to umoingt,

The best way to play this
game is with two players

simultaneously. Even
without a friend to challenge

you this provides an
incredibly addictive and
frustrating game as you

zoom, leap and bound over
all the obstacles. Going for
those low, low times will

keep you coming back to this
game for months. The most

incredible thing about it is its
price: E1..99. Go get it NOW



L._
I. MOTOR MADNESS. After a fast
start over some tyres, plenty of
cars, vans, buses and lorries to
jump At  the end of the course a
nasty set of barrels lead up to a
particularly tricky set of  jumps
over a bus, van and car ilength
ways!).

2. RIDE IT ROUGH. Some rough
ground at the start is followed by
a load of tyres and barrels, five
continuous pot-holes t o  j ump
over and a further, final bumpy
ride

3 BITS 'N' PIECES. A slow ride
over a brick wall starts the course.

' l l o we d  by  some hefty jumps
over screen walls  and six tele-

The eight courses
phone boxes. Four samooth style
ramps lead up to a treacherous
water jump and the finish line,

4 JUMPS GALORE As the title
suggests, plenty of things to lump
in this one. Waist, vans. buses.
and a lorry are all there for the
jumping plus the added bonus of
a great ski jump at the end of the
course.

5. UP 'N' DOWNER. Plenty of dif-
ficult j u mp s  throughout  t h e
course -  o v e r  water,  r ough
ground, t y
r e s  
a n d  
m o r
e  
w a t
e r
.

6. STRETCH OF WATER I t  starts
with a  winar  lump a n d  i t

•: •  .re along the

way Highspoi of the course land
source of much annoyaiicel is the
long set of water lumps near the
beginning.

7. PICK 'N'  MIX. Water lumps
gates, pot-holes, steps n e a r l y
everything nas ty  there is .  i s
thrown in this one

Et s o u r s  SELECTION Named
after t he  programmer,  Shaun
Southern, there's a great selev-
ion o f  nasty bit s  throughout
Starts with a 'just about possible
to jump gale and ends with a
jump o v e r  s o me  telephone
boxes, and a quick spun down
some slaps, to cross the line.

•  M o t o r c y c l e  s t u n t s  a ga i ns t  t he  c l oc k
•  E i ght  c our e a s ,  t w o  i nde pe nde nt l y  s c r ol l i ng s c r e e ns

Even though it may prove a
frustrating game to play init-

ially, Kik Start is certainly
worth sticking with. The 4
simultaneous two player
option gives the game an
excellent competitive and

compulsive element. Even if
you play on your own, once

you start to crack the courses
and the urge to improve

times sets in, you won't want
to stop.

P R E S E N T A T I O N
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This game is incredible value
for only E1.99 and! would

thoroughly recommend it. I
found there was great skill
needed to improve at the

game and with eight
different courses there was
no lack of variety. The fact

that you can have two player
races was also a major plus

point for me with terrific
, excitement as you battle it

out neck and neck.

TEST
nating t wo  player game. The
Option also exists to have an un-
inspiring one voice rendition of
the television program's theme
tune played during the game.
There's a better piece th e  Can
Can) played on the title screen
and the re  a re  fa irly rea list ic
motorbike drones throughout
the game.

Apart f rom some unrealistic
clouds, the graphics are excel-
lent. The definition of bike, rider
and course hazards is good, with
a great  use of colour all round.

GP

4,1
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•  Re a l - t i m e  w a r  g a m e  s a t  I n W o r l d  W a r  2
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genre o f  war games that
dispense with  the comp•

Heated charts and figures and
become user friendly.

It's a re-creation of the second
world war battle of the Bulge in
which the Germans made their
last d itch effort to  smash the
Allied advance on the Western
front. All the action takes place
in real t ime — in other words,
the situation is being updated all
the time; the computer doesn't
stop while you're thinking about
your moves.

It's your responsibility to con-
trol a l l  th e  Allied o r  German
forces, The playing area is four
screens long and three high. On
it are shown both side's forces,
the terrain and towns. The allies
have three types o f armoured
units and two types of infantry
while the Germans have Panzer
units, infantry, motorised infant•
ry and moving  and stationary
artillery.

•  S i m pl e  f o u r - s t a g e  a h o o t - e m - u p
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I was sceptical at itya
about a real-time war

game but after a
couple of plays I was

familiar with the
landscape and action
so that it wasn't much
of a panic. Playing the

Allies, you are
constantly under

• pres s ure until near the
finish, and fighting

this rear guard action
appealed to my spirit
of the underdog— 2

particularly satisfying -I

you a
p e
,
'

e &kW,'"
not taticor-UAraile M a  7i

The fi g h t in g  a n d  mo v in g
potential of all of these is deter-
mined b y  the terrain, infantry
being best in towns and armour
on open ground.

You start with most forces on
the east o f  the  map and the
Germans have a large superior-
ity. Each unit has a strength rat-
ing which goes down in engage-
ments and cannot be replenish-
ed. You engage enemy units by
being adjacent to them and if the
strength of either reaches zero it
is wiped out.

Unit movements can be order-
ed using  a  cursor b u t  these
moves are limited by the type of
terrain a n d  u n it  involved —
some may take several 'days' to
complete.

The game starts on December
16, 1944 and continues till Jan-
uary 3, 1945. On each new day
you are informed of the weather
conditions, which affect move-
ment and  Allied aircraft, and
whether reinforcements are arr-

C H O P P E R
C r e a t i v e  S pa r k s ,  E 2 . 5 0  c a s e ,  j oy s t i c k  or  keys .

Battleground
Terrain

MOUNTAINS /HILLS: appear in
large numbers on the north-east
of the map and severely hamper
movement of all units_
FORESTS: restrict movement of
armour and appear as single
trees.
RIVERS: al so restrict armour
movement unless crossed at a
town with a bridge_
OPEN GROUND: units can move
very quickly and breakouts are
much easier.
TOWNS: can be of several differ-
ent types and the larger ones
have greater points values when
possessed.

lying. I f  the  weather's clear,
Allied a ircra ft  wi l l  reduce the
supplies reaching German units.

You can use the cursor to in-
vestigate the current status o f
enemy units and towns. Towns
are worth points if in your pos-
session, some more than others,
as are your units still fighting.
The points score on January 3rd
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type game puts you  in
control o f  a  helicopter.

You have a mission to destroy
what is supposed-to be a virtu-
ally impregnable enemy base
built into the side of a cliff.

The screen scrolls from left to
right smooth ly and you r heli-
copter is  placed o n  the  right
hand side of the picture. It can
simply move up, down or fire.

There are four types of action
screen. The first puts you under
fire from advancing helicopters.
Shoot these and also shoot the
non-firing jets and helicopters to
gain bonus points.

Next comes a bonus screen,
You have to refuel in mid air by
guiding your fuel nozzle into the
fuel pipe of the giant aircraft. Do
this and you'll gain a huge 100
point bonus, fail and you'll lose a
life.

The t h i rd  screen invo lves
dodging balloons, airships and
evil swans. As they move up and
down you have to thread your-
self between them. You can't
shoot anything, so swift man-
oeuvres are of the essence.

Once you've dodged every-
thing you return to  the bonus
screen, wh ich  i s  exactly the
same only this time the plane is
a little lower.



1

You then move to  the final
screen. This is the enemy's re-
actor and you have to  destroy
this to accomplish your mission.

The reactor lies embedded in
rock, and there are three heli-
copters guarding it. Two move
up and d o wn  tracking y o u r
moves and the other one takes
off from the bottom and moves
up the screen firing at you. You
have to shoot three bombs into
three small inletswhich lead dir-
ectly to the reactor. This is quite
tricky since a) the helicopters are
tracking your moves and there-
fore blocking your bombs; b )
There's another helicopter ris-
ing up the screen firing at you;
and c) the gaps to  shoot the

/ hrst saw this game
On the 'orrible OM
d it hasn't changed

' i n conversion except
for improving the

graphics. With low
stages and six skill

levels I found it
entertaining and
pretty tough too.

S, Certainly a great
game on the Oric and

 . 4 1 1
0

a reasonably ch
One Oil the

bombs in  a re  about 2  p ixels
wide.

Even so it can be done. When
you do  complete the mission,
you simply start again, moving
up a skill level (there are six). As
you progress through the levels
everything becomes faster and
you have to survive for a longer
time before finishing a screen.

JR

are other games1 around which are
cheaper and better
.

will determine who has achiev-
ed or claimed a victory.

There is a pause command to
give you time to think and a two
player option where both sides
plan moves at the start o f  the
day which are then enacted. The
computer is a tough opponent
but you may find a human one
less predictable.

A global map allows you to
view the whole battle area and
there is also a save option. At the
end of each battle you can exam-
ine the situation and see just
where you might have improved
your strategy.
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THE BIRTH OF A
PARADROID
Over the next few months we're running a
special series o f  features covering in detail
the way a computer game is developed. We
shall be following its programming, produc-
tion and promotion actually through the eyes
of the people concerned. The game we've
selected for the job is the new one planned by
HEWSON CONSULTANTS, prov is ional ly
called PARADROID, which is due for release
in the autumn. It's being written by Hewson's
ANDREW BRA YBROOK, w hos e  prev ious
game GRIBBLY'S DAY OUT gets a Sizzler re-
view in this issue. This month we're printing
the fi rs t o f  several extracts from Andrew's
diary. By the time the series is complete you'll
have obtained a  unique insight into the way a
software house goes about its work.

Wednesday May
Z2ap 64 have asked me to keep

a diary and today I have to start
it. Feel like a mega-star. Decide
not to let it change my life.

Design fo rm on which to lay
out m y  ro b o t  data  detailing
which sprites make the picture
and other bits and pieces. Feed it
into Easysctipt and run off a few
copies. Feel pleased because it's
cheaper than photocopies.

Decide I need a bank of words
to choose from to describe each
robot. Write a Basic program to
load in  the  codes. Rediscover
how much  I  hate Basic prog-
rams.

Spend half an hour at end of
day trying to think of something
interesting to write in new diary.
Fail.

Thursday May 2
Must prepare working copy of

game to date to give to Robert
(chief test p ilo t) fo r h is com-
ments before weekend. Sudden-
ly realise this means writing and
debugging comple te  console
log-on procedure. Decide not to
panic.

Grill Steve (Steve Turner is
another Hewson programmer)
on h o w h e  d id  the  scro ll i n
Avalon. Decide to do console on
same lines,  Ha ve  t o  design
meaningful looking icons. No t
easy. Tru e  test  comes when
someone tries to identify them.
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Friday May 3
Get menu screen working so

that icons appear and are corr-
ectly highlighted. Feel pleased.

Find e rro r in  robot d isplay
routine. Fix i t  and a  six-sprite
robot appears in  a ll it s  glory.
Great

Program is  just about stable
enough for Robert at end of day.
Everything has gone well. Too
well, Robe rt  has a  hab it  o f
mangling things that I write.

Tuesday May 7
Arrive fresh and keen after the

extra day off. Have bought my
own C64 at last. No need to stay
behind t e n  o'clock playing
games any more. Only cost me
£139. Feel a bit disloyal towards
my old Dragon 32.

Got co mme n ts b a c k  t h i s
morning from Robert (our chief
Test Pilot). Not too bad consider-
ing. Scribbled some notes on
the changes necessary. Th e
main robot graphic was indist-
inct on his TV and as this will be
on the screen nearly all the time
it will have to be enhanced. Also
wrote rou t ine  t o  d isp lay the
small scale map.

Also in  the post was a new

11
1"rrhe thinking behind the gameHere's Andr e w  Braybrook°s

explanation o f  his plans for
raradroid :
1Cribbly's was all cute so this one
is going to be high-tech. t i
l ebased around a large space ship.
iWhat you actually play on is a
scrolling large-scale view of one
of the decks, seen from above.

You'll be able to access a plan
of the whole deck but you won't
be able to see the details on that.
Another screen wil l  be a  side
view of the ship so you can see
where the deck is in relation to
the whole ship. Other views inc-
luding logging on to the ship's
computer.
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are robo ts shown f ro m
. e. There's going to be lots

em. I f  you want to  know
re about a  particular robot

what you do is log-on to a com-
puter terminal. From there you
can sif t  through all the robots
and get large side view pictures
and you can select things to get
more information.

I've been working hard on i t
for about four weeks, but I was
'working on utilities - programs
to help make the finished game - •
for a  couple o f  weeks before

cartridge M o n i t o r  p ro g ra m
which I 'd  ordered. (A Mon ito r
program lets you look at what
the C64 is doing by displaying
memory and registers, e tc on
the screen — Ed.) Perhaps it 's
my lucky day? It  looks useful
with lots of juicy commands in it.
However the  game must be
altered a bit internally to fit the
Monitor —  it'll have to  save
some of its variables elsewhere.
Haven't decided where yet.

Overall the day has been a bit
slow but pretty good nonethe-
less because of the arrival of the
new tool,

that I always like to do the cha
actor set fi rst  because it  bu
time while you're thinking abo
the rest of it. It's probably
easiest thing that you can do.

It's not really an arcade adve
ture — It leans more towa
arcade. Gribbly's I wanted to
a non-violent game. All of
zapping a nd  violence t
couldn't get into Gribbly'
be going into this one.

Last week we  designe
game's 20-deck spaceship, b
I'd like to actually build one iu
to make sum it  all wanks —
the l i f t  shafts t ie  u p  and
decks fit together. Maybe
using Lego. Dunne, i t  m i
work.

So fa r I've got a lit t le
skating about inside a test d
plan. You can log onto a con
-sole, select an option. make
enquiry on the test robot a
a big picture of it. The picot,
all eight sprites combined t
maximum available on the 64
any one time). Despite being
view f rom above, I intend y
won't be able to see anythi
behind a wall. You'll have to g
into a room to actually explore

Wednesday May 8
Mapped Out the side elevation

of the ship and designed some
graphics to  display decks and
lifts. Worked hard on the routine
which d raws the deck plan to
convince it that it can also draw
the side views. It listened to me
in the end. At least I think it did.
No doubt it 's got some nasty
trick up its sleeve even now.

The space sh ip  had t o  b e
shortened to fit the full side view
on to the screen — I used a bit of
artistic licence and fe lt  happy
with the result.

Oh no! The first accident with
the n e w Monitor. A l l  today's
graphics in jeopardy when the
Monitor decides to lock up. I hit
the reset switches (both of them
— one on the Monitor cartridge
and one on the CM) to try and
rescue things but to no effect. I
Sit fuming at the machine.

Up jumps Steve Turner with a
bright idea. Two or three times a
week w e  g e t  a  ma ins spike
(courtesy o f  t h e  e lect ricity
board) which causes the C64 to
crash but with its memory still
intact. Perhaps if we generate a
spike o f  our own I can regain



control of the machine...
Decide against ring ing  t h e

CEGB to ask them to switch off a
power station o r two. Instead
Steve starts leaping round the
room switching the fan heater
on and off. Very entertaining.
Needless to say it doesn't work_

Eventually Steve begins t o
tire. I give up and pull the plug
out. Nothing for it but to key the

stuff in again,At the end of the day I start
coding the map of the side elev-
ation o f  th e  sh ip  i n  h e x (a
number system used extensive-
ly in  machine code program-
ming). This time I do it on paper
first. I 'm not going to trust that
Monitor again fora while.

Thursday 9
Continued with the hex of the

side elevation a n d  keyed i n
some new routines which de-
code the deck data into a plan
view. D id  so me  o the r mo d s
which Robert suggested_

More fun and games. I  d is-
cover that my  Assembler (the
program w h i c h  g e n e ra t e s
machine code from the progr-
ammer's assembly code) won't
work with the new Monitor des-
pite claims to the contrary by the
manufacturers. Consider merits
of abusive phone call. Decide
such action would no t  fi t  my
image a n d  wou ldn 't  d o  a n y
good anyway_ Resign myself to

study in concentration. Andrew eraybrook atAM&

lots of plugging and unplugging
of the cartridge every time I want
to assemble. Lay plans to wire
up or buy some hardware to fix
the problem. In the meantime
write myself a note in capital let-
ters REMEMBER TO UNPLUG
BEFORE ASSEMBLY. I  o n l y
forget every other time.

Despite p rob lems cartridge
works quite well and has already
rescued me from one screen full
of rubbish.

Time to assemble and have a
look at progress to date. Aha!
The small deck plans are not
appearing on the screen. I scrab-
ble through the code and after
some head-scratching I discover
the, er, deliberate error in  the
plan routine. Assemble again
and B ingo !  The re  t h e y  a re .
Wrong colours but still encour-
aging. Most other fixes appear
to have worked, ie. not working
as planned but not crashing the
machine either.

Modern t e ch n o lo g y  f a i l s
again. I attempt to straighten my
shatterproof ru ler and i t  shat-
ters. Midd le  section fl ies past
Steve's ear and frightens the cat.
Can't find where it landed.

DeSign a new robot. It comes
out looking like Kenny Everett

with short legs.robots
ponder —  d ohave beards?

Monday May 13
Back t o  grindstone. Tackle

deck plan and get it looking res-
pectable but side views could do
with dressing up . No t  pretty
enough yet.

Major graphics update takes
most of afternoon. Design a new
robot. It comes out looking like
Kenny Everett with short legs_
Ponder —  d o  ro b o ts h a ve
beards? Decide to leave it for the
moment.

Rage and frustration! Some-
thing in machine is eating char-
acters a n d  gobb ling  sprites.
Decide to remain cool, calm and
collected.

Doesn't make any difference.
Nasty munching continues un-
abated.

Tuesday May 14
More frustration. About to test

program when one of data files
disappears f ro m disk. Inspect,
Machine tells me there are 661
blocks out of a possible 664 on
disk. Decide this is not logical.
Wonder h o w Dr Spock would
cope.

Missing file is lost in seventh
dimension of Commodore brain
cells. Return to back up and key
data in again avoiding Monitor
in hope o f  not repeating th is
fiasco.

Back t o  g raph ics.  S t e ve
suggests my subtle grey colour
scheme for side views is boring.
Debate ensues. I lose, Try new
psychedelic c o m b i n a t i o n s .
Eventually agree grudgingly to
white, yellow, orange and red. I
grumble.

Add so me  mo re  graphics.
Now diagonal lines are causing
herring bone effect. Horrible. I'm
going t o  have t o  change a ll
graphics. Bleaaahh I

Wednesday May 15
Right. Today's the day. Can't

delay any longer. Have to write
the routine that hides the robots
except when they're within sight
(a b it  like hiding the ghosts in
Pacman except when they're in
your corridor). Idea comes from
a game called Survive which I
wrote a few years ago on an IBM
mainframe. Up to six players all
trying t o  ra m o r  shoot one
another with two computer con-
trolled assassins. Y o u  kn e w
when there was another player
on your level but you couldn't
always see them. Never knew
what w a s  a round  t h e  n e x t
corner, Great stuff?

Oh joy! Mid-afternoon and the
routine is in and works first time.
Steve claims that he was the one
that thought how t o  make i t
work. Typical_
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game is incredibly similar to
that superb US classic Forbid-

den Forest. It has the same basic
scenario, a  similar opening
sequence, s imi la r sounding
music a n d  s imilar look ing
graphics. New Generation tell us
the programmer, having had
only a single sighting of Forbid-
den Forest (and being possess-
ed of a photographic memory)
set out to improve on it.  We
don't think he succeeded.

The action i s  s e t i n  th e
Amazon rain forest where a lone
native (you) has to survive seven
challenges. You are armed only
with your trusty blowpipe and a
limited number of poison darts
with which to fend off the deadly
forest inhabitants.

The game takes place on a ser-
ies o f  three  scrolling back-

A M A Z O N  W A R R I O R
NOW GenOretiOna E 7 . 9 5  case, fore ti c k  only

•  Attempt to improve on 'Forbidden Forest'

STAGE ONE (jungle): Red and
yellow snakes which come in at
angles from the top of the screen.
STAGE TVVO (jungle): scorpions
appear from both sides of the
screen and sting you with their
I ails.
STAGE THREE (jungle). head
hunters and spears Shoot the
Former horizontally and avoid the
latter
.STAGE FOUR icavems): vampire
bats suck the blood out of you and
move around a lot.

The Amazon Hazards
STAGE FIVE (caverns): wraiths
come in from half way up the
sides of the screen and carry you
off by the head
STAGE SIX (temple): spiders and
blocks of  rubble fall vertically
from the top of the screen. Shoot
the former (or they wrap you up)
and avoid the latter.
STAGE SEVEN (temple): quetzal.
coatus is a  large flying dragon
who will carry you away n  his
jaws

grounds. The first area is the
jungle where you have to defeat
three types o f  enemy. The
second and third phases are the
Caverns and the ruined Temple
each of which have two types of
(increasingly t i r e s o m e
enemies).

Your man appears at the bot-
tom of the screen carrying his
blowpipe and 40 darts. You have
to load the pipe first and then
shoot the oncoming creatures.
The pipe can move through an
arc of firing positions from low
left to low right.

Shooting enemies is very diff-
icult at first since the shooting
angles aren't at all obvious. You
can get the hang of shooting
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each of the beasts but some of
the angles (and misses!) are
quite surprising.

You have to shoot a specified
number o f  animals o n  each
stage to prog ress to the next and
the number increases on each of
the four skill levels. At the start
of each stage, except the last
two, you are given a fresh set of
three lives and 40 darts.

The backgrounds scroll really
smoothly a nd i n  perspective
with a near background and a far
background. The graphics are
nice and colourful, and while the
music isn't u p  to  Forbidden
Forest's superb standard it's still
reasonable.
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original It would be all
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doesn't. Once you've
worked out a level.
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EXPERIENCE ONE TO ONE AIR COMBAT WITH MAJOR BILL STEALEY
UNIQUE TWO PLAYER COMBAT- 5 SIMULATED KOREAN WAR AIR BATTLES

CASSETTE E 9
.
9 5

DISK E12
.
95

AVAILABLE FROM M i c r o eOTHER TITLES P a r
SCOW

U.S. Gold Ltd.. Unit 10, Ihe Parkway Industrial Centre, Heneage Street. Birmingliarn B7 &V_ Telephone: 021-359 3020. telex: 337268.



Now YOU can fly with the
legendary Red Arrows
in the most challenging
flight simulation ever!

Amstrad 0 N/A 0 N/A
Atari 0 0 N/A N/A
BBC B 0 0 0 N/A
Comm 6 4 0 0 N/A N/A
Electron 0 N/A N/A 0
Spectrum 0 ' N/A N/A 0

It's the most exciting flight simulator ever
written for a home computer - the product of
many months of dedicated work by some of
Britain's top programmers, enthusiastically
aided by the talents of aircraft designers.

Be a VIP visitor
with the Red Arrows!

Everyone who buys a Red Arrows computer
program will be invited to enter an exciting
competition. The winners will be given a VIP visit to
the Red Arrows base at M I
-  S c a m p t o n ,  
t h e  
w a r t i m
e

home of the Dambusters_ Your visit will include two
nights accommodation at a luxury hotel. And while
you are at Scampton you will be invited to sit at
the controls of a Hawk.

Now on sale at:
BOOTS C O M I T  C u r r y s  D i x o n
Greene FAZI11=11 ummows
W H S M I T H  and  other leading computer stores

Taps 5 1 '  Disc 3 "  Disc 3 1 "  Disc
t a l  951 i f  I t  9 5 ) 1 1
-
1 2  
9 5 1  ?
C t  
2 • 9 5 )

I wish to pay by

O Access iMastercardiEurocard No.
I l k
!  
I
I  
I  
I  
I  
I
L  
I

O BarclaycardA/isa No,
1
1
1
1
1
L
—
L
L
-
1

O Cheque/PO made payable to , Database

Name
Address

Signed
Send to: Database Softwa re ,  FR EEPOST,  Europa House,
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engineers, mathematicians - and the Red Arrow
pilots themselves.

Every ounce of power contained in the micro,
and its enhanced sound and graphics
capabilities, is used to give the utmost realism
to re-creating the most spectacular aeronautical
displays ever seen in the skies of Britain.

You start by practising take offs and landings.
Then, once you have won your wings, you fly in
formation as part of the Red Arrows team.
There's no margin for error as you fly a mere six
to 10 feet from each other - at speeds of
between 300 and 350 miles an hour!

But the real drama begins as you plunge into
the death-defying manoeuvres that have
been thrilling crowds at air shows for the
last 21 years.

On the panel in front of you are all the
instruments you need - plus a screen giving you
an external view of the complete formation you
are flying. Slip out of line for a second and the
eagle-eyed Red Leader will be on the radio
ordering you back into position.

The program comes with a detailed flight
handbook that will soon give you the confidence
to take YOUR place alongside the ace pilots of
the Red Arrows, even if you've never flown
before!

This is lust one of  the
intricate manoeuvres you
will be able to cony out
with this program.

Put yourself in the pilot's seat'"
of the most manoeuvrable
fighter in the RAF! ,or



A gripping, realistic
computer simulation
for the
Commodore

Spectrum
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We've got a tab portable Commodore SX64 with built in disk drive and colour
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Monitor to give away in this great competitionl. Also two Currah speech units and
five Wico Boss joysticks. One of these valuable bits of hardware can be yours just
by sending us a 50-word playing tip on any ot the Ariolasott games listed on this

Were  looking for short snappy tips that will really give help on one of these
page.
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advice — anything will do, just so long as you can write the tip in 50 words or less.
The winners will be those whose tips we think are the most helpful and original.

Here's how to enter-. Write your tip on a piece of paper, together with the name of
the game, and your name and address. Send this to Ariolasott Competition, Zzapl
M. 1 Church Terrace, Yeovil, Somerset BAN 'I HX.
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!Runners-up prizes of Currattreech units and Boss joysticks

The games to
give tips on
Here's a fun down of Ariolasoft's
tremendous range of US titles for
the 64,

LODE RUNNER
Classic game featuring real addic-
tiveness and playability.• Steal the
gold from the Bungeling Empire
on screen after screen of plat-
forms, ropes and ladders. A Zzap
sizzler.

K U L L
Excellent trading game with great
music. The strategy of the game
is absorbing and easy to get to
grips with as you try to colonise a
planet w i t h  y o u r  obstinate
Multiple Use Labour Elements
Up to four players can take part in
a sometimes frantic game.

ARCHON
New variant on the chess theme.
using the same layout as the age
old classic. Control strange
creatures with different move-
ment patterns in a game of cun-
ning and fast action as pieces
battle it out on an arcade screen,

RAID ON BLINGELING BAY
A hectic shoot-em-lip as your
hekraft tries to bomb six factor-
ies from its aircraft carrier base.
Fighters, bombers, radar, guns
and a battleship all try to thwart
your action.

SPELUNKER
A massive cavern exploration
game where hundreds of treas-
ures and handy objects have to be
collected. Lethal falls, steam
vents and ghosts of past adven-
turers all block your way.

The prizes
FIRST PRIZE: The Commodore SX,64
This is a portable version of our beloved machine worth over MOO
and featuring a built-in colour monitor and disk drive. It comes in its
. own carrying case and will let you play your favourite 64 disk games
r
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SECOND PRIZES: 2 Curr oh speech units
This piece of hardware plugs into the cartridge port of your 64 and
lets you make the 64 talk. It uses phonetics and allophones to build
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THIRD PRIZES: 5 %Vico Boss loysticks
This is one of the ultra-sturdy Wilco range and features a hand-
moulded grip, strong steel shaft, and s ti c k
-
top fi r e  b u t t o n .  
W o r t h

El 4.95.

DAVID'S MIDNIGHT MAGIC
A pinball tab le  with  a  fabulous
bouncing ball that mimics the real
thing. You've got to be fast on
those flippers but high scoring is
there if you hit the right bonuses.

OPERATION WHIRLWIND
Joystick controlled war game in
which you have to mount an
assault on and take, a town. A
cunning enemy and possible
counter attacks make your iob
harder.

CHOPLIFTER
In your armed helicopter you
have to fly into enemy territory
and rescue 64 hostages while
under a  constant barrage o f
enemy fire.

ONE ON ONE
Basketball simulation in  which
you can take on one of America's
top basketball stars in a one to
one battle.

HARD HAT MACK
You've got to  rive t together the
girders of a building but vandals
and civil servants keep trying to
bring you down to earth.

REALM OF IPAPOSSIBILITY
3D action Ant Attack style as you
explore the complex of caverns
trying t o  open the Realm o f
Impossibility. Lots of evil beings
try to block your path,

MURDER ON THE ZINDERNEUF
You can play the detective as you
try to track down a murderer on
board an airship. Lots of charac-
ters and a complicated plot.

IMPORTANT:
•  Your tip must be written in 50 words or less.
•  It must be a tip on one of the 12 Ariolasoft games listed on this page.
•  You can make more than one entry, provided each entry refers to a different
game.
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Rescuing the
scientists in
Airwolf

I've been deluged by AIRWOLF
(from Elite Systems) tips and
maps thi s  month —  ma ny
thanks to all of you, especially
Garry Cuthberison of Gosforth,
Newcastle-Upon-Tyne. Garry's
map and tips were quite simply
the most impressive and detail-
ed set that I  received Take it
away Garry

At the start of each of your five
missions, Airwolf is at the base
in room A. at the top right of the
map. Initially the door of this
room is closed but i t can be
opened b y  simply shooting
where the helpful arrow points.
When through this door, in area
B, there are three ways down.

Avoid the big red boulders
which destroy Airwolf instantly,
by positioning the  helicopter
above either the tube or wall in
this area. Don't go down the
middle passage as this is a dead
end.

On each of the five rescues I
always shoot wall 1, making a
sufficient gap for Airwolf to fly
through. This is because when-
ever you have rescued a scien-
tist you have to return to base
via room C which contains two
'shield diminishing Martian type
creatures'. Therefore shooting
wall 1 allows you a safe passage
straight through this room, thus
saving shields.

SCIENTIST ONE
The first scientist is in room E. To
get there, leave your base, go
through area B  and shoot the
wall as outlined above. Then,
avoiding the  red boulders, fl y
down passage D and into room
E.

Lower the helicopter into area
F where the scientist is, avoiding
the bouncing bullet in the proc-
ess.

To re tu rn  t o  base, d o  n o t
attempt returning up passage D
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as this leads to your destruction
through a  boulder. Instead,
shoot wall 2 and fly up passage
G following the deadly lift to the
top. Once at the top, fly quickly
to the right to assure minimum
shield loss from the lift.

Now shoot wa ll  3  and  fl y
through room C, area B and back
to base using  the  previously

..mentioned methods.

SCIENTIST TWO
Fly to passage G by the same
route as the first scientist (rem-
embering to  shoot wall 1) and
follow the lif t  up with  AinNolf
facing left. This time fly left into

Gary Penn sorts through your mountain of
cheats, strategies and tactics.

The trickle of tips that had come in prior to the launch of the mag
has now turned into a  flood since its launch - and I'm real
pleased. Keep them coming in. But please, no more on GHOST-
BUSTERS, SPY V SPY and BRUCE LEE unless they're cosmically
original. Oh, and no more PYJAMARAMA solutions either,
please.

Now I've got that off of my chest, here are this month's tips.
(Next month I'll be revealing which three super-tipsters have
won our prize disk drives. Some of their tips may be among
those in this month's section , ..!)

room H. Even though you may
be able to see the scientist, don't
try rescuing him yet as you will
bump into the sides of the wails
and lose shields.

Instead, avoid the bouncing
bullet in this room and shoot at
arrow J. This floods the scientist
bay causing h im to float to the
surface, where he is easier to
rescue.

You may have noticed that the
door to  this  room has  now
closed and you are locked in.
Don't worry - if you now shoot
arrow K,  the  bouncing bullet
stops and the door opens. Now
return to base through room C

as before.

SCIENTIST THREE
First of all shoot wall 1 when you
are in area B. This time though.
you take a  different route by
flying down passage L.., avoiding
the boulder, and fly around the
corner at the bottom. Now shoot
switch 4 on the right to remove
the force field below you. Des-
cend, and you will see a buggy
passing b e lo w yo u  a long  a
double thickness track (Area

What you have to do here is
position Airwo lf  in the forward
position a n d  sh o o t  a  h o le
through the track, b ig enough
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Descend through this hole and
place Air-wolf at point N, facing
left, and as close to the right as
possible.

Drop down and shoot switch 5
but fly directly up again as the
big brown boulder starts rolling
and will destroy Airwolf. When
the boulder is far enough away
drop down again, turning A ir-
wolf right, and shoot button 6
(Previously cove red  b y  t h e
boulder). This will open up two
doors at point a

Now fly left and shoot switch 7
eliminating the force field. Go up
and collect the  scientist f ro m
area P.

To return to base fly back to
area M but instead of going up,
fly left along passage W and up
until y o u  reach, a n d  sh o o t
through, wall 9. Air-wolf can then
return to base as before, follow-
ing the lift etc.

SaENT1ST FOUR
Shoot wall 1 in area B as before
and fly to room E. Shoot through
walls 2 and 9, avoiding the lift,
and fly down into room O. You
now have two choices:

I've had some pleas from people
who can't quite finish SORCERY
from Virgin. Despair no longer
for MICHAEL DAVIS of Wether•
by, Yorks has sent me the com•
plete solution. So here it is
A: THE WOODS. Go straight
through the door at the left hand
side,
B: THE WOODS. Go  straight
across and through the bottom
left door.
C: THE WOODS. Pick up the club
at the bottom left hand corner of
the screen. Go through the door
at the top left comer.
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in front of you as you enter will
be a face on what looks like a
piece of wood. Stand on top of it
- the face will disappear and you
can go down and through the
door at the bottom left o f the
screen.
Er OUTSIDE THE CASTLE. Go up
and across the screen, through
the top left door,
F: THE CASTLE. Pick up the
sword a n d  g o  through t h e
bottom left hand door.
G: OUTSIDE THE CASTLE. Swap
the sword fo r the gold on the
other side of the tree. Go back
through the top left door.
H: ABOVE THE CLOUDS. Swap

Breaking the Sorcery spell

J F

the gold for the key and return
through the bottom right hand
door to G. Swap the key for the
sword and kill the monk at the
bottom of the screen. Collect the
key again and go through the left
hand door.
L BY THE RIVER. Go across the
screen and land on top of the left
hand door. Now here's the tricky
bit - You have to get through the
door without touching the water
below, or you'll drown.
Jr BY THE RIVER. Push the joy-
stick straight up or you'll fall into
the river. Go across the screen
and land on the face on the log -
the face should disappear, Now
go down and through the door
to the left.
K: IN A DUNGEON. Go through
the bottom left hand door.
L: DARK DUNGEON. This room
is in total darkness except for the
flash o f  lightning. G o  about
three quarters of the way across
the screen and you will go down
and land on the cauldron. This
will replenish your energy, and
also give you a potion. Go Wick
through the top right hand door
into K. Then go up and through
the top left hand door into M.
M: THE WILDS. Go through the
bottom left door.

A

N: THE SWAMP. Push the joy-
stick straight up as you enter (to
avoid drowning) and go and col-
lect the candle. Go through the
bottom right door into M, using
the same method as used in
Go through the top right hand
door into K again, and through
the bottom left door into L again
(It will now be visible as you
have the candle). Exchange the
candle for the key, avoiding the
water, and go back out of the
room into K. Go through the top
left hand door into M, across,
and through the  bottom le f t
door into N. Go straight up or
you'll drown, and go across and
through the top left door.
0: NEAR STONEHENGE. Go to
the face on the log, drop down
and collect the poison. Go up
and through the top left door.
P: NEAR STONEHENGE. Th is
screen can be difficult, Go down,
avoiding the water, and swap
the poison for the wand. Keep
the fire button pressed to  dis-
pose o f  the  ghost. Take the
poison and go through the left
hand door.
0: AT STONEHENGE. Simply go
and land on the middle table and
you wi l l  have completed the
game - Wow.,

Firstly, you can shoot through
the wa lls and shoot the  two
switches at point R. This is very
hard - if you manage to succeed
however t h e  satellite S  fa lls
down on your power switch 10.
If it reaches the switch, Air-wolf
explodes, Therefore, you have
to shoot it in mid-flight. You can
now get to passage T.

The easier option is to posit-
ion Airwolf in a forward position
approximately at point X. You
may now be able to fly up past
the satellite. However, a l l  the
time you are in  this room you
have to watch out for the bullets
shot b y  th e  t wo  face-shaped
rocks on either side.

When in passage T you have
to fly around to area U, avoiding
the 'pinball bumpers', which fire
bullets along passage V, as best
as possible_ In area U you will
notice fa lling  rocks nea r th e
scientist bay, making it imposs-
ible f o r Air-wolf to  rescue the
scientist. However, if you shoot
through wa ll 11, and shoot the
top button, the force field 12 will
be eliminated. You can now fly

back up  again and rescue the
scientist. Return to base by fly-
ing back to wall 9 and use the
methods described earlier.

SCIENTIST FIVE
Shoot wall 1 in area B as before,
Fly down passage L but this time
quickly turn right into room Y.
Once inside you are safe from
the red boulder but now a flying
saucer will quickly attack you. As
soon as you shoot it  though, it
stops.

You then have time to shoot
through wa l ls  1 4  and  15. I f
you're no t  qu ick enough, the
saucer comes to  life  and wil l
have to be shot again to  save
'shields. N o w  descend d o wn
passage Z, trying to  avoid the
bullets. Stop A irwo lts descent
near the bottom as there is a
shooting force field. Turn A ir-
wolf left and by quick up-and.
down movements a n d  good
timing, shoot - a wa y  through
wall 16. Fly Airwolf through as
the force field disappears and
shoot wa l l  17, move  u p  and
shoot wall 18.

Keep shooting even after this
wall has gone, as each extra hit
knocks the steel bullet into the
wall opposite. During this time,
avoid the diamond shaped obj-
ect which flies around by keep-
ing it off the screen.

Now drop down again and fly
through the hole you made in
wall 17, fly up into area 19 and
rescue the scientist. Return to
base b y  fl ying  back past the
saucer in  ro o m Y, ou t  o f  the
room and down. Shoot switch 4,
eliminating the  force field, fl y
left along passage W and up.
Now use the same method for
returning to  base as previously
explained.

If you're wondering what the
buttons in room 20 do, they are
in fact no help to the mission
whatsoever: one closes the door
to room 20, the other closes the
door to room Y.

Thank you, Garry. Right. Now
you've absorbed that lot, let's
see some massive high scores
sent in to the Scorelord!
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.and how
to cheat!

Graham Robertson from K
i r k i n t i l -loch. Glasgow was among the
many other readers who sent me
tips and maps on Ainvott. But he
also enclosed something rarely
seen on 64 games today POKES!
Yes, some great pokes for cheat-
ing at Alma!,  • and it doesn't
mean blowing up your 64 by
attempting to reset

First you must start loading the
game by typing LOAD (RETURN)
instead of pressing SHIFT/RUN-
STOP.

Wait for the tape to stop and the
'READY' message to come up.
after which you should type:

POKE1010,141:POKE1011.5:
POKE1012,128:POKE101176:
POKE1014,226:POKE1015,252

Check you have typed it COM
ectly and press RETURN. Now
type in RUN (RETURN). The tape
recorder will now start moving
again a nd Al twol l  wil l  star t
loading.

After some time (just before the
coloured lines appear) the tape
will stop and the &Swill reset itself
as if it had just been switched on -
don't worry, just stop the tape.

You can now type in any comb-
ination of  the following three
things:

One:
POKE13013,169:POKE13014.6:
POKE13015,141:POKE13016,143
POKE13017,34:POKE13018,234

(Move the cursor up one line and
press RETURN)

This wi l l  gi ve you infinite
shields to practise going through
the whole course. But, you can
still get killed by the boulders so
press RESTORE to restart the
game if this should happen.

Two:
P0KE5026,252IRETURN)

This enables you to fly straight
through walls, letting you see the
whole course.

Three:
POKE5019,221:POKE5020,248
IRETURN)

This stops you getting killed by
any sprites (movisg objects)
enabling you to practise flying
through the caverns.

After typing in any, or all, of the
above you should type SYS4096
IRETURNI to start the game -
don't worry about the fouled up
title screen, as the game should
be OK.

Brilliant stuff, Graham. Anyone
else Out there got any more like
this?
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Playing tactics for ALL 64 games

Now onto a very serious set of
tips from Michael Caldwell of
Forest town. Nottinghamshire.
Michael is nearly as deranged as
us here at Zzap! so it was with
some interest these tips went
round the office

When I received my 641 from selling
my Beets. I set out to find things in
common with all games. IMPOS-
SIBLE, I heat you cry -
w e l l  i f s  
n o t _

Over the last two months I have
been researching my thrones and
secrets and will now show them to
the world! (Well, wouldn't you for a
disk drivel I. I may add that I have had
100% success and I wou Id like to hear
from anyone who fails with my tips
REMEMBER - these secrets are excl-
usive to Zzapl. so let's keep it betw
een me, the gatepost and the rwo end
half million other retioem

UNIVERSAL TIP l  , Find the round,
black three pin plug and insert this
into the socket marked POWER,
Then, follow the black lead until you
meet a heavy. square box. Go over

this box and continue.down the black
line until an obstacle is reached.

Pick this obstacle up, taking care
not to touch the three deadly pins,
and look around until you spot three
holes, Place the obstacle in these
holes (only if it fits IF.

From the obstacle, follow the route
back which you have already taken,
You must now activate the main
power source by pushing the switch
next to the plug into an upright pos-ition.

Now, providing the main energy
source has no timer on i t (mine
hasn'tl, you should have provided
the computer with endless energy
(beware as this energy needs paying
for at a later date).

I assume that most readers know
how to switch their TV on, but if not
consult expert advice. I  have encl-
osed a  simple map showing the
above.

UNIVERSAL TIP 2- Take the game
tape and place it in the machine to be
found by following the lead from the
six pin strip on the back of the com-
puter (don't forget to re-insert the
connector to the strip after you have
found it or you wilt get lost on the way
backl. Now press 'play' on this
machine,

UNIVERSAL TIP 3. Having done the
above you must do this quicidy: Find
the keys SHIFT end RUN/STOP on
the keyboard and quickly press both
at the same time. If this is done cor-
rectly then your TV screen will blank.
When this happens you ere safe

UNIVERSAL TIP 4. The hard pan is
now over and all that remains is to
take control of the machine There are
two weak points which will give you
control - both look the same

Providing you have the control
stock you can dock at either 'port one'
or *port two'. Beware, the computer
sometimes swaps from port to pert
on different games - this is to stop
you getting control for a moment mild
can often result In death.

Once you have control you are
totally safe unless you you press any
buttons, lf you do. you do so at your
own risk as I  have not researched
much further past this point.

Yeah, nice tips Mike. although you
forget to say how you get the casset-
tes out of the little boxes they come
In. Unfortunately this isn't a disc
drove/ competition so you don't win
any prizes for  your observations.
Well, maybe something front the
lucky dip

Regarding
Broadstreet
Christopher Juckes of Leicester
describes Mind Games' Give my
regards to Broadstreet as easy
and he says he can do it every
time. In the words of Chris him-
self, 'Here are some tips for con-
fused people about the game':

1 Always go to Kilburn first to
catch Harry and Ringo in Medd
Vale.
2. George always starts off at
Heathrow and arrives an hour
later at Holland Park.
3. Linda will always tend to go
to Bond Street first and return
to Holland Park later.
4. Steve will usually leave his
house about lunchtime and go
to Covent Garden,
5. Barbara usually goes t o
Sloane Square after leaving her
home and then returns to West
Kensington.
6. Sandra goes to Victoria a lot
and will always return to the
Elephant by 7 30 pm. After this
she stays in all night

I won't tell you how to do the
final screen, you can solve i t
yourselves. (Gee thanks, Chnsli

Skywalking in Star Wars
Over to Zzap's JR for tips on the
Parker Brothers conversion o f
the arcade classic.

•  On the first screen play safe.
On S TAR WARS  ther e ar e a
maximum of five ships or  laser
blasts on screen. Le t  four  t i e
fighters come on screen and
they wi l l  onl y shoot one laser
blast. Pick this off each time and
your shield will be in no danger
of depletion. Therefore DON'T
shoot the craft. If in some circ-
umstances only  one  o r  tw o
ships appear  on screen, shoot
them as quickly as possible and
then four will appear.
•  On the run across the Death
Star try to shoot all the tower
tops. This will give you a nice
50,000 point bonus. Be careful
not to run into any towers or
stray laser blasts — there isn't
too much difficulty in avoiding
them b u t  i t s  easy t o  g e t
careless
•  The trench run is the most
tricky part of the game and it's
easy to lose all your shields. For
a start don't bother to fire: not
firing at anything apart from the
exhaust port will give you a
'force' bonus.
•  Concentrate on dodging all
the trench shields, and don't
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oversteer. Skim over and under
the shields cutting it as fine as
possible.
•  Dodging the laser blasts isn't
too tricky, just move to the left
or right a t the bottom of the
trench or up and down i f the
trench shields allow you
•  When you see the exhaust
port put your firing cursor in the
middle of the trench and fire
madly. You should be able to hit
it with ease.
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017 BOOTY Arcade/Adventure
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Strange creatures emerging from the pits
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Nervous Ned's quest to serve the Brain
020 ZULU Arcade

100 golden masks hidden in a magic maze
024 GOGO THE GHOST Arcade/Adventure

150 different haunted castle chambers
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CIRCUS CIRCUS Arcade
Twenty circus rings to escape

028 ESTRA Arcade
Recover the sacred statue of Estra the Snake God

032 SUBSUNK Adventure with Graphics
Trapped on the sea bed in a scuppered submarine

034 THE HELM Adventure
An amusing, stylish text adventure

038 CHICKIN CHASE Arcade
Ruling the roost can be a hard life

041 CIRCUS CIRCUS Arcade
Twenty circus rings to escape
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002 MICKEY THE BRICKY Arcade

Four screens packed with fun
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First, a description o f  some of
the features of the silo:

SPEED MATS: Enable you  t o
attain high speeds for getaways
and jumps. Appear as striped
blue in the game.

ANTI DAMAGE MATS: You can
fall onto these without damag-
ing your hover plane. Appear as
striped green in the game.

BOUNCE MATS: When landed
on wil l  bounce you o f f  at the
same speed and opposite angle
that you hit them at. Appear as
solid blue in the game.

DEAD ZONE LINES: Pairs ot
'trafn lines t h a t  can o n ly be
crossed in one direction - INTO
the screen. Scattered at various
nasty positions about the silo
they prove a real problem if you
get caught inside a  ' loop ' o f
them, so don't.

LIFTS: To use a lift safely, move
over/into it ,  stop, and push in
the direction of the lifts arrow(s).
It i s  possible t o  hover above
them so long as you don't push
down_

LEVEL MARKERS: These appear
on the walls on each level of the
silo arid indicate your position.
Although they may only look like
an unintelligible mess they are
in fact letters and numbers and
can b e  figured ou t  f ro m the
'alphabet' on the final level.

THE SOURCE: Will always app-
ear from the left hand side of the
screen as soon as you reach the
final level it frequents. It must be
netted three t imes with  great
speed b e fo re  y o u r  co n t ro ls
become disorientated by it. Your
values of Psi and Id determine
the leng th  o f  t ime  between
bouts of disorientation, so make
sure y o u ' re  WE L L  sto cke d
before you decide to encounter
the creature.

PUPAE: A form of semi-human
energy that hasn't been broken
down into its component Psi and
Id. T h e y  wa n d e r a imle ssly
around the silo until encounter-
ed by your warrior where they
will follow him around. DO NOT
shoot a  Pupae as a ll he ll wil l
break loose and you  w i l l  be
beseiged b y  Psi and Id . An '
owandering Pupae found shoulc
be coaxed into a transportatior
chamber and sent back to  thE
surface.
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Psi
and
Id
Energy

The Id is the
raw energy used for performing
various physical/mental skills.
Without the Psi energy to con-
trol and harness this raw power.
Id energy loses its worth and an
imbalance in power is created.
The continual build up of this im-
balance is known as the STABIL-
ITY COEFFICIENT, or SC. If this
value should reach zero then the
Psi Warrior will die  and the
game is over and must be re-
started.

Capturing the Psi and Id is a
fairly simple task providing you
follow a few simple rules:
•  Don't zip around too fast as
you'll probably end up running
Into the Psi or Id and losing what
energy you should be gaining.
•  Keep the volume reasonably
high and your ears open for
sounds of approaching Psi/Id.
As soon as you hear something
coming, stop, and travel a t a
slow speed, waiting for the Ni /
Id to appear_
•  Make sure you're in line with
the Psi/Id before you shoot it —
fire a few 'line upshots' to judge
when you should fire.
•  When the Psi/Id has been
caught in your Psi net you can
then absorb its energy. The best
way of doing this is to  firstly
move in *front' of it, stop, and
press the fire button to jump
'into' the energy source a couple
of times to absorb the energy.
This proves to be an easier and
faster method than simply mov-
ing in and out of the Psi/Id.

•  To collect large amounts of a
specific energy  ty pe ,  ha ng
around the levels at which the
energy types are most abund-
ant. There are several areas of
large open space where there
are heavy concentrations o f
either Psi or Id, and because of
the room to manoeuvre you can
get lots of Psi/Id quickly and
easily.
•  Psi energy can be used to dev-
elop the hidden powers of the
mind. With a sufficient quantity
of Id energy to 'tap' four skills
are possible:
1.TELEPORTATPON: Thi s  c a n
only take place between the tele-
portation chambers around the
silo. Before you can teleport you
need to log the coordinates of
the chamber you wish to tele-
port to.

When the  need to  teleport
arises you simply press the tele-
port key and you will transport
yourself t o  the  last 'logged'
chamber. The act of teleport-
ation will deplete your Id by 20.

I usually use this feature when
in dire trouble, lacking in energy
or nets, or high in damage as the
rate of repair is five times faster
in the  chamber, and nets are
replenished.

Remember, each time  you
enter a  teleportation chamber
always log the coordinates and
save the game position.
2.REMOTE VIEWING: When in a
teleport chamber pressing the
relevant key will allow you to
leave the Psi Warrior's body and
look around the whole silo with
the joystick/keys. This is a great

help in deciding which route to
take, but now you've got the
map you won't need to use this
so often.

Although y o u  don 't  need
much Psi/Id energy to  view,
your Id energy is depleting con-
stantly, so keep tabs on your Psi/
Id.
3,LEVITATION: I t  requires a
great deal of energy to perform
the act of levitation - 256 Psi and
2513 Id minimum. Pressing the
corresponding key will  allow
you to move over obstacles or
gaps otherwise impossible to
negotiate.

The need to levitate will come
when you reach the 'Levitation
Zone'. This area (marked on the
map) consists o f  a  strip o f
bounce mats around a level of
the silo. Because of the nature of
these mats, merely dropping
down o n  the m  i s n't good
enough as you bounce straight
back to where you started. In-
stead of falling down you need
to levitate, so make sure you've
enough energy when you reach
here. It's important to position
yourself carefully before levitat-
ing as so much energy is used
performing this act.
&INVISIBILITY: Pressing t h e
necessary key will turn you in-
visible (providing you have at
least 20 Id) and confuse the Psi.
They will no longer pursue you
until you fire a Psi-net, but stay-
ing invisible for too long eats up
your Id.

Not one of the most useful
functions and, not one I recom-
mend to bother using often.

How to be a great Psi Warrior
Having spent most of one weekend preparing the Psi Warrior
map printed in this issue, I thought I might as well pass on my
tips on a game which appears to have put off a lot of people by its
somewhat complex scenario. Actually it 's a lo t  less complex
than it first appears, and well worth getting to know.



Staying in control on Mama

Phillip Merchant of Rediand, Bristol. who last month ticked us off
for our lukewarm review of Minter's MAMA LLAMA, offers some
detailed playing tips on the game.

To get used to the awkward control of t h e
-
K i l l d r o l d ,  p l a y  
a  f e w

games on the lowest inertia setting. Even after this you may feel
as if you haven't got any control over the droid, but at least it'll
look like it.

Now you're feeling a bit more confident, it's time to play some
of the screens. Here are some ups on 16 of the 100, and I hope to
get sent many more:
ATOMIC WAR. A tough screen this. You have to Kilidrold nestles
dropping from above, while you are still in the air after a jump, to
make the zap number go down.
GREMLINS. Killdroid the flying saucer while its above the Grem-
lin and it will start reproducing rapidly. Pick off the flashing
Gremlins with the Killdroid to reduce the zap number.
GRAB THAT YAK! Walk slowly left for about 20 seconds and then
as fast as you can for a further two seconds Turn around and
walk right as fast as you can for about ten seconds. If you see a

WARRIOR

yak, touch it  with one of your llamas and the zap number goes
down. Repeat until zap reads zero. Do not touch a yak with your
Killdroid.
A TRICK OF ITS FUNNY LITTLE TAIL Killdroid the wellies while
approaching the llama from behind. Do not Killdroid the llama.
RORY SAY BEWARE. Kiltdroid the yin-yangs while they flash.
then Kilidroid the Rory's.
RORY IS HERE SOMEWHERE. Killdroid the ghosts - if you can find
them!
THE RORYGENESIS DEVICE. Jump up and head butt the Rory
Genesis device the flashing heart) with a llama, then blast the
little Rorys it produces. Do not Killdroid the RoryGenesis device.
C1PPY AND RORY. Follow Cippy and blast those Rorysl
RORY ON TV. Stand your Mama Llama behind the TV and watch
Rory attack the TV, reducing the zap number.
GRENADES! Kilkiroid the little clusters before they detonate.
LLAMA ENIGMA. Killdroid the little yellow llamas
GOATEE. K illdruid the goats
THE BEAST AND THE BROADSWORD. Killdroid the beasts under
BEASTIES. Killdroid the flashing beasties.

Beyond Software are pretty  pleased
that a t  las t someone's got round to
publishing a  Ps i Warrior map. So to
mark the occasion they've agreed to let
us offer copies of this remarkable game
at a whacking E5 discount!

Do your eyes deceive you? They do
not! The E5 voucher pr inted on  this
page will allow you to buy a copy of Psi
Warrior for  just E4.95, instead o f  the
usual pr ice of  E9.95! That's got to be
good value by anyone's reckoning.

This is  what y ou do:  Cut out  the
voucher, and post it to us together with
your name and address, and a cheque
or postal order for E4.95 made payable
to NEWSFIELD Ltd. We will then rush
you the cassette version of the prog-
ram. The address to send off to is: Psi
Warrior offer, hap Mail Order, 1-2 King
Street, Ludlow, Shrops, SYS 1AQ.

Psi Warrior at half price!
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K N O C K O U T
A I l i g t . ,  E S . 9 5 c a s s ,  j oy s t i c k  onl y.

•  B o x i n g  g a m e  w i t h  v a r y  l i m i t e d a c t i on

Near the end of • round the boxers strugg le to get In
one last punch.
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all-time favourite arcade
games, P u n c h
-
O u t ? !  
E r ,

no. This is a very, very simple
boxing game.

It puts you in the ring to face
either a friend or computer opp-
onent. You view the ring at rope
level w i th the  boxers being
shown in profile. At the start of
each o f  the  four one-minute
rounds the boxers are placed in
their respective corners. When
the bell sounds they move out
and you take control of one of
them, You can move your man
forwards and backwards only,
making this  effectively a  2 D
game.

You hi t your opponent by
pressing the  fire button and
moving the joystick either left or
right for left or right hook. If you
want to put your guard up then
press fire button and push up.

G H E T T O B L A S T E R
V i r gi n ,  I EB. 915 cl ass,  j oy s t i c k  onl y

•  S t r u t  y our  f unk y  j oy s t i c k
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away what it's all about—
really funky music in a

streetwise, hip-hop town.
Funky Town is where i t all

happens and this is represented
on screen as 3D streets with
buildings in the background, a
pavement a nd roadway. O n
these swinging sidewalks app-
ears Rockin' Rodney and his
ghettoblaster. Rodney has to
collect ten demo tapes from the
dancing parties in the town and
deliver them to the offices of
Interdisc so that a record can be
made_

Our soul brother first has to go
in search o f  batteries for his
blaster from an electrical supply
store. Once he's got them he has
to find a tape to play. Tapes are
found behind the  doors  o f
houses which are visibly puls-
ating with the beat.

Once you've got a tape in your
blaster you can turn it on and
one o f  te n funky tunes will
boogie its way out of the 64. The
next part is to blast other people
with the music to get them danc-
ing (you just have to  fire at
them).

When enough people a re
dancing you can deliver the tape
to Interdisc and set off in search
of another one. The ten tapes all
have to be collected before your
on-screen tape counter reaches
999 otherwise the vinyl won't hit

•



There are no other actions poss-
ible: no body blows, no ducking.

As you hit your opponent you
will see a bar increasing above
his corner. When this grows to
its full extent and reaches the KO
mark your next h it  wil l  knock
him Out and win you the game.
But the rate a t  which the bar
grows depends on his stamina
which a lte rs f ro m g a me  t o
game.

The idea of the game is to win
the Wo rld  Heavyweight t it le .
First you have to win the Europ-
ean Heavyweight title by beat-
ing t h e  compu te r opponent
three t imes — each t ime  you
challenge him he gets harder to
beat. Having done this, you are
given a password and you have
to load the other side of the cas-
sette.

To win the world title you go
through e xe c
-
4  t h e  
s a m e  
r i g m
a -

role as the European title fights.
but i f  at the end o f  the th ird
round, i f  you have a knockout
win you 're  g iven the  t it le  o f
Heavyweight Champion o f  the
World.

This game is graphically very
impressive but sound, like the

gameplay, is highly disappoint-
ing: only a good bell sound and
a whop as a boxer is hit.

I remember a little
Casio calculator

boxing game which
had more movement

potential and
challenge than this,

Don't be misled by the
nice graphics - this isa

very poor boxing
game Indeed I 'd

advise anyone to wail
till the boxing games

from Elite and US
Gold come out before

4 1  - , buy ing this one. '
,

JR

tirw
this a f t e r
seeing the initial
screen shots The
gameplay I found

incredibly limited and
ends up being realtv

'motive_ The weird
ding also seems

rather p a s
your op d o n ' t
chan
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appropriately tot
game— it certa
put me to sleep. The
best thing about this
game was the bell

noise but there was
little else in the way of

sound The large
anaemic boxers were
simple to look at and

control, and the game

bocame boring very quickly.
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POWERFUL UTILITIES FOR
YOUR "64
-THE BEST RANGE OF UTILITIES FOR THE 64. WRITTEN BY PROFESSIONALS—SOLD BY PROFESSIONALS

All pr ices i nc l ude  P & P  a n d  V A T .  S e nd c he que .
Postal O r der  ot Cr edi t Car d No.  Cr edi t Card orders
accepted by  phone .  Cal lers w el com e,  Wi de  r ange
at goods stocked.  Tr ade enqui r ies w el com e.  Euro-
pean or de r s  s e nd  pr i c e  a s  a dv e r t i s e d.  O ut s i de
Europe 1E2.00 for  ai r m ai l .  Ma i l  or de r  t o  Evesham
Shop please.

MICRO CENTRE
BRI DGE STREET,  E V E S HAM.

WORCESTERSHI RE
Tel : 0386 49641

MICRO CENTRE
1756 PERSHORE RO AD,

COTTERI DGE,  BI RMI NG HAM.
Tel : 021-458 4564

vlea ets"111
iiiKorporaten9 M enu Maker

m ow SVEN FASTER

Speed Lip your 1541 disc drive  Mdth this n e w
program Loads Most programs at C r im e s nor-
mat speed f  flemb4e package that allows you to
incorporate a  m e n u  a n d  f a st  lo a d in g  o n
yo u r a w n  d iscs Also  includes a file ex Marge(
f Of programs pu t  o n  d isc w it h  -
D i s c i ,
-  T H E
tape to  diSC Warty). arlOther wa y Of rnalring fast
load d ist  programs ONLY 111.95
Now operates with printer or second

Disc Drive connected.

DISC DIS E CTOR V
-
1 • 0A t  las t a r os i l y  p o w e r fu l  dis t c ope, a. u t i l i t y  program rocceiodrates a

range of powerfur programs includes -
F a t t e o p y "  
T a k e s  
j u s t  
4  
s t i n t i l e s  
t o

read a l l  wr ite a w h o l e  d i m  " e r r o r  Copy "  0 , n a t i c  sty reads arid writes
MI error types. now you can make a sei.urity bark up of those evensere bus-
iness program C k c  more dun na ives dist loading urnie ve r
yuseful " F i b  C opie r " mows s e le c tiv e  o w i n g  k r .  dirmtcey -
T r a c kan d  S e t i t cw
- a  
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r  
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i rk; u se fu l u t i l i t l e S_ V i e wb ase ,  F as t  F o r m a t ,  L i m a r a t c h ,  D i s c  M o n i t o r ,
N e m na ile r indoo. ne ttlio,  Pennine . Scratcher. Disc to Tape
aid Tid y if  you have a 1541 you vgarn n e a  Dnector Supoled d iSC
Viith Via instructions

ONLY  E E C'S

TAPER
A power ful  uti l i ty Wor ks
with almost all normal speed
software

OU IC K D IS C

O NLY  C5-95

DO L IE L E R

tape  Rack Up Deirite

eicludts h a rd w a re  a n d  so f t w a re  T h is
a m a zin g  n e w cassette port  adaptor a llows
you t o  m a ke  b a ck u p  co p ie s o f  " t u r b o

-

so f t w a re  Te st s h a ve  p roved  1 0 0 %  su c-
cessfu l. Requ ires access t o  t w o  casset te
decks T h e  sp e cia l so f t wa re  genera tes a
brand new machine copy onto one deck
Willie loading from the other f a st  a nd re li-
a b le . they said it  cou ldn 't  be done

ON LY £ 1 2 .9 5

COM M ODORE  CONNE X ION

Connect a ny 'Centro, no type
printer to  your -
6 4 . 
P r i c e  
i n c l u d
e s

lead and software on  cassette
w it h  special d isc conversion
program

S im ple  t o  us e  a n d
v e r y  r e a s ona bly  pr ic e d.

ON LY  E l 4 .05

3M SCOTCH DISCS
Lifetime guarantee Box of Ten

SSIDD. E16.00 O S / D a  E23.00

FAS TBACK
Pos t  1 1
-
0 • El  
( M i
n t y

onvert y our  s low loading s oftwar e to
h igh  speed load  with  Fastback The
most sophistica te d program c4 its
l yp e  M e w %  y u u  I S  p ro c k K e
' d i n g s • r r s i o n s  o 4  m o s t  S i n g l e  a n d
m u lt ipa rt  software t ru t  load in d e -
p e n d e n tl y  or fastisock• S imple  rouse
no progra ra nstng skill  ne e de d
rxrunple Loan T i l e  1
-
f o b b i t  o f  
•  
M a n i c

Miner • i n  IS O s ec t Tr ied  ar id pi ...led
loser 2 0 0 0  sold 'i
A  ve ry profe ssiona l progra m.

ON LY  £ 0 .9 5

R OC KET
Fed  u p  w e l t i n g  fo r programs to
load and save 1 Rocket rs a u t ilit y for
the programmer. speeds up  loadrng
and savirkj by about S t ime s while
still M owing  for normal speed oper-
ations. D o e s n o t  affect the  speed
of BASIC as no wedge is used Pro -
grams can  a lso be saved w it h  h igh
speed system to re loa d inde pe n-
d e n t ly. A  m ust  f o r  senous p ro -
grammers WrIO have no disc dove.

ON LY 1 7 .9 5

D IS C O
YHIE tnr e  to  WIC us e r n

We  g u a r a n te e  tha t din is the  be s t
tape r o  l i i  o t i l i ty  o n  t r e  m ar k et.
V e r y  e a s y  t o  u s e  n o  p r o g r a m .
m i n g  I f  n e e d e d
Automatically handles device num.
bee
s 
a
r i
d  
M
u
l
t
i  
p
a
n  
p
r
o
g
r
a
m
s  
P
r
o
-

grams a u t o  l o a d  a n d  r u n  once
transferred and can also be made to
lastiksed wail ° Wi l i am  Handy
for making your o wn  disc programs
auto  r un

O N L Y  t9 . 9 5

BI G MO UTH
the s u p e r b  n e w  s p e e c h
syn t h e s is  p ro g ra m  f o r  r ile ' .
6 4Uses -
s p e
a k "  
a
s  
a  
b
a
s
i
c  
c
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m
-

mand. Very easy to use Can be
incorporated into your basic pro-
grams Wor ds ar e  entered i n
phonetic English, ie spelt as they
sound. Therefore vocabulary is
unl im i ted G r e a t  f u n  a nd
good for educational purposes.

ONLY £7.95

DATA INICORDelt
A d e d i c a te d  data recorder designed tor use

on r oe CEM 64 pi' y e  -10 Sperairoloon as
C2N Out w i t h  paus e  b a t t e n .  M odel

avai l ab l e  i o r rh o . F IL /S4  o r 1 6  A t  s.aree•
p o re

tAT I S P ACrI O N GUARANT E E D.
ONLY  111 .95
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T A S K M A S T E R
C r e a t i v e  S pa r k s ,  £ 2 . 5 0  c a s e ,  j oy s t i c k  or  k e y s

S e v e n - s c r e e n  b l e s t  w i t h  s ur pr i s i ngl y  good  gr a phi c s
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GHETTOBLASTER

e
r
e

The zombies are closing in but a few well placed
blasts should get you to the dawn.

are some •
superb, original

• h e s  to this game
that give it high

immediate appeal.
Both sound and

graphics are great and
enforce this hook but

due to the lack of a
true scoring system I

can't see myself

t
e
l
,

ppon' back to it that
often.

•

'' , • • ,  man, ft
, .
• r etur ns but this time

he's rockin' I found
collecting the tapes to

be great fun and
sending all those

--• . crusty men dancing to
, t hos e  brilliant runes
' w a s  one big giggle.

The only trouble is
that it gets rather

• bor i ng to play after a
while

the streets on time.
Rodney can cross the street to

get to the houses on both sides
of the road or use junctions to
change streets. He  can also
wander around the two parks
full of trees, bushes and magic

T
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budget releases f r o m
Creative Sparks that go by

the very fitting name of Spark-
lers. It's a simple shmup spread
over seven different scenes.

Despite the  cliché scenario
(you have fallen in love with a
beautiful princess and in order
to win her hand in marriage you
must complete seven tasks set
by her father, the King) the game
is in fact a cross between High
Noon and Robotron.

Before you attempt a  task
you're told what you must do in
some very classy and authentic
antique script. You start the
tasks in the centre of the screen
and can shoot or move in one of
eight directions_ Each screen
consists o f  a n  appropriate
graphical backdrop, depending
on the  task, a nd plenty o f
shooting.

These backdrops are graphic-
ally very good, as are the large,
but fairly detailed and well anim-
ated sprites. The sound isn't so
hot though, consisting of little
more than a few 'byoos' when
you fire.

On some screens you not only
shoot anything that moves, but
you have to pick things up as
well. On others it's a simple case
of blasting to survive and on a
couple the nestles actually fire
back!

You have a bonus at the start
of a task which is 'hit' related - 10
points are deducted from the
bonus whenever y o u  mis s
something with a shot, so you
have to be accurate. If any bonus
exists at the end of a task then it
will be added to your score.

GP

mushrooms.
The longer he takes to deliver

a tape the more people he has to
make dance before he can del-
iver the next one. This is made
even tougher by some of the
inhabitants o f  the town who

Streetwise guide to Funky town folk
TONE DEAF WALKERS wear
black and white stripes and travel
at the same speed as you. I f
bumped into they vandalise your
blaster,
BANDITS OF THE BEAT have
spikey hair and big bps and travel
as fast as you. They'll steal your
tape if they catch you.
THE PSYCHO KILLER has an
enormous spokey hair-do and
travels slower than you If he gets
to you, you've had it.
GANGSTERS OF NE  GROOVE
move much slower than you but

blend in with the other inhabit-
ants of the town. They'll also steal
your tape if they get close.
JUMPING JACK FLASH wears
black a nd whi te stripes and
flashes. I f you can collide with
him he transports you to a tape',
Interdisc, depending on Mud'
you need.
BUSTY BLOND appears once
you've delivered several tapes
and also ends your game if bump
ed into with the line 'she loved to
love you baby'll)



I Survive a night alone in the
valley of the zombies. The sun
sets behind the castle in the hills
and hordes of mortified looking
zombies mill out from the sides of
the screen, Shoot as many as
possible and stay alive before the
sun rises

2. Slay the Wizard of  Dabbit
Wood. A fairly effeminate wizard
materialises at a random point on
screen, fires at  you and then
dematerialises, leaving you little
time to destroy him

3. The four sacred statues from
Vampire Mountain are randomly
placed on screen in front of a bats
cave. Quickly collect them..avoid-
jog or  shooting the bats that
attempt to stop you

A Wipe out the devil worshippers
of the Temple of Demons Evil
monks come out from the edges
col the screen onto an impressive
Stonehenge style backdrop, fir-
ing in all directions in an attempt

to ki l l  you_ Shoot a  certain
number of monks to move on to
the next level.

5. Destroy the ancient spirit stone
of the  Runes o f  Tygorth. I t
appears on screen as a  small
object guarded by large numbers
of spirits.

6. Steal thefive ritual skulls from
the village of the Northern Barb-
arians. Walk around the screen
and try to locate the right five out
of the many placed randomly
about. Avoid or shoot the vicious
Barbarians before they shoot
you.

7. Your final task is to get to the
wedding ceremony at the Castle
of the Birdmen. The entrance into
the castle is blocked by aggres-
sive birds that kill on contact.
Shoot and avoid the birds and
sneak into the castle doorway to
take the Princess's hand in mar-
riage — ahl.

Most of the screens
are quote simple and
enjoyable to 9/ay.
although the two

where things fire back
are rather tricky and!
found the final screen
well nigh impossible.

This playability.
combined with some
nifty graphics and a

low price. means
Taskmaster is one
cheapo oar)* that!

wouldn't feel
ashamed to be caught

buying.•

This cheapo game
gives plenty of fun f

your money. Blast
your way through the
various screens of evil

baddies to win the
Princess's hand in

marriage, The
graphics and

animation are pretty,
good, but the sound

grotty. Plenty of
challenge to keep yo
killing the meanies at

a really low price.

1

1
may damage t h e  b laste r o r
wreck i t  completely. Damage
can be repaired at a repair shop
but a total wreck means game
over,

A map of Funky Town is incl-
uded in the instructions and all

l•found the music
great and the whole

game idea really
refreshing, there's
even some great

playability thrown in.It reminded me of
Broadstreet in many

respects but has much
more tor you to do. It
suffers slightly from

only having the
number of tapes

collected as a scoring
system but still

provides excellent
entertainment_

the st ree ts h a ve  so n g  t i t le
names l i k e  Electric Avenue,
Baker Stree t and  Strawberry
Fields.

The display is split into your
view of the street and a ghetto-
blaster co mp le te  w i t h  t a p e
counter, vo lu me  a n d  battery
strength. A status line between
the t wo  (the blaster's handle)
gives updates on the game with
song titles, cute comments and
the occasional helpfu l b i t  o f
information.

The tunes in  the game are
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7 0  g e t  you engrossed
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you busy
.

excellent and mostly very differ-
ent. They only play when you
have a tape and batteries. Not
only that but there is a complete-
ly different title tune as well.

All the characters are done in
detail f rom groover Rodney to
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I can think of less
infuriating games

1 1than this but not•Ipa .of better value. I
f  e n j o y e d  the seven
p s c r e e n s  and good
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hectic shmup action I
thought movement

was a little slow which
carr be annoying - •  '

, when you're trying

I d e a l  with a bunch° .,
killer monks or

' ruthless  barbarians
•' G o o d  value though

ant/great to see
another company

entering the cheap°
market.
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TEST

the aging aging fuzzy breakers who
roam the streets. If you hit one of
the ordinary people with  your
music t h e y  s t a rt  boog ie ing
around t h e  st ree t  i n  sh e e r
delight.

BIN

R110111NITY
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TEST

DAMBUSTERS
US Gold/Sydney, E.9.95 cass, £14.95 disk, joystick or keys

You ma y  remember tha t w e
already printed a review of this
game last month. You may also
remember a  statement in  that
issue, rushed in at the last min-
ute (p69), saying that our copy
had turned out to have bugs in it
(thereby r..-idering a  coup le
parts of the review, including the
ratings, a little inaccurate).

That's why we're now printing
this addition to that review, and
a revised ratings box. However
the discovery o f the bugs was
interesting in itself. This is what
happened.

We (and Commodore User)
were g i v e n  p re -p roduct ion
copies of the game by US Gold.
When we first saw it, like every-
one e lse , w e  we re  stunned.
Great graphics, superb auth-
entic atmosphere, etc. But after
extensive play, certain frustra-
tions set in: you seemed to die at

66 ZZA P !  64 Ju l y  1985

random a f te r being h i t  b y  a
single piece o f  flak, and when
you died, there was nothing to
indicate wh y ,  n o r  h o w  we l l
you'd done. You just had to start
again.

We passed on these criticisms
to US Gold. They contacted the
programmers in  Canada wh o
then telephoned us in some dis-
may for further explanation.

It was only as a result of that
phone conversation that it  was
established that our copy (along
with the other copies in Britain)
was seriously defective. Unfort-
unately at that stage we only had
time to  rush in  our stop press
statement. But now we've had
plenty of time to assess the fully
working, fi n a l version o f  the
game which  was rushed over
from Canada.

Basically, two  major niggles
have been cleared up y o u  no
longer die from single flak hits
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and the game doesn't just lock
up on dying. The flak now only
causes gradual damage so that
you may eventually lose an eng-
ine o r two, thus affecting the
plane's performance.

And now when you die you
are given a screen showing your
status when you died with num-
bers of flak hits, planes shot and
encountered, searchlights shot
and flown through and barrage
balloons shot o r avoided. You
are also told exactly WHY you
died.

Another th in g  t h a t  wa sn ' t
evident in the earlier copy is that
your front and tail gunners can
be put out of action by the night
fighters. A  hail of bullets shatt-
ers their screens and you are left
with the noise of the whistling
wind. You also don't have an in-
finite ru n wa y a n y mo re  and
almost p e rfe ct  take-offs a re
required.

-4•••
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ics.g a p p r a e a ;ct sh
a sn u ko se t r a b t f h e
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LokarrAseury
76% The whoOe mission writ  take

a lo t  of cracking

So basically, the game is now
significantly mo re  interesting
and enjoyable to play: we have
been able to reach the dam from
Scampton airfield, slipping up
only on the final bomb run due
to having a damaged aircraft.

A couple of minor annoyances
remain: there's still no score or
rating given at any stage. And on
the cassette version, when you
drop the bomb you don't see it
skipping across the  wate r o r
exploding, b u t  o n ly a  cross
marked o n  the  dam showing
where the bomb would have hit.

Despite th is, we  reckon the
game's worth a  few extra per-
centage po in ts,  a n d  thereby
clears the BO% barrier value for
money, turning it into a worthy
sizzler. Sorry for the confusion,
but one good result is that the
bugs w e  experienced we re
stamped out before the game's
British release.
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these unique and
complex fi gh t ing  -
machines.  Here is your chance to do wha t  few p ilo ts have the
privilege to  t ry.
Depending on your skill, confidence and courage, you have the
choice o f  remain ing  near the  landing pad, learn ing  to  hover
and land, or venturing higher to practise your approaches.
When you th ink you have mastered these, then accelerate the
Jump Je t in to  an a ttack fi gh ter.  Use the  radar and range fi nder to  seek and destroy the
enemy, b y  launch ing heat-seeking a ir-to -a ir missiles. Beware !  His radar and missile
systems are as good as yours. Reckless pursu it  is ill-advised: you mu st  ma in ta in  a fue l
level tha t wi l l  enable you  to  re loca te  and re tu rn  to  the a ircra f t  carrier,  executing the
skills you have learned to  achieve a successfu l landing.
You are n o w ready to  proceed to  the next skill leve l to  face addit ional hazards, such  as
unpredictable swe ll and treacherous cross-winds.
Be warned, th is p rog ram is no t a to y o r game. You  wi l l  need to  co-ord inate  your hands,
eyes and min d  to  successfu lly comp le te  each mission .  Do  no t  hope to  achieve in  a
short t ime  tha t  wh ich  took the au thor three years to  learn as a Ju mp  Je t  p ilo t ,  and
over a year to record on this computer program.

CIII:1

Written by
Vaughan Dow
Jump Jet Pilot

1
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4
4

TRADE ENQUIRIES: ANIROG SOFTWARE LTD UNIT 10 VICTORIA INDUSTRIAL PARK VICTORIA ROAD DARTFORD KENT (0322) 92513/8
Moil Order: 8  HIGH STREET HO RLEY S URRE Y  2 4  HOUR CREDIT SALES HO RLE Y  02934 6083  Poyment by: P.O. - ACCESS - VISA
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LANCASIED D M A I / I I I  (DAM DUSTED'It's 21,15 hours on the evening of May 16th, 1943. A flight of specially
prepared Lancaster bombers is leaving &LK Scampton for Germany.
After months of planning No. 617 Squadron areat last embartmg on an operation destined to change the course of World War

Your objective is to destroy the Mohne, Eder and Sorpe dams, thus crippling Germany's industrial heartland
This detailed and authentic simulation allows you to play the part of PILOT, NAVIGATOR, FRONT o t rin n ,  REAR GUNNER,BONHAM= and PUGET INGINRIII
You fly at low altitude over Europe, on the lookout for deadly ME 110 night fighters, dodging barrage balloons, searchlights and nail. At

the target you'll need all your nerve and skill to control the aircraft and release your deadly payload whilst under enemy attack.
Game features include. SUPERB GRAPHICS & SOUND • REALISTIC JOYSTICK CONTROL • ra ms  SCREEN & INDICATORS •

MULTIPLE SCREEN NAVIGATOR'S MAPS n o n  6
, R E A R  G U N N E R  
S  S C R E E N  
•  
B o n  
S I G H T  
S C R E E
N  
•  
E N G I N E
E R ' S

INDICATORS,
Game Package includes: Comprehensive flight instructions, maps and confidential documents including authentic material by Barnes

Wallis and Wing Commander Guy Gibson.
Designed and Developed by Sydney Development Corporation. Licensed in conjunction with International Computer Group. Manufactured in the
U.K. by US. Gold Limited, Unit 10, Parkway industrtal Centre, Heneage Street. Birmingham 57 4LY Telephone: 021-359 8881 NH:  337268.
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C O N A N
U S  Gol di Cke t e l sof t i  £ 1 4 . 9 5  di s k
s  j o y s t i c k  
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Gold's 'Fa mo u s Faces'
range puts you in the sur-

real world of the fi lm character.
Conan the Barbarian_ In a similar
fashion to Bruce Lee you have to
work your way through various
platform screens to  seek and
destroy the villainous Volta.

On each of the seven screens
there is an exit. On the first two
screens it is clearly marked and
all you have to  do is run and
jump your way to it. After level
two you start having to collect
gems and put them in their hold-

ers before being able to go out of
the screen. Sometimes a door
may unlock or something may
appear tha t  you  can rid e  on
which will take you to the exit.

The fi rst few screens o f  the
game are reasonably easy, but
later o n  th e  going gets ve ry
tough as you have to  ride on
bubbles and destroy dragons.
On levels six and seven there are
Van De r Graff generators and
stars which need to  be struck
with your sword before turning
into gems.

You have three men and ten
swords at the start but you have
a chance to earn more of these

Conan has to get from the top right to the bottom
left using the tree Platforms and ladders. Watch outfor the water and the spikes thou

Ifr
I always thogght ,  I t ' s  a shame Ott
an was beg, strong g r a p h i c s  and game-
crude until l f e e l  ate so abysmal —
'sprites° used o t h e r w i s e  this would

this game: small,, b e  a good game As it
flickery and crude' s t a n d s  it plays

fwell at least they go f r u s t r a t i n g l y  slowly
something right'), The '  with fiddly control. *
game itself wasn't a A l t h o u g h  some
lot better than the s c r e e n s  offer plenty of

graphics: a fairly run . . c h a l l e n g e  and ponies,
of the mill platform i i  t h e  fact that there are
game with tacky o n l y  seven is very

controls and nothing d i s a p p o i n t i n g  Iota , i
tto bring me back for d i s k - b a s e d  pmgram. I
more, other than to ,  j o u n d  it too frustrating
write this comment. '  t o  be classed as a

decent game

on later levels. You can do this
by picking up the swords lying
around and catching the friendly
bird which flaps about the more
inaccessible part of the screen.

The graphics are pathetic —
they wouldn 't  go  amiss on  a
1982 game. Indeed, they appear
to have been designed b y  a
ZX81 graphics programmer, as
the main character features an
annoying flicker. The sound is
disappointing too :  t h e  actual
notes are great but the voices
used are unimaginative, reedy
and grating.

Animation i s  appalling —
Conan looks more  like  a  70s
trendy: he 's wearing bell ends
and has long hair. The various

P R E S E N T A T I O N
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CONAN'S
ENEMIES

There are various wicked creat-
ures which lust after Conan's
blood- There also exist some
traps in which Conan can lose a

BAT: this flaps about and follows
a distinct pattern. Earn 750 points
by killing it with your sword.
DRAGONFLY: The same as the
bat with similar score.
LEAPERS: These drop from the
screen and wander down to the
bottom of the screen Kill 'em and
you'll get 1.000 points apiece
DRAGON: Flaps up and down the
screen and must be destroyed for
you to continue. You also get a
meaty 2,500 point bonus for each
one destroyed!
EYEBALLS: These chase you
about and have to be dealt with
like the dragons They too are
worth 2,500 points
CRAWLY THINGS No.  not Oric
owners — scorpions and the like
They cannot be destroyed but
must be jumped over. They kill
you on touch so don't go near
them.
POOLS. LAVA and SPIKES: Jump
these and don't fall into them

I nasty creatures trundle about
I with hardly a pixel moving and

the scenery is drab with few
colours and details

JR

hunky hero
n't look up

much but he's a
deceptive. The ac
is quote compuls
and I wasn't put

too much by the y
graphics. I enjoy

some of the ideas hke
bubbles and the

boomeranging
along with the ot

Bruce Lee-like
platform action.
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There are ordy seven
screens and despte beingtough they wpm t  last long.
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Whir* note looks happily at an advancing deadlysnake.

I N F I I R L I N U R D
U S  S old/S y dne y .  ESL 915 case. E 1 4 . 9 5  disk. Joystick only

•  2 0 0  s c r e e n  pl a y i ng a r e a  c o l l e c t - e nd - dodge  ga m e
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game ma y lead yo u  t o
believe that it's the great-

est 3D naval battle since Beach
Head, Well, it isn't.

Operat ion Swordfi sh puts you
in command o f  a  submarine
with the task of destroying the
allied invasion fleet before i t
attacks the Mediterranean coast
Your sub is slightly crippled: it
can't dive, only submerge slight-

O P E R A T I O N  S W O R D F I S H
B r i t i s h  S o f t w a r e ,  2 9 . 9 5  c a s e ,  e l  1 . 915  disk„  J oy s t i c k  w i t h  keys.

•  D i s a p p o i n t i n g  t w o - s c r e e n  s hr nup
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ly, so you have to fight off the
enemy on the surface.

There are two types of enemy:
planes and boats. Boats fi re at
you and d rop  depth charges.
Planes drop torpedoes and also
fire at you. If any of these hit you
they wil l  add to  your damage
factor, too much and your sub
will sink for good.

You have two options to fend
them off: a machine gun on the

OR Ic s iN A Lniv

H O O K A B I L I T Y
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patriot ism g ives way
4 4 %  t o  boredom

2 9 0 /  p
l a n e s

top o f  the sub and torpedoes
under water, each controlled by
a different screen— you have to
quickly switch from one screen
to the other so you can dispose
the allies before they sink you.
The machine gun gets rid of the
advancing planes and the torp-
edoes destroy the ships which
move back and forth across the
screen.

When you're in torpedo mode

,. Boring, boring,

i t
i l
t
o
r
,

ng_ This game is
baaaaad. Two boring

, t ypes  of screens with
only the venation of

the method of
destroying things.

Graphically pretty bad
and aurally abysmal

with a forlorn ping .. .
ping. . . ping and a

few eeeeaaaw chukka
chukka chukka

b0000m noises as thu
planes trudge over
and are shot down.

There's a heap of v 0 . 1
0 *

better games at a filth
of the price
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Hamish Pupkin, Naples
Yertz, Hooseby Nu rd

and Melvin Lugby. These intrep-
id n u rd s a l l  have  propellors
screwed to their heads and are
constantly in search of food for
their rumbling nurd-guts.

You control one o f  the four
nurd brothers and have to nego-
tiate 50 rooms of obstacles pick-
ing up food on the way. Each
room i s  abou t  f o u r screens
large, the screen scrolling to fol-
low the action.

In each room you have to col-
lect four pieces of food — nurds
eat anything that doesn't glow
— before you can move onto the
next room. The rooms come in
five levels of ten, the last level
only being accessible through a
codename ga ined  f r o m  t h e
previous four.

You control your nurd in two
main ways, walking around and
flying using the propellors on
his head. There are limitations
on the flying — you can propel

you have a cursor under your
control. Move the cursor over a
slow mo vin g  sh ip  a n d  fi re :
boom, g l u g  g lu g .  Shoot ing
down planes is a bit more fun.
Your gun  can move  le f t  and
right. Pulling back on the joy-
stick raises the gun and pushing
forward lowers it. Firing a steady
stream o f  bullets towards a
plane usually brings it down.

That's it i t ' s  all you have to



Nasty nurd
nobblers

These are the enemies to avoid:
SLINKY SNAKES: move horizont-
ally, reverse when they hit obst-
acles, lethal to touch,
JUMP BUGS: move in unpredict-
able patterns, lethal to touch.
BUG EYES: rotating eyeballs.
move vertically, reverse when
they hit obstacles, lethal to touch.
GLOBS: move similarly to jump
bugs, lethal.
SPUDNIKS: l i t t l e  wr i ggl i ng
Potatoes, follow patterns, lethal
BOUNCING B A B Y  BI LLI ARD
BALLS: appear singly (may not
be lethal) or in lethal hordes gen-
erated by BLOPPERS and sucked
up again by ANTI-BLOPPERS.
NIPPLE O F DEATH: pulsating
spike, lethal.
BLINKING BONKERS: regularly
appearing a n d  disappearing
force walls, lethal.
KILLWALLS: non-moving obstr-
uctions which are still lethal

•

1

upwards from solid ground, but
as soon as you release the fire-
button y o u  d ri f t  back d o wn
again — your propellor can't be
restarted in  mid-air, The on ly
way you can reverse a  down-
ward drift is by using a 'retro-
boost' jet, but you are limited to
just one of these per room (un-
less you find a 'blast mat' which
gives you another). Th is adds
greatly to the difficulty of dodg-
ing the various enemies.

Your nurd initially appears in a
'synthetic wa fe r-a ided  e c t o -
plasmic sludge  bubble ',  b u t

do. S h o o t  t h e  sh ip s wh ich
trundle back and forth across the
screen, and  b last the  planes.
Boring huh? OK, so the game's
far from easy with your sub usu-
ally being sunk very quickly, but
it is so dull with  only the two
screens both containing basic-
ally the same action.

JR

after t h a t  h e ' s  i n  constan t
danger. There are lots of glow-
ing obstacles that, i f  touched,
will cause his head to fly away
(under 'auxilia ry n u rd  p o we r
supply'!) or he may starve if you
don't get him to food in time.

You can have up to four differ-
ent nurds with three lives each,
an extra  o n e  being awarded
after each completed room. The
fifth level is filled with the Ultim-
ate Feasts b u t  i t ' s  incredib ly
tough even before then.

There's a  monotonous tune
that plays during the game with
the occasional nice sound effect
The graphics are mostly plain
although t h e  monste rs a n d
obstacles are detailed.

BW

The instructions arid
scenario are funny but
when I started playing
1 realised if was just a

straightforward
pattern game. I found
the going certemly got
tough (with all those

rooms to solve. it
would take a very
time to finish but
humour is the best

part of the game. The
action seems dated

and the stop-go !cello
the game isn't aNvays

very compulsive.

Another one of the
slick..yet•dull

American arca
imports. Mee

graphical touches, b
not really containing
enough gameplay to
keep us tough British
garners interested for

very long. Plenty to ',.
, explore, but suffering
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• syndrome. Once
learnt you can go
rough the same old

screens in the same
old way.
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_ death' — I ask you.), •
found it became a •

' ouch frustrating and
itioring alter a while,

due to having to
repeat the same

patterns again anti .
. . aga in  every play.

i
-

however the playing k
area is certainly very
large, and there are

some good touches -
especially the sick bit
: when Heetesh dies!
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This tacky deviant oakBeachhead left me '-
disappointed, The
graphics are okay

except for nor
showing torpedoes
but the two simple

screens didn't giveme
enough to do, It wes
very difficult to know
how to avoid getting

hit, and a cursor on the
gun would have been
appreciated. About a
year and a half behind

e r n e  tim s I reckon,

_

A plane zooms over and drops a depth charge whileships start to move across the screen
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J O N A H  B A R R I N G T O N ' S
S Q U A S H
N e w  G e ne r a t i on ,  £ 7 . 9 5  c a s e ,  j oy s t i c k  or  k e y s
.• 1 3 p o r t s  s i m ul a t i on  w i t h s p e e c h
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early days of Pong to the
' realism of Matchpoint and

On-Court  T e n n i s  a n d  n o w
squash has done the same.

The game gives you the view a
Spectator would have from be-
hind and above the court where
the two  players are. You can
play against the computer o r
another player or even put the
game into demo_

-The p laye rs a re  an imated

I eMoyeci this new
sports simulation and

11., once I got the hang of
the timing and gettingto the ball, fluent
rallies were possible.

The speech isn't as
good as ImpossibleMission or
Ghostbumers and it
seems superfluous, I
think this may well be

a hit with sports
tp
,  
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,  
m
y  
o
n
l
y

disappointment being
the lack of diagonalmovement.

quite well with even the sweaty
creases i n  th e  sh irts moving
around. However they don't run
too convincingly and don't res-
pond to  diagonals on the joy-
stick.

The ball can be put on one of
four speeds with red being tile
easiest. At this speed the com-
puter gives a good game while
on a yellow fast ball it is incred-
ibly mean.

You hit the ball just by press-
ing fi re  a n d  i f  you 're  close
enough to it, it is automatically
hit. The timing of the stroke can
determine the speed and angle
of the ball, there being six angles
possible.

All the usual rules of squash
apply w i t h  obstructions a n d
outs. You can play one, three or
five game matches with the win-
ner of each having to reach nine
points.

The score is constantly called
by Jonah Barrington and the
quality o f  the speech is pretty

72 ZZA P !  64 July 1985

e speech got rather
rating after a while

and your man falling
on his bum every time
he was hit by a squash
ball was annoying
Control was rather

fiddly and the
graphics weren't

particularly amazingbut nevertheless this
is bound to appeal to

64 owning squash
players.

e excellent speech
and realistic ball

movement gave me
some initial intelast
Umpteen games later
/wasn't so impressed!
didn't feel as if !mere
truly controlling the

shots (especially
when going for a ball
coming from the lett -
the racquet stays to

the tight!). This made
Squash an unrealistic

and annoying
simulation for me to
Nay, and I think
stick with the liquid

variety.
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good 'too, a lthough i t  does
sound a little muffled. Just like
he's speaking through a pane of
glass, which he is of course.

There isn't much colour with
the players wearing white  and
yellow but the ball is black and
big enough to see easily.
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vark hits the 64 with  this
250 (25)(10) screen epic. A

long forgotten robot-controlled
factory situated on the edge of a
solar system sets the scene.

The factory has worked away
automatically f o r  a  hundred
years, t h e  robo ts harmlessly
carrying out their menial tasks
until n o w.  A  powerfu l a lien
force, possibly jealous of Earth's
riches, has invaded the factory
and reprogrammed the robots
so they can destroy our planet.

Your job is to enter this hostile
environment and discover the
Control Centre where you can
disable all the automatons. In a
climate suited t o  robots yo u
have to fight your way through
zero gravity, diverse temperat-
ures, floating swarf and through
the many weird and wonderful
screens to achieve this.

Armed with only a space suit
and a laser you have a formid-
able task ahead of you. There is a
jet cycle for you to use once you
have found and collected it. Col-
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Just  two Objects to your
pocket

Indicates drrechon o f
contro l room  T h e  pause mode alloy,

you to save you r pos4dor

lect it, did I say? Well, the robot
guarding it  isn't going to give it
up easily, not without a few bul-
lets being bounced about, any-
way.

Once you  have go t  the  je t
cycle you r mission can really
begin. Don 't  spend too  much
time admiring the view, get to a
pipe and move up or down it (if it
isn't blocked off).

At th e  bo ttom righ t  o f  the
screen there is a scanner/map.
This shows the  adjacent two
rooms in each direction, a total
of 25. It doesn't reveal what is in
the rooms but you can clearly
see the entrances and exits to
them, so you are able to  plan
your moves ahead. The map will
flash a room red if a dangerous
'megaswarf is  residing with in
and yellow for the control room.
There are other colours too, but
you have to work these out for
yourself.

The pipes which link the var-
ious rooms are zero gravity lifts
forming a  large and complex
system and allowing extensive

An instant cult cISSe.c rill, a p t  atmospheric backdrops, plenty of
action and lots loge, your grey matter clanking back into action,

c  • T h e  sound was slightly disappcontirkg but the music on the title
screen complements the game perfectly A huge playing impa will
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pretty much an essential part of playing the game I  loved thas
game and although rather obscure at times, should gather a  cull

following

74 Z Z A P
1
6 4  
J u l y  
1 9
8 5

"I Ler-A.71 c t i v r  vouciaiNo,AK? h ke rr oitumitE • • •

A map o f  the neares125
rooms, won, yours in  thecentre

exploration and access to most
rooms. If there are no pipes then
there are usually doors either in
the left or right hand walls which
allow you to enter the adjacent
rooms.

On your travels through the
factory you wil l  see much old
and abandoned  ma ch in e ry.
some of which may still be work-
ing. There are CRUSHERS which
clang u p  and  down and wi l l
flatten yo u  i f  you're careless

Swart  --
shoot or avow'

Careful timing
requtred to
pass th is cru sh ,
,

Oxygen
supply healthy

enough t o  st ra y under the ir
mashers. O d d  r e v o l v i n g
SCOOPS grind  away in to  the
night and CONVEYOR BELTS,
harmless but progress-slowing,
trundle a lo n g  t h e i r  in fi n it e
paths. COMPUTERS t o o  t ick
away the long hours to  them-
selves, bu t most are purely a
decorative p a rt  o f  t h e  land-
scape

There are also rooms contain-
ing large machines wh ich  a l-

Und• •  scr een
there is x  i n i n g  your
status report_ This is what i t
shows.

SUIT STATUS This shows you
how many leaks you have in your
suit. The more leaks you have,
the faster you will lose oxygen.
Your oxygen is represented by a
bar above the status box. Let it
diminish to zero and you're dead

a•at There are canisters of oxy-
m which you can pick up when
iur air is low.

4TCH STATUS: Shows how
any you're carrying. Patches
a vital to stop you losing °sy-
n. If you have no patches you
Rinse oxygen. You can pick up

patch pac a
patches. -
life. One word of warning - if you
are already carrying between 80
and 90 patches don't pick up any
more. You can only carry 99
patches so if you picked up an
extra package, most would be
wasted,

CHARGE STATUS. This deter-
mines your laser power. Let it get
to zero and you won't be able to
fire Y o u  can pi th up  extra
charges but again, no more than
99.

POCKET STATUS; This tells you
what is in your pocket_ See main
review for more details.

Spacesuit status box



Despite its Slightly dated feel st i l l  enjoyed the exploring and
blashng of this aardvark. It certainly matches the complexity and
size of other recent games and provides plenty of challenge !a lso
enjoyed some of the funny and weird touches, except for Marvin

who depressed me no-end.

i n
t !
t
: t
a i
n
e  
E
S
.  
9
5  
1
3
1
S
•
S
s  
i
0
1
/
1
=
Z
Z
I
L
k
e
Y
1
.
•  
•  
-

.••

•  M a s s i v e  2150  s c r e e n  r o b o t  f a c t o r y  t o  e x pl or e
•  D e v i o u s  puz z l es ,  c l a s s y  gr a phi c s ,  l ong  c ha l l e nge

though standing standing static may have
mysterious purposes later on in
the game. Large ELECTRICITY
GENERATORS, a  NUCL EAR
REACTOR and  it s  ENTRANCE
ROOM are just a few of the high.
ly deadly locations.

Some ro o ms  conta in  o d d
robots which have escaped the
ravishings of the aliens and are
still friendly, and these will help
you solve the game.

As you wander around the fac-
tory you mig h t  see an object
lying around. Move over it and
you'll automatically p ick i t  up
and it will fall into your pocket.
This pocket is represented by a
box on screen. I t  shows what
you have picked up. If you'd like
to examine t h e  ob ject mo re
closely, press space-bar and a
cursor wil l  appear in  the box.
Move the cursor over the object
and press fire. You wi l l  get a
read-out te lling you  wha t  the
object actually is.

These objects have to be used
to Sc" Je puzzles throughout the
game, and the only way to corn-

plete this game is to use all the
objects. At first you will only find
a few objects. But give one o f
these t o  t h e  correct f riend ly
robot a n d  h e  w i l l  g ive  yo u
another object. Use this to solve
another puzzle and you will gain
yet another piece! Eventually
after solving many puzzles you
will, hopefully, be able to gain
access to the Control Centre and
then disable the robots.

When you start the game you
are given eight lives. You can't
earn any extra lives but there are
supplies lit te red  a ro u n d  t h e
factory which you can pick up to
prolong your current life.

The main cause of death for
your m a n  i s  su f foca t ion .
Throughout the factory there are
thousands o f  pieces o f  razor
sharp SWARF floating around
randomly. Yo u  have t o  shoot
this flying debris: if you touch it
it will make a leak in your space
suit. Th is wil l  be indicated on

The rest* of
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Beg and boring. I first thought. How wrong I was - perseverance
proved rewarding as I found Strangeloop was big, but certainly
not 30 duff. Despite  weaft sound and little help on the instruction
side 'which didn' t make it easy to get into the game) , I  towid the
excellent graphics a nd puzzles made it an enjoyable and atmos-

pheric aardvark to play
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complexity

screen. If you are earring some
patches the  puncture w i l l  be
automatically fixed. When you
run out of patches, though, you
will start to lose oxygen.

The more punctures you have
(up to a lethal maximum of 99)
the faster you will lose oxygen.
The faster you lose oxygen the
less time your man will live, so
blast that swarf!  Occasionally
you will come across a MEGA-
SWARF. Th is giant swa ri wi l l
chase you a t high speeds and
give your spacesuit more holes
than a sieve.

If you want to map the game,
the space bar will pause the act-
ion and te ll you  the  location
you're in_ It does this by refer-
ring to the factory layout which
is a 10x25 screen complex. The
programmers have marked the
top 0 to 9 and down the side A to
Y. You can then work out your
position in  the factory: eg M2
iwhere you start) is in the bot-
tom le f t  hand region o f  the
factory.

O R I G I N A L I T Y
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The humourous
nature of the game

gives it instant appeal
and addictive

qualities. It's a touch
repetitive, I'll admit
but it's still enjoyable

to play and some
immense scores can
be achieved rapidly.

12.50 seems a meagre
sum to pay Iota game
-4- o f  such class.

Great fun is this. What
goes on behind thedoor with the heart

will not be mentioned
(there are minors
reading) but your

guess is as good as
mine! Great graphics,

tun b and gameplaVmake it a real winner
AND it's only (250.

•  A  l i t t l e  F r a n c h  n u m b e r  t o  m a k e  B u s b y  bl us h
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fun, addition to Firebird's
growing silve r range —

they bought it  from the French
and it shows.

Essentially there is only one
screen although, as you will see,
there i s  so me  important o f f -
screen action. The screen is the
inside of a hen-house, complete
with nests, grain and door to the
hen's boudoir'.

You contro l a  cockerel and
must do all the things that cock-
erels like to do: eat grain, peck at
rats and worms, and um, well
take part in the aforementioned
off-screen action which you inst-
igate b y  moving  through the
door t o  t h e  b o u d o ir a f t e r
Madame hen.

While in  there a  jo l ly  tune
plays, and red hearts appear on
screen — up to a total of ten if
you wait long enough! Mon ami,
what can zis mean? Then the
cockerel staggers out (yes, liter-
ally) and must eat the grain lying
around, T h i s  w i l l  g i v e  h i m

76 ZZA P !  64 Ju ly 1985

further v ig o u r and speed f o r
chasing o f f  nasties and ,  e r,
doing other things.

Meanwhile Madame lays her
eggs in the nests at the top of the
screen (there are ten nests in all).
These must be allowed to hatch
and need to  be protected from
the various predators that roam
the vicinity. Snakes, rats, hedge-
hogs, stoats and racoons are all
after your pride and joy.

The snakes are the fastest of
the group and are a real pain. All
of these nasties can be driven off
with a swift peck, but increase in
number and speed as your score
rises.

If all ten nests should become
empty — through either all the
eggs hatching or being stolen —
then Ma d a me  wo n ' t  b e  t o o
amused and will let the cockerel
have it with her rolling pin.

Occasionally a  wo rm makes
an appearance f r o m b e lo w
ground, and a  hefty bonus is
awarded if it's caught before dis-
appearing.

C H I C K I N  C H A S E
Fi r e bi r d ,  E 2 . 5 0  c a s e ,  J oy s t i c k  or  k e y s

Wonderfully , t
tirreverent sense of - -

humour from our best
of enemies across the
channel. I don't think
it's got a great deal of
testability since in the
end the action doesn't
change that much, but
it's fun and funny and

worth buying.
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V A L U E  F O R  M O N E Y

7 9 Greet impact and excellent

L %  h ig h  scoring potential

The graphical representation
of the inside of a hen-house is
very good. The sprites too, are
good and although large and a
little blocky, effective. Another
high p o in t  i s  the  g rea t t it le
screen picture of a winking cock-
erel. Th e  sound  effects a n d
tunes are as good as the graph-
ics and a re  pu t  to  good use
throughout the game.

Oh, and I mustn't forget the
game instructions which brill.
iantly and humourously reflect
the game's French origins. 0oh
la la. Ees magnifique!

P R E S E N T A T I O N  O R I G I N A L I T Y
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meet the Gang!

ST EVER-MULTI-ROLE ARCADE ADVENTURE
Includes Hit Single on reverse "Everyone's A Wally" performed by Mike Berry

Spectrum 48K E9,95
Commodore 64 E9•95

Amstrad CPC 464 E9.95
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COMP
Win a Virgin games bundle!

Match the pictures and you could pick up five titles, a T-shirt and acalculator

Here's an opportunity to get a nice fat bundle of software through your front door,
because we're giving away AVE big 64 titles from Virgin to no less than 20 people.

Each winner will receive a parcel containing the company's latest releases:
STRANGELOOP, GHE170 BLASTER, GATES OF DAWN, FALCON PATROL II and
SORCERY. And in addition, the first five winners will get a Virgin T-shirt andcalculator.

Entering, as usual, is a piece of cake. Just look at the five labelled pictures (A-D).
Each of these is taken from part of the cassette inlay of one of the games (number-
ed 1 to 5). Your task is simply to match the picture with the game.

When you've matched all four, write down the letters in the right order on the
back of a postcard or stuck down envelope and send it to us, making sure to include
your name, address and T-shirt size. For example if you think Sorcery is picture B,
Strangeloop A. Gates of Dawn C, Falcon Patrol II D, and Ghetto Blaster E, write:
BA,C,D,E

Send your entry to: Virgin Competition, Zzapl 64,  1 Church Terrace,
Yeovil, Somerset 8A20 1HX. (You can include this entry with other mail or
competition entries, provided it is on a separate card or envelope, and is marked
with your name and address.)

All entries must reach us before July 15th, when we will draw out the winners
from the correct entries. Only one entry per household is allowed.

The games to match
1. SORCERY. Colourful, mufti-
screen arcade-adventure i n
which you control a flying witch
and mus t crack s ome  very
tricky, energy-sapping puzzles
Tips and a map in this issue

2. STRANGELOOP. A great siz-
zler of a game reviewed in this
issue. Explore over 250 screens
of r o b o t  factory, shooting
enemies and trying to solve the
puzzles which wil l  give  you
access to  the  central control
mom.

3. GATES OF DAWN. Also an
exploration game, and a  very
unusual one at that, 3D action,
plenty of locations — but what
are all those mushrooms doing?

4. FALCON PATROL IL Great,
blasting action as you fly over a
scrolling desert landscape des-
troying enemy aircraft. A  64
classic, firmly established in our
top 64,

5. GHETIO BLASTER. A great,
funky title from the authors of
the Taskset classic Jammire.
Rockin• Rodney has to collect
music tapes, and each comes
with its own foot-tapping tune,
See our review.
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Gumshoe Gary has two pairs: sevens and threes,and will definitely raise the bidding.

P O K E R

Understanding
your opponents

Each person in this game has
certain characteristics, which you
can discover by carefully watch-
ing t he comments printed on
screen as each makes his move.
For example, you'll notice that
Doc Holliday winks a lot at Moll
the barmaid when he thinks he's
got a rotten hand and is trying to
bluff his way out

On the other hand Matt Dillon is
consistently good and does all
sorts of things to foot you.

Once you get the swing of the
game you can have a really mean
game of poker and bust the play-
ers of  all their money which is
great fun!

0  Fi ne  s i m ul a t i on of  t he  ga m bl i ng c a r d  g a m e

S moke-filled saloon with six
dubious characters look-
ing slyly at each other and

you're al l  a lone in t his  hos t i le
environment. Life is as cheap as
a game o f  cards and perhaps
you'll be shot. There's nobody to
help you and nowhere to run to.

That's the atmosphere gener-
ated by  this  program whic h of -
fers all t he features  o f  real-life
poker, t he g a me  in wh ic h  y ou
have t o  t ry  t o  obtain certain
combinations of cards, and then
make a  bet according to  how
good you think your hand is.

There are six characters who
Challenge y ou  ar id t ry  t o  take
your mo n e y .  Y o u  s t a r t  w i t h
MO O  and unless you're as care-
ful as they are you'll soon find
your money disappearing.

As i n  r e a l  p o k e r  ev ery one
takes turns to deal and five cards
are dealt to each player. You can
then view your five cards and
Sort the hand out. Init ial bets are
made and everyone dec ides  in
turn whether to stay in, raise the
pot or t hrow out their hand.

Once t he  pre l iminary  round

•

,

15%

68%

Deal noise and
occasional gunshot

y A u s e  F O R  M O N E Y
Perfect for those with  a reckless gambfing streak

'i1111111,L1/46 Is MP
KOK —  ktbutarril i-eor

t p  44 ocAr • •••

Although the graphics
aren't spectacular, the
sound isn't stunning

and the whole gameis
rather slow, it still has

plenty of character
and provides a great
g-ame of cards. If you
find yourself bored of
zapping then this (San

excellent way to
spend a Sunday

afternoon.

has taken p lace the rea l fun
starts. Perhaps  y ou' re tak ing a
risk on a low hand, but  who else
is t o  k n o w?  Bluf fi ng l i k e  t h is
work s  somet imes ,  but  don' t  t ry
it t oo  of t en.  I f  y ou want ,  and
when everyone is ready, you can
discard up to three cards to try to
improv e your hand.

Keep a n  e y e  o n  wh a t  t h e
others  are doing too_ If someone
doesn't discard anything it usu-
ally means he 's go t  a  pretty
good hand. B u t  b e  warned,
some o f  the computer players
will also bluff.

P R E S E N T A T I O N  a m o i e w m a r e

'/St tIgmeoctdIcrute.ZolZout O A  b e
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6 1  %  ' o n  tee m e  nmoney a d

ILASTAISILrTY

67% Lots o f  cash to
p lay with and great
it  you like cards.

The r o u n d  c ont inues  w i t h
each p lay er  ei t her rais ing t he
stakes ( b y  8  dol lars  a  t ime) ,
t hrowing in their hand or asking
to see the others' hands (and
matching t h e  curren t stake).
This is where you find out who
really has guts.

When no one wants to raise
any higher, a ll the hands still in
the game are revealed and the
highest  c ombinat ion takes  t he
pot.

JR

TEST

Howdy yawl? I just
mosey'd on down to
tell ya what I thought

about that there Poker
program. Well one

things far sure those
cowboys play a inhand of five card stud
and I'm sure or Moll is
cheatin'andtellin"em
what I've got. In fact
things git much
I'm a gonna have tit
start playin' StripPoker cos'it's easier ta

beat and the
opposition' s o  mite

p re t t ie r

CAN YOU WAIT?

y a w
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How to squeeze an arcade
into your 64
The trouble with arcades is there's a limit to how many 10p pieces you can keep
pushing down those greedy machines' throats. Owning a 64 can put paid to such
probiems. There are a stack of excellent arcade clones available on the 64, the
cream of which are detailed on these pages by arcade fanatic JULIAN RIGNALL.
Although JR can recommend any of these titles, he's also rated them on their
graphics, sound and on how well they resemble their arcade 'big brothers'.

C1110TRON
Anirog, E7.95 sass, one or two
joysticks
This superb clone of Robotron
2084 has all the features and exc-
itement of the Williams original.

You are the Cybotron, a mutant
human, in the not-too-distant fut-
ure Robots have taken over the
earth and are hunting down the
last remains of the human race.
It's up to you to save them all,
while blasting the robots to king-
dom come.

When you start you are pres-
ented with a  screen filled with
robots, your Cybotton, and two
humans wandering about. Pick
up the humans by running over
them and blast the robots, while
avoiding the obstacles littered
around the screen,

You control the game using
either one or two joysticks_ Two
gives true arcade feel — one is
used tor movement and the other
to direct your laser stream. Using
one joystick will make the Cybo-
tmn fire i n the direction he's
moving.

The graphics are almost ident-
ical to_ but slightly larger than the
original. The high score table is
excellent, with the facility of stor-
ing 100 top scorers, just like the
original. The sound, too, is similar
to its bigger brother, with the
right sort of blasting and zapping
noises.

There're 100 waves to chail-
enge your reflexes and dexterity
to the utmost, and even by wave
10 the going Starts 10 get very
hefty!

—Ri gnal l  Ratings—
Graphics 81%
Sound 69%
Arcade feel 92%
Accuracy 86%

highscore: 243.000

GYRUSS
Parker Brothers, £24.95 cartridge,
joystick only
This classic, albeit expensive arc-
ade conversion, is a superb impl-
ementation of  the video game
original

Its a fast and furious 3D shoot-
ern-up as you battle your way
back through our solar system to
reach Eartfl. You move round the
edge of the screen in a 360 degree
arc_ Aliens stream out from the
Centre of the screen and at later
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levels spiral in from the edges
Blast them all to progress to a

higher wave, each wave getting
more and more difficult. After
every few waves you have a
chance stage to boost your score.
Destroy as many of the norefinng
aliens as possible to get a bonus.
Destroy all 40 of them and get a
special 10,000 bonus.

As you get further into the solar
system, past Jupiter and Saturn,
things start really heating up with
a myriad of aliens swirling about,
dropping bombs and generally
making a nuisance of themselves

The graphics are faithful to the
original, and the sound i s  a
superb rendition of Bach's Toc-
cata and Fugue. There are also all
the correct explosive noises, and
L0000ms as the aliens go over.

— R i g  nail ratings—
Graphics 81%
Sound 96%
Arcade feel 90%
Accuracy 92%

JR highscore: 1,328.550

SPACE PILOT
Anirog. E7.95 cam, joystick and
keys
nme Afar was a minor hit in the
arcades around 1982. This vers
ion provides a good challenge
and a good old fashioned blast.

You pilot a fighter jet which
flies i n any direction through
moving clouds, blasting various
enemy aircraft. There are five diff-
erent stages. You start by tackling
the biplane fighters of World War
I, progress through the mono-
planes of WWII. the helicopters
and jets of the 70's and 80's and
end up with the Flying saucers of
2001.

On each level you have to shoot

a certain number of planes before
a big craft of that period appears.
Shoot that to move onto the next
period. Paratroopers occasionally
appear which you can pick up for
bonus points.

Overall, like the arcade version,
the sound and graphics leave
something to be desired, but are
quite adequate. The movement is
smooth and the action satisfying.

—Rignal l  ratings—
Graphics 61%
Sound 34%
Arcade feel 79%
Accuracy 81%

JR lowscore: 110.000

HESGAMES
Thom ENH/Hesware,1127.95 disk.
joystick only
This one has a different approach
to Summer Games. Out of the
seven events three: 100m sprint.
110m hurdles and long jumps, all
require waggling power. Even so,
there's still skill involved whilst
you're pumping away

The other events are archery.
diving and  t wo  categories o f
weightlifting. These events re-
quire t iming and quick reflexes,
similar to some of the events on
Track and held

Again this isn't a copy of the
arcade machine, and has a differ-
ent scoring system, but  wi l l
appeal strongly to its fans, mak•
ing a  nice complement to the
CluiCksilva/Epyx program.

Rignall ratings—
Graphics 86%
Sound 76%
Arcade feel 89%
Accuracy N/A

JR highscore: NA

GUARDIAN
Alligata. s a s s ,  joystick and
keys
One of the best known and most
perplexing arcade games. Will.
lams' Defender, is cloned in what
must be the best version on any
micro.

Guardian puts you on a barren
two-way scrolling landscape. You
have to protect eight humanoids
from the six marauding weird and
aggressive aliens,  Us ing t h e
scanner, a miniature radar scan of
the planet, seek and destroy the
hostiles. I f  y ou ' r e  careless
enough to let all your humanoids
be stolen then your planet ex-
plodes leaving you in hyperspace
to battle it out with all the aliens
and the very dangerous mutants.

The graphics arid sound are
totally faithful t o  t he original
machine, down to the last pixel. It
even contains some of the bugsl
You should only play with keys
this giv es  incredibly  realis t ic
'arcade feel' — even if the novices
say that it's better to play with a
joystick!

—Rigmil l  ratings—
Graphics 79%
Sound 47%
Arcade feel 96%
Accuracy 98%

JR highscore, 796,000

PETCH
Anirog, 05.95 cass, joystick and
keys
The cute game Pen90 has quite a
few conversions available for the
64. This version f rom Anirog is
the best by  far, and is  copied
down to the minutest detail,

Petch puts you in the s now
shoes of a penguin who is having
the misfortune of being chased
around an ice cube filled playing
area. You can shunt the cubes
around and sling them at the pur-
suing Snow Bees. squashing
them with a satisfying 'squelch'.

There are also three magic
cubes on the playing area: push
these together in a line for a 5,000
or 10.000 point bonus, A bonus is
awarded for speedy disposal of
the badches and i n between
screens while your time bonus is
calculated a set of penguins will
do a little dance for you.

Sound and graphics are ident-
ical to the arcade original, even if
they are slightly slower. A nice
tune, Popcorn, plays throughout
the game and doesn't become
annoying.

Graphics 69%
Sound 65%
Arcade feel 86%
Accuracy 93%

JR high-score
. 
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TAPPER
US Gold/Sega, E9.95 cast. 612.95
disc, joystick and keys
The licensed version of  the fast
and frantic beer-pumping, glass-
sliding arcade game.

You are a barman in charge of
four bars and of course it's your
job to keep the advancing cust-
omers happy by  s liding t hem
drinks and  collect  t he empt y
glasSes slid back to you. Sounds
easy? Not when there are loads of
them, each gasping for a drink!

Filling t he beer glasses and
slinging them down the bars to
get rid of the customers is easy on
the first level, the cowboy bar. On
subsequent levels the punk bar,
sports bar and alien bar the going
gets really tough with customers
pouring through the doors_

In between bars  is  a  great
bonus round where you have to
remember which can of drink is
empty af ter it 's  been shuffled
around. Guess wrong and you get
soaked.

Graphics on this conversion are
stunning, large and detailed and
great jingles play throughout.

- -Ri gnal l  r ati ngs--
Graphics 89%
Sound 76%
Arcade feel 81%
Accuracy 93%

JR lowscore: 111.000

MR DIG
PAlcrodeal, 68.00 cass, joystick
and keys
The largely uncopied Universal
game, Mr Do, is represented here
in a reasonable conversion from
Microdeal.

Although originating from Dig
Dug it expands on the scenario
and provides an exciting and fast
game. The idea is to collect all the
cherries f rom their underground
patches, o r  des t roy  a l l  t h e
monsters. Th e  lat ter i s  done
either by clearing the earth under
Iarge apples Causing them to fall
on your pursuers in true (Mg Dug
fashion, or by throwing a magic
ball at them, which will blow up
oft contact.

To liven things up the monsters
mutate into even worse things
which gobble everything includ-
ing you. On later screens you
have a chance to earn extra lives
by hitting a special monster label.
led with a letter on its chest, Spell
out BONUS and an extra life is
yours.

This Microdeal release isn't tot-
ally faithful to the arcade version,
the graphics aren't too hot in fact
but the tune is great A variety of
skill levels  make u p  f o r  t he
graphics.

—Rignal l
Graphics 81%
Sound 70%
Arcade feel 62%
Accuracy 73%

JR highscore: 563.000

SUMMER
GAMES •
GuicksilvatEpyx E14.95
119.95 disk, joystick only
The eight events in this game in-
volve skill, patience and in one
instance speed. Some o f  t he
events are based loosely around
those in Track and Field I and II,
having the 100m sprint from I and
the skeet shooting, pole vault,
100m freestyle swimming and
gymnastics of II. Added to this are
high diving, 4X400m relay and
freestyle swimming relay.

The game doesn't score like the
arcade game but  you have the
option t o  play eight players at
once and go  f or  those world
records.

Graphically this  is  a master-
piece: the animation of the run-
ners and the backgrounds of the
events are superb. Sound is great
too, choose which country you
want to be from the wealth of opt-
ions and if you win the national
anthem will be played.

This is not essentially an arcade
style conversion but will appeal
universally to Trackand Field fans
who like a bit of skill to challenge
them.

—Rigna l l  rat ings—
Graphics 91%
Sound 79%
Arcade feel 86%
Accuracy N/A

JR highscore, NA

STELLAR 7

cass„

US Gold. E9.95 cass, E1235 disk,
joystick and keys
Although not a true copy of the
Atari arcade classic, eattlezone,
this takes the original garne one
Step further.

The or ig ina l  v ec t or (wi re -
frame) graphics  are  faithfully
reproduced in this game and pro-
vide an excellent fast and realistic
3D effect. The theme of the game
is to blast as many of the alien
craft as possible before moving
onto the next sector. There are
lots of different types of  hostile
vehicles, radar and gun emplace-
ments and even two sorts of fly-
ing craft which are a far cry from
the missile, saucer and two tanks
in the original

All the craft vary in intelligence,
viciousness and number of shots
it takes to destroy them. When s
sector is cleared a warp-gate will
appear. Go to this and you will be
spirited away to the next meanie-
infested planet.

Tho graphics are superb, and,
there's a fantastic mission bri
ing session, Sound is disappoint-
ing! just a few bleeps and bloops
and a n  ear-wrenching nois e
ivhen you are being transported
to another sector.

Graphics 82%
Sound 31%
Arcade feel M%
Accuracy 87%

JR lowscore: 7.100

EAGLE EMPIRE
Alligata, 0. 95 cass. joystick and
keys
Anyone who frequented the arc-
ades a few years ago will remem-
ber Phoenix .  Th i s  excellent
conversion to the 84 by the author
of Guardian. and is again accur-
ate to the tiniest detail,

The game puts you against five
waves of the Eagle Empire, clim-
axing with the giant Eagle fort
ress. Th e  fi rs t  t wo  screens
present you wit h galaxian-type
birds making kamikaze attacks on
your craft The next two screens
look harmless at first, just eggs
floating about the screen. Bull
These hatch int o giant  eagles
which swoop and attack you in
horrific fashion.

After this is the Great Mother-
Ship. Destroy this and move on to
the next challenging level.

Sound is pretty disappointing,
nothing l ike t he screams and
explosions of the original

- -Ri gnal l  r atings--
Graphics 63%
Sound 31%
Arcade feel 82%
Accuracy 84%

JR highscore: 59,000

DECATHLON
Activision, 69.99 c a m  619,99
disk, joystick only
Although no true arcade Frac*
and Field exists for the 84, there
are some denvatives of this game
which in a way improve upon the
original theme

Activision's Decathl on i s
probably the one most like the
original arcade game. This is def-
initely a 'raw power' game — the
essence is on the speed you move
the joystick left and right The
faster you do the better you will
score in the 10 decathlon events.
although some of the throwing
and jumping events also require
timing skills.,

The graphics and sound are
certainly far better than on Daley
Thompson's Decathlon, although
not as good as the more expens-
ive vers ions f rom Epyx  and
Hesware.

Rignall rat ings—
Graphics 78%
Sound 72%
Arcade feel 93%
Accuracy N/A

JR lowscore: 10,958

\col'
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Things have not beenr unni ng smoothly this month,
fellow adventurers, and I must contess to not quite
feeling myself Something to do with the vast number
of hours spent in a NA Og 0 n hold with a Babel fish in my
ear. So it you notice a certainworld-weariness in this •
month's chronicles, please make allowance. And do
not despair — the White Wizard will be back to his
usual eccentric and lovial self in the very near future.
For now though,  let us press on wi th this month's

'  gatheti ng oi bewildered souls • • •\
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hat better place to start than with Castle Black-
star, one of the greatest adventures ever to
grace the humble Spectrum and now at last on
the 64? Using an Infocom-style screen layout,
scoring and move counter, this  classic text-
only adventure has you roving about the
'fantastic' Middle Ages.

I record my early disastrous experiences:
After waking from my troubled dreams and being told by a
pretty lady that I should go out and find a certain orb for her, I
find myself in a dry valley nearto a castle. Alas I am also near
to a large forest and spend many moves blundering round it. I
have no objects to drop and mark my way, having lost them
all as (I blush) a penalty for uttering oaths. This  latter is an
excellent touch, but programmers really should try to dis-
criminate between foul-mouthed orcs who deserve every
punishment they get, and those such as I who let slip only the
very occasional improper remark.)

After giving up all hope of escape I accidentally take a
wrong turning and stumble upon a gingerbread cottage. My
joy is turned to sorrow a few minutes later when I am turned
by a witch into a small, pink, wriggling worm! Great goblins
alive, I am not used to being treated like this! But luckily, after
being eaten by a bird, a goddess, bless her soul, takes pity on
me and restores me back to my wise and wonderful self.

Back I go to the castle only to find that the woodland has
grown over my previous route and I am back to square one,
lost! Never mind, I relish a challenge. I am pleased to report
that after a few games I have been able to enter the castle and
really get going.

Castle Blackstar has many interesting locations—there are
plenty outside the castle as well as within, Indeed in many
ways it is up to the standard of most disk-based adventures—
both as complex and absorbing. The vocabulary is very good
with plenty of opportunity to use more than just two-word
inputs. There's also a good line in responses providing
variation and interest. Not to mention plenty of sarcastic
comments which crop up unexpectedly and are quite
amusing.

One annoying feature is that it appears impossible to
restore the game to the start position without actually
reloading. The White Wizard believes this shows inadequate
allowance for human failure, especially in an adventure as
difficult as this,

But despite this quirk_ Castle Blackstar is a really great
cassette adventure that should become a classic, I'm
expecting my mailbag to expand by a few more inches
because of it.

CASTLE BLACKSTAR
CDS, £6.95 cass

Atmosphere
Interaction
Lasting Interest
Value for Money

72%
79%
82%
81%



all 64 owners who prefer games involving typed commands rather than wiggled joysticks.

ext a look at this month's disk-based
adventures. I feel I can begin by saying that
there's now absolutely no excuse not to buy a
disk drive, other than complete, abject
poverty.

Let me explain. I have just spent the last
seven days in the very back of my cave,
isolated from the rest of the world, doing

nothing other than to play the latest release from the wonder
programmers at Infocom, Hitch Hiker's Guide to the Galaxy.
My verdict? Absolutely WIZARD!

I feel I have no choice but to tell you about it at length, even
though it is vastly expensive and not yet widely available in
these isles. My hope is that someone will soon rectify this
situation.

Like the other Infocom games, Hitch Hiker's has no
graphics. Yet it must rate as perhaps the most witty and
ingenious, adventure ever. For a start it includes one of the
largest vocabularies yet seen by me. Indeed its handling of
words is so convincing you often feel you are engaged in
genuine conversation with it. The most improbable entries
you can come up with are often greeted with appropriate and
sometimes hilarious responses. T y p e  'Kiss Ford' and it
responds 'This is a family entertainment, not a video nasty.'
Type a command after you've died, and it responds 'You keep
out of this, you're dead.'

The descriptions of the locations and of events which take
place are also brilliantly witty and perfectly capture the feel of
the book on which the game is based.

Another great feature is the Hitch Hiker's Guide itself
which, once found, can be used obtain useful or at least
humourous information on almost any of the large number
of objects and characters mentioned in the game. Even on the
rare occasions when it has nothing to offer it comes up with a
suitable response such as 'That section of data was
destroyed during an office party last night.'

As is the case with all Infocom adventures the packaging of
Hitch Hikers is absolutely superb. Included in its price,
amongst other things, are peril-sensitive sunglasses and
pocket fluff(!).

I did not look too becoming in the peril-sensitive
sunglasses, which are supposed to protect your eyes from
any sort of horror by turning completely opaque at the first
sign of danger n o t  the sort of thing a keen and fearless
adventurer like me should wear. Mind you, throughout the
game you could well do with a pair of these zany specs.

You start the adventure playing the role of Arthur Dent who
wakes up on the worst day of his life with a tremendous
hangover, a condition the White Wizard is not unfamiliar with
after a heavy night on the Pipistrelle '56.

An aspirin, and a few more moments of exploration later
and you discover that you are in the same situation as in the
start of the Douglas Adams book a  bulldozer is about to
knock down your house, and, more importantly, a fleet of
Vogon ships are about to destroy the earth to clear the way
for an interplanetary highway.

Early problems include how to avoid being killed by a flying
brick as your home is crushed, and how to escape the earth's
destruction with your friend Ford Prefect.

A basic knowledge of the book is helpful at this early stage,
but before long the adventure takes some highly original
turns and offers a series of difficult and brilliantly conceived
puzzles.

One of the best involves trying to secure a Babel fish from a
dispenser in the hold of one of the Vogon craft. You won't
believe the deviousness of it. /don't believe the deviousness
of it. Later still, by discovering and activating an improbability
drive, you even find yourself taking on the roles of other
characters in the game in completely different time periods,
and encountering such beings as the Bugblafter beast of
Traal which is so stupid it thinks that if you can't see it, it can't
see you.

Needless to say the number of locations is vast, and the
game also features a useful scoring system, which often
gives clues as to whether you've made a giant step forward or
a massive blunder.

CAN YOU WAIT?
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With this game's humour, size and attention to detail, it can
be only said that it is destined to become one of the all-time
classics. All I wish is that someone would get a move-on and
start importing it pronto, preferably at a slightly lower price!

Atmosphere 97')/0
Interaction 96%
Lasting interest 95%
Value for money 74%

Atmosphere 89%
Interaction 31in/.
Lasting interest 60%
Value for money 73%

Atmosphere 46%
Interaction 48%
Lasting Interest 37%
Value for money 42%

HITCHHIKER'S GUIDE
TO THE UNIVERSE
Infocom, E30 plus, import only

ilsoft's adventure generator The Quill is both
the bane and the bounty of adventurers, allow-
ing many more people to create them but
unfortunately also allowing the odd tacky
adventure to be released.

The Helm isn't one of them. It's an example
of a really well put together game providing
lots of humour and plenty of depth. Your quest

is for the Helm of Immortality and it starts in the surround-
ings, most unbecoming for this wizard, of a primitive hut.

The major feature of the game is that it's full of really cute
responses which alternately inflated and deflated my ego.
When waiting for input the computer addressed me as a
'sylph-like cosmic being', 'your absolute brillianceness' and it
even said 'I patiently and eagerly await your next wondrous
command, 0 all intelligent one.'

Now this is my sort of computer: obedient, grovelling and
slave-like. My beard drooped somewhat however when
asking for help or inputting words not in the vocab list. Both
are met by unhelpful, if not damned impertinent replies that
nearly made me choke on a bat wing.

The humour, good as it was, risked being repetitive but I
found I just ignored the useless bits of text after a while. The
actual location descriptions are usually quite good with
coloured text but no graphics.

The game is limited to the old-fashioned two-word
inputting y o u  have to use simple phrases like 'Tie rope'
and you're just lucky if you've got the right object to tie it to.

The puzzles that have to be solved inc lude some code-
breaking and a rather obscure discovery concerning a thick
fishing line.

When the program can't act on an input it has two types of
response. One is where at least one word appears in its vocab
list, and the other is where no words are recognised (and you
get cheekily ticked off for not using the Queen's English).

It obviously doesn't match the more expensive disk-based
games but for £2.50 I think it deserves a place in any
adventurer's collection, particularly if you enjoy a really
sycophantic computer doing your bidding.
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THE HELM
Firebird,
£2.50 cass

his is the companion adventure to the highly
amusing Helm, but although it too is written
using The Quill, and has the same low price, it
isn't such good value. The game is set on a
submarine and features graphics and sound,
although both are on the poor side. It isn't the
sort of adventure that will appeal to those
hardened and cynical adventurers who tackle

such delights as the Infocom series. However it might well
suit the younger apprentice wizards, as limited interaction
and locations make it quite a simple game.

You take the role of Ed Lines (you're a journalist if you
couldn't guess) and you're writing about life aboard a
modern submarine. Suddenly (there's always a suddenly)
you're attacked, and before you can submerge, the enemy
take the whole crew. Luckily you've hidden and have
remained undiscovered. Great, until you find that the sub has
been sunk. Find the telex room to send a message and you'll
be rescued o t h e r w is e  a watery grave awaits_

The game features graphics, if you can call them graphics.
They're very poor indeed, created from the inbuilt
Commodore graphic set. They don't add to the game

whatsoever. What is more, there is no separate text window -
the graphics scroll upwards with the messages.

There are sounds too. These, like the graphics, are horrible.
After the opening tune the sound reverts to horrendous
pings, pongs and screeches, Worse still, the noises hold up
play— you have to wait for the game to go through the sound
for a location every time you enter it.

The vocabulary is limited and the responses are very
unhelpful —  ' I  can't ' is  the standard response for  non-
comprehension. For example 'Examine manual' gives
'There's writing on itr . Following that up with 'Read' or
'Examine writing' will give the stoical 'I can't'. Getting the
manual, as with all objects, result in 'OK' I  do hate these
Americanisms.

Those of you who rely heavily on the 'HELP' function will be
annoyed with this adventure - 'You're sunk unless you
EXAMINE things!' is the reply to every enquiry.

Certainly one which is well fi tted to the £2.50 range and
overall not that bad an adventure, but one that the White
Wizard would recommend only to the juniors.

- - -
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ow for a completely different kettle of fish in
the form of Asylum from Screenplay. This was
originally a text-based adventure with simple
graphic displays that first appeared on the
ancient Video Genie and Tandy TRs8o, It took
place inside a maze-like lunatic asylum from
which you must escape.

Now it's been released on the 64 the only
thing that remains unchanged is the theme. Text
descriptions, vocabulary and graphics have all been
improved — especially the graphics.

The game starts inside a cell with only a bed, box and
television camera for company. Close examination of the box
reveals a credit card to be used for unlocking doors.

You move around the maze, not by typed commands, but
by using the cursor keys. The maze is shown as a 3D into-the-
screen view and the walls scroll about convincingly when
turning or moving in screen. This isn't quite what the White
Wizard approves of in an adventure game, but there is a fair
adventuring aspect to it. Figuring out what to do with the
objects found and how to use them is taxing and tricky work.

About the maze there are doors, objects (usually in boxes)
and other inmates. The doors are usually locked and must be
unlocked with the correct card before opening them. These
doors !tad to other cells that occasionally house either an
object or its occupant (all quite mad!)

Amongst the objects to be found are an axe, a bird costume
(!), a bean bag (I!) and several different types of cards for
unlocking doors.

There are a reasonable amount of responses (but nothing
outstanding) and the vocabulary is good. There are also
some wry humourous touches throughout the game. For
instance, I found hacking an electrician to death with the axe
proved a successful action, but doing the same thing to a
hypochondriac w e l l ,  it did give me something of a shock!

The White Wizard found that this was one game that
needed careful attention to mapping in order to get anywhere
as it was easy to lost in the maze. !found the whole thing quite
enjoyable but for the high import price, and I think this may
appeal more to the more arcade-minded amongst you.
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ASYLUM
Screen play/Softsel, £27.77

Atmosphere
Interaction
Lasting interest
Value for money

82%
7 3 */0
75'4
62'%i
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Wizards help funcbtion

More cryptic clues to tantalize
you, a nd hopeful ly,  he l p y ou
enter deeper  into your  adven-
tures. Many  thanks to all those
who've contributed.

Remember,  I 'm always wai t-
ing for those hints and tips to be
sent in.  No  matter  how  trivial
they may seem to you there's
always som eone  somewher e
that will benefit from their pub-
lication. P ut  your  tips on the
back of a postcard, giving your
name and address, the name of
the game,  a  clear and concise
description of the problem and
the solution in riddle or cryptic
form.

Don't for get to also put  the
solution t o your  riddle. Some-
times you adventurers can be so
obscure, even my most amazing
spells will not decipher theml

CRYPTIC CLUES
SHERLOCK
About ten to twelve on Slater Street,
Someone interest ing y o u  might
meet.
For Monday night the opium den,
Can only be entered by chinamen•

Basil's safe can be done,
Without him firing his nasty gun.
You won't succeed, try as you might,
If opened in the broad daylight
(Kram Nosak, Wolverhampton)

DUNGEON ADVENTURE
The solut ion t o  get t ing past  t he
carnivorous jelly is a dead loss!

mAcartH
A carpet up a stalk is your key to south
of the throne room
(Tony Treathvell„ Oxford)

COLOSSAL ADVENTURE
Can't find the Pirate's treasure chest
in the maze near the orange column'
Its vaguely east-north-west

CAN YOU WAIT?

• MP •
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What?
No Doomdark?
My sources in Beyond Software
reveal that the release of the 64
version of Doorndark's Revenge,
follow up to the excellent Lords Of
Midnight, may not now happen.
Apparently sales of the 64 version
of Midnight haven't been as high
as expected, so the conversion of
the superb sequel to the M could
well be dropped_ A great pity, as
the White Wizard was so looking
forward to playing it on his 64.

Still, no point  in gett ing too
despondent as Beyond have yet
another incredibly original and

innovative title in the pipeline in athe form of n d e r .  It's described
by Beyond as a mix of Valhalla
and Lords of  Midnight with text
input  It will have a vocabulary of
around 750 words and complex
input will be possible. There will
be interactive characters wander-
ing around as in Valhalla and the
landscaping technique as used in
Midnight will feature heavily. (In
fact . there wi l l  b e  t he s ame
number of locationsas Midnight).

Flindor is being released first
on the Spectrum this summer
,but should be available on the 64
nearer the end of the year.

Flowe
rPower book

A n e w adventure called The
Antagonists h a s  j u s t  b e e n
released by Addison Weley under
the Microworld labet. its claim to
fame is that it  comes complete
with a paper back book packed
with info about fairies, flowers,
insects and Other things involved
in t he game.  My  curiosity is
aroused_ A review next time,

Shoot arrow,
kill sheriff

!
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acquired the rights to produce a
Robin Hood adventure game
linked t o t he recent television
series. ft wie be written by Brian
Howarth ( o n e  o f  t he  Whi t e
Wizard's f avourit e adventure
game authors) along with graph-
ics by one Tiernan ',mak. This is
the same team that programmed
the excellent Grerfurns and will be
year.available nearer to the end of the

Level 9's
big red moon
I hear the final part of Level 9's
Snowball trilogy, Worm in Para-
disc unfortunately isn't due for
release until the late Autumn. But
the good news is Level 9 have
been kind enough to temporarily
satisy f my  cravings by releasing
another slightly-cheaper-but in-
no-way•inferior adventure in theform Of Red Moon.

The game apparnttey contains
over 200 illustrated locations and
is described by Level 9as a 'rnoon
quest fantasy'. You must recover
the Crystal of Xax from a magical
Castle by  using your wits  and
magic spells. This is the first Level
9 adventure to make a notable
use of magic in this form, so I'd
better brush up on my  incant-ations....

CRYSTALS OF CARUS
Annoyed by the troublesome wraith?
Get cross with him!
The answer to the riddle is a killer!

ME  HITCH HIKERS GUIDE TO-THE
GALAXY
Worried about the bulldozer destroy-
ing your house? A lie might help.
Keep getting killed by a flying brick?
What's the rush? Take time to talk,
not the towel

THE HELM
Well, well,  well.  The stork 'ee likes
fish.

CASTLE OF TERROR
Don't lose your head - pin your hopes
on locking the wheel with something
found in the mill.
Can't c l imb t he  stairs f rom t he
banquet hall? — those two knights
under the hall could do with a swing.
(Tony Treadwell, Oxford)

ZORK I
To cross the falls wave the, oops! •
nearly told you. 'cept Sr. I won't!
R Garrett, Chelms(ord)

ZORK II
Getting past the lizard head isn't that
difficult. I n fact it 's quite a sweet
thing!
The answer to the riddle is We l l ,  I'd
better not say directly!

THE HOBBIT
Slow, slow, quick, quick, s low
Time your movements carefully to
avoid being s t ung b y  t he  pale
bulbous eyes.

EUREKA (WAR TIME GERNIANY)
The guards have a sweet tooth.
Smoking damages your health.
Get down and dig to the Anvil chorus.
You can blow the bridge from under-
neath and the eastern side looks invit-
ing before using it.
(Justin Bowyer, Thundersley

TWIN KINGDOM VALLEY
A legendary beast can be killed with
the staff,
A third place medal coloured key will
rescue a damsel in distress
Following the royal dime will bring a
handy present.
("Wiwi Michaels, Hull)

COLOSSAL CAVE
Fragile pottery needs a soft, downey
landing_
A t hee pointed spear wi l l  open a
tight lipped shellfish.
Don't be fooled by reflections when
looking Out of windows.
(David McLaren, Edinburgh)

THE HULK
When threatened by ants go blind,
deaf, use candle material and hold
your hooter,
(Steven Brooks, Bournemouth)

ERIK THE VIKING
Entering the church is  easy if  you
show a little respect.
To enter the ice cave do an impress-
ion of Guy Fawkes.
The dogfighters are afraid of  them-
selves so let them see your problem.
Birds of prey may be hungry today,
How do you kill the dogfighters? The
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mirror can reflect the problem, (Tony I
Treadwell, Oxford)

HEROES OF KARN
A magician's tool and a friend will rid
you of annoying spirits.
The witch has a bad case of  hydro-
phobia.
Your f riend c an us e a  religrous
artefact to convert a bothersome bat,
(Brandon Appleby; Sunderland;

CLAYMORGUE CASTLE
A heavenly body is buried by  the
castle
It's PLAIN to see that the walls are not
all they seem,
The rats SPELL trouble, unless you do
first.
Adventurers should disappear if they
want to pass a mythical beast.
(Mark Lewis, Worthing)

URBAN UPSTART
Not everything that's thrown away is
rubbish.
The local team have nasty supporters
particularly i f  you're in the wrong
colours.
Fish and rodent catchers aren't good
for you and cheddar disagrees with
you,
Civil servants jus t  lov e coloured
sticky stuff,
(Mirza the Wolthunter, Streatham)

CLEVER
CONTACTS'

Come all  w ho may! Trouble
abounds for  many w ho a re
stuck in dungeons, pits, forests
or are being attacked by  foul
and unmentionable entities. I'm
sure there's many of you Out
there ready to help them escape
their plight.

If you'd like to help them then
why not drop your name into
the Wizard's clever contacts
files? Many poor hobbits, elves,
dwarves and even humans will
be eternally grateful. Al l  you
have to do is put your name,
address and titles of the games
you can offer help with and send
it d i rec t  t o  The Whi t e Wizard,
Zzap! 6 4 ,  1  Ch u r c h  Terrac e,
Yeovil,  Somers et ,  B A 2 0  1HX.
Make haste! The need is great.

Remember, i f  you're taking
advantage of any of these offers
of help, you must enclose an
SAE with your question.
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American
adventure invasion
US Go l d  hav e  several n e w
releases on their recently formed
label, All American Adventures.

Exodus, Ul t ima III ,  Miss ion
Asteroid, Ulysses and the Golden
Fleece, The Wizard and the Prin-
cess, a n d  Lucifer's Realm a l l
become part of this new set, but
the bad news for disk drive less
adventurers is  that they are all
disk-based.

Looks like the White Wizard's
disk drive will be whirring away
long into the night in the coming
weeks.
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AVIEWT0A  KILL
THE COMPUTER GAME

YOU will become
James Bond

in his first arcade/adventure
AVAILABLE NOW On

Spectrum 48K, Commodore 64,
Enterprise

and watch out for
Amstrad, MSX and others

! C .  Eon Productions Lid. Glidrose Publications Ltd 1985
nark Lid., 204 Worple Road, London SW20 8PN. Tel: 01-947 5624 Telex. 894475 G

ORDER YOUR COPY NOW!

CALL 01-947 562415/6
OFFICE HourisomLy
N AM E  M O C K  LETTERSJ

ADDRESS

Account No:

. T o ,  Domark Ltd,. 204 Worple Road,
London SW20 8PN

D O M A R K  T e l e x :  894475 G

COUNTY P O S T C O D E  ........

Please send me c o p i e s  of "A View to a Kill -  The Computer Game"
at E 10.99 (Includes postage and packing),
I enclose a cheque/P.O. for e
My computer is.

You may  order by  Access fl  Vis a 11  Americ an Express fl  b y  post or
telephone (01-947 5624(5/8).  OFFICE HOURS ONLY
Please debit my CREDIT CARD E  S i g n a t u r e '

1
Expiry Date:   Z A P
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Six deadly questions
As you progress in the game.

the me s s a g e  ' B i g h t  o n ,

ommandern ' v• i l l  occasionallyappc e a r  o n  screen fo r a  brief
mo me t .  How many times does

4 s  happen before youthi

reach

Elite status? •

How d o  yo u  g e t

and to

rid o f

Tru mb le
s7
3, Nisin'at a r e ,  alien items

•

do you get them
,

a

•

R

•  Superb trophy and softvvare for the galaxy's greatest space pilots!
nat

Only the best need apply tor the great Zzap battle between the i o n ' s  most
talented players of Elitel In association with Firebird Software we're running an

exclusive competit B e

ion to find the greatest experts at this amazing new 3D space

To stand any hope of winning, theNi'll have to be able to outfight any other craft in
the universe, trade shrewder than Arthur Daley and above all be meaner than Dar*

The competition c o
requires them to prove themselves in a unique way. l o w  we

game.

have posed six questions, the answers to

Vade w h i c h  can only be
. d i s c o v e r e d  b y  
p e o p l e

r. .

who have travel to the farthest m  c o m m i
comers of the universe, brave the most inhospitable

The FIRST person to crack all six questions will win a unique, specially s -
sioned Zzapl /Firebird trophy costing several hundred pounds. He or she will also

areast3nd go where no trader has gone before.

receive the full range ot Fi re g am es for the 64, including all those still to be
released this ye w o r t h  ar —,,and some of those in tlie Pipeline sound pretty tasty! The nextTHREE people who send us the right answers will win the software, but not the

As soon as you think you've .got all the answers, write them on a piece of paper,
together with your name and address and, if possible, phone number ersetBA20

. Then post

trophy. Now those,are prizes g o i n g  for.

..your entry to

.
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4. What

5. i s  the second speci

mission,. and/o lg it  reward do
you get for completing it?

The s  re i a part of the ga t fea
rnee
s

called \Nit&  Space where time
seems to move 1 aster I t u r
no plan sets and no stars, butit is
teeming w i t h  Tbargoid craft.
Ibe  method for entering i  and undocumented.obscure

e i t
,involves a specific sequence of
lr,ys.NNttat is

6. W i t ?hat is the answer to  this
riddle? d i c t a t o r s h i p .am a  a r

I

have lethal water. a r m there-

fore, for tbe chop. mcWho arn 17'rt o
••••• -as i ms  W o R P -:fila

?
•
1

•

s open c e p t
won't be easy but it anyone is up to the challenge it's the Zzapt readers.

•  This competition i
n  t o  
e v e r y o n e  
e m p l o
y e e s  
o
f  
F i r
e b i
r d  
o
r  
N e w
s t i
e l d

IMPORTA
NT
•  i n  There is no link whatsoever between this the game

CO a n d  the separate Firebird

• competition which is open to all purchasers of .

Ltd.

•  Thp winners will be decided by the editor of Zzap conjunction with
•  JatieStiOnS 2,3 and 4 must be answered in detail.

Their deasion is final.

•

There's no time limit on the competition but we'll be printing the winn
is soon as the first lour confirmed correct solutions are received. VIte warn you it





iDESTROYEDI
Evil JR blasts
the Harper challenge off the road
No, no, no, N0 0 0 0 0 0 0 ! It cannot be. The accursed Zzap games
warrior Julian Rig nail has done it again. For the THIRD MONTH
RUNNING he has claimed the title of 64 games-playing champ.
Swine! Barbarian! My reputation is in ruins. How can I bear to
show my mask in public when I  have again failed to find a
challenger to beat him?

I was so confident, so sure. I  had summoned one whom I
thought an invincible opponent to replace last months ill-fated

• Andre w Clarke, whose scalp now hangs next to the bathe-worn
Kempston above Rignalrs computer. My new challenger had
real class.

His designation: Paul Harper of Bury, West Sussex. 0  level
school boy. 64 owner of more than two years standing. Game
playing fanatic.

His mission: to utterly destroy the rumbustuous RignaII on
that evil US Gold arcade game Spy Hunter
. It is true that the champion himself was no mean hand at this
particular program, having notched up scores in the hundreds of

•• thousands. Vet that is why I chose this game! I wanted to crush
the champion on one of his own choice pastimes, in order to
make the defeat all the more bitter! Besides my challenger
showed astounding promise. He had notched up over 29,000 on
the so-called 'Impossible' Mission, done all five levels on Boulder

- Dash, passed 100,000 on Suicide Express, and — here's the
wo crunch -  comfortably topped a MILLION on Spy Hunter. HA!

ti W h a t  is more I had not left events to chance but had availed
myself of a delicious underhand tactic. Read on

y timetable of bloodshed
sc r o a  ,  the object bet
to '•'; p  and blast enemy ca
off the  road for points, while
avoiding being destroyed one-
self at all costs. Aha y o u n g
Harper looks MEAN.

Harper a t
on in a no a t e .

He tells me that he doesn't usu-
ally play 'shmups' (vile term in-
vented by my minions) but that
this one was a breeze. We shall
see,

fely esconced in the
but still looking nerv-

ous, my challenger reveals that
his all time favourite game is
Boulder Dash. A brain wave. I
load up a copy of the follow up
Rockford's Riot, and purchase
for him a succulent light lunch.
My strategy works. A  f e w
screens of the new game, a few
mouthfuls of food and he visibly
relaxes.

Rignall arrives very,
very late, and I chortle In glee.
His face is green. This is the res-
ult of attending a US Gold press
function the day before and eat-
ing poisoned thicken legs. Pois-
oned by me! HAI My plans have
gone well so far. He is hardly in a
fit state to play.

rper abandons Rock-
fo i n  favour of a practice
on Spy Hunter itself. The game
takes place o n  a  downward

The champion asks: Ill
rOW up half way, can we re-

play? I  refuse to  reply, but
merely restate the ground rules.
The contest will be fought over
the best of three games of Spy
Hunter, the winner in each case
being the first to 100,000 points.
F o r i n g  is the key.

With Rignall still look-
Wonderful shade of green,

begin the  first game The
players launch simultaneously
onto the roadway and instead of
blasting as many cars as poss-
ible try  t o  speed along the
course. Both are heading for the
river section where mega-points
are to be had.

The entrance to the river is a
slip road by a bridge at the end
of which the car magically trans-
forms into a speedboat. Once on
the river it can blast a large boat
called Dr Torpedo which gives a
huge bonus of 1,500 when hit.

•  A  sick expression as Rignall
remembers those chicken legs.
Alas, my poison wasn't strong
enough.



/ Frustration I
e Wad. He hits the

water f t e r  1 minute 8 sec-
onds of p ay. Harper follows 30
seconds later, having lost a life
on the road, the fool!

Rignall has a comfort-
able lead. He passes the 50,000
mark after 2 minutes 37 seconds
of play.

Waltl Harper is starting
to make up  for his early error
and is boat-blasting furiously as
urge him on. The gap between

the two narrows to five thous-
and points as they race past
ninety thousand. He can do it!
He can do  it !  No  he can't _ •

With 3.28 on the s t o p w = h
-
R i g .
nail sneaks home six seconds
ahead and with  no lives lost. I
curse myself for failing to use a

er poison.

Harper is disappointed
narrow loss, but a deter-
look comes into his eyes
e two begins. He streaks

al t h e  road like  Concorde
and the Batmobile ro lled in to
one. But JR too is zipping along.

Rignall hits the water.?
seconds ahead o f  t h e  cha ll-
enger. But just as I prepare to
sink my laser axe Into his neck,
he causes m e  a n  ecsta t ic
moment b y losing a  life. That
means v a l u a b l e  s e c o n d s
WASTED.

ANOTHER life  gone,
a n J W s  in trouble — I start to
enjoy myself.

Harper is making the
water boil with exploding boats
and I hop about in by as he tops
100,000 in 3,31 with still six lives
left. Rignall, back on 60,000 is
looking rea lly sick and with  a
feeble trembling hand hits the
reset key in a gesture of defeat,
I've got him, I've got him.

Complete silence in the
attic, as tension mounts for the
start of the decider.

•  He came, he saw, he conked
out Paul Harper experiences the
despair of the defeated_

1.49 p m looks very, very
e final game starts.

delight! Ha rp e r i s
g magnificently/

Harpees in  the lead,
4675 — and he's first to

ater and begin the big
HA! J R  bungles and

loses a life! And another!

is
th
my las
to celebrate

46,485 to 25,670. JR
of it, having lost a

repare to crack open
e of 1975 Domestos

Great, bulbous Mar-
tians w h a t ' s  Harper doing?!
He's died at the wrong spot and
been forced back on the road
where the scoring potential is
much lower. Oh agony! Oh folly!
Rignall is catching up, 68 thous-
and, 69, 70, 71 ,  h e ' s  over-
taken Harper's score!! I  wince
visibly as two cars with rotating
switchblades o n  the ir wheels
sandwich t h e  luckless ch a l-
lenger and send his car spinning
off the top of the screen.

Wait! Rignall too has
been forced back on the road.
But his score is already 91,080.
Harper, back on 72,000 fights his
way through a desert landscape
being harassed by a helicopter
dropping bombs, and at last re-
turns to the water, The points
pile on again - 80 thousand • • ,
85 9 0  c o m e  on, Harper,
come on! DISASTER I Harper's
boat hits a mine and explodes.
Rignall, who can't see the other
screen, takes a  bridge under
immense pressure ,  we a ve s,
swerves, b ra k e s  a n d
squeezes pine 100,000 after 5
in 4 5  seconds o f  play. I t 's

over
.

'tower grEio •rnisiN!

Harper i s  banished
ht forever with only

Dud/and Entomb-
e him. For me there
tenon. I  feel very,

appears t o  have
sta m a r k a b l e  recovery./
Next month. JR, next month —
just you Wait. •



Last m onth I  drew attention to
two scores which I was extreme-
ly suspicious about and poured
scorn on the  tw o unfortunates
who sent them  in. Both these
people have since protested their
innocence to m e as a  result of
which I  the  Scoreiord proclaim
the following -

1, Paul Broadway of Andover,
Hants w ho sent in a  score of
252,600 on  POLE POSITION i s
NOT a liar, despite the fact that
this score is utterly impossible on
the US Gold version of the game
— his score was produced on an
earlier ver s i on u n  released i n
Britain which (he now  realises)
has cer tain crucial differences.
Cosmic apologies, 0  Paul,  but
only US Gold/Datasoft Pole Pos-
ition scores from now on. I pray.

2. Mrs M Chuda's claimed score
on IMPOSSIBLE MI S S I O N o f
29.9591 now have no doubts over
at all, Instead I congratulate her
on her fine-tuned understanding
of this game.

They did not lie
The si tuation o n  Impossible

Mission high scores is extremely
confused even for  m y  infi nite
intelligence There are slight diff-
erences between disk and cas-
sette versions of the game, plus,
what is worse, at least one sus-
pect technique for obtaining truly
mega-scores T h i s  te c hni que
came to light after I had received
a good number of scores over the
30,000 mark, which I considered
quite impossible for  a  normal
game where the rooms, robots
and puz z le pieces have  be e n
completely r e s e t  a t  r andom .
HOWEVER. i t has been brought
to my notice by a Mrs 0 Brentnall
of Derbyshire galaxy, tha t  the
FIRST game one plays is often the
same ever y tim e.  Therefore a
player can get to know exactly
where all the pieces are and tear
through the game going Only to
the correct 36 pieces of furniture.
Indeed i t's  possible that som e
players use this method without
even realising it(

In addition, on some copies of
the game, it is possible, by judic-
ious use of the RESTORE key to
return to the same game layout
again and again, fine-tuning your
technique t o  a n otherwise im -
possible extent

Bear these points in mend on
reading t h e  n e w  Im possible
Mission high scores. For  a truly
random ga m e  i n  w hi ch each
room m ust be  explored in full,
scores 03116f a bout  27.500 a r e
astonishingly good
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BLUE MAX (Syne:RAM Cereal
13,520 Philip Desmond. Chelmsford, Eases

BLACK' THILMEER/SUOCIDE E X P R E S S
fOuteksilva/Gremiln (fireplace)
59,630 Gary Patterson, Northumb.
56.170 A. Corte', Camberley, Surrey
55.370 Torn McKee Boss-Shure.

11110101 HEAD laketemet US Geed)
*90,600 Michael Turner. Briefly 1841
, W  M i d l a n d s .
BUCK R O M S (Sego/US Geld
5115,600 Julian Riven. Zrap
378.003 Richord r)erner, Sheortecoo Beds.
352.600 Oevel Carter. 1
( st o yil. 
S o m e r s e t
.

M y m o n st m u s ine , l ha g

rhe hor des of  heroes sending
their scores to me have increas-
ed to alarming levels. High score
quality is improving rapidly too,
although I note ywith distaste that
the Zzap upstarts cont inue t o
hold high positions on several
games. I eagerly wait the scores
which wi l l  cons ign t hem t o
oblivion.

Enquiries f r o m o n e  An i t a
Weston about  Quo Vadis have
added to my concern about this
game. She is one of  the many
who have now completed it and
has sent off her solutions to the
riddles to The Edge in hope of
winning the prize sceptre. Three
letters she's written without, so
far, reply. Alas, this game and its
solution h a v e  caused mu c h
sorrow and frustration through-

out the land, the true solution, if
there is a true solution, being too
obscure even for a being of my
uncountable l a  T h e  o n l y
consolation is that if the game is
not solved unt il October, The
Edge have promised that  t he
winner will then receive E30,000
as well as the sceptre

Following my  comment  last
month, I am grateful for a com-
munication f rom Mrs  Barbara
Brewster o f  Gloucester wh o
assures m e  t hat  t here ARE
plenty o f  female humans who
are competent  game players,
herself included_ This is wonder-
ful. You never know a  female
could wel l  be called down t o
challenge and crush the Zzapt
champ — I  cannot conceive a
greater humiliation

Finally I must draw attention
to the vast quantities of digital,
inter-galactic electronic mai l  I
am now receiving in praise of
my good looks, powerful dark
features, etc_ I t  i s  ex t remely
soothing to my brain to receive
such comments. I congratulate
both authors on their accurate
observations

SCOREL ORD'S SUPERS CORERS

JUICIPTIAL ILlensanottli
16,838.000 Norbert Grey, Drumeoretra, Dublin.
115034_170 Wulf Gnintey, London
10,101,000 Gary Penn, Zzegl

R ASO},  Nike)
43.291 Brain Cronin, Derby.
21,610 Larry McCreary. Elishopeon, Bristol
16,950 Matthew Jones Pa/linen, Gwynedd.

BEAM MDER Antonioni'
52,184 Suuyhen M illion. Whitley Bay, Tyne and
Wear
* s a e  Anunisi Sharma, Galerrot. lellerseyside.

SOUSITT 008 S t o r  /US Geeil
711,875 Julian A vest!. Ztapt
80.368 Jonathan Repoli. Ilangertho. D o w

CAD CAM WARRIOR crootestil
3281 Phihp Desmond. Cheirnelord, twe e
t u n  Sam bout! I  nndon

CAULDRON IPelelall
160,003 Darren Smith. Bury St Edmunds S ur folt

CUFF HANGER Bitter Generetion}
29,6000 Patterson, Northumba

CYBOTRCIN (AMR*
386.200 M. O'Reilly, Rittman, LIWKS
,DEFENDS% lAtorio0411
3.000150 Julian Rape!. Zzag!
2.626.125 Jason Page, Swindon, Willa

DAVErS soossoiST MAGie tAtiokolott)
1,222210 Malcom Strotion, Berthempetead,Hone

notopaame }UK Geidl
1.008330 Jultan Z s a g
361.100 Grey Penn, Zoog!
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Flti STRIKE SliGLE IMIetoproselUS &M I
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3E0150 Stephen Minkin. Whntay Bay, tyro andWear

FORBODEN FOREST 0Cosoni I
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Game Score

RADOS'S% MOSCOW G e e d '
.k000mr ITtaddlej

Other details

3 2 9 ,7 5 0  Go tv Pe nn. Le ap?
411.022 TIM ikuntall.10gti Wycombe. Bud's. 320300 Danen Conker geovoned. Mid Mane:nen

Score Level reached

310.000 Julian Rigradi. leap!
103•40 I Mow(
551000 Bob Wade. 2riol

Game

ROLAND RAT iCkseal
421,685-Jonethan Outhell. Eaton Bohm, Hereford.

Time taken

43,050 Gary Penn ba il
426,000 Glen Hentay, Pieslee 42.350 Bob Wade Zug

DADA LLAMA iLirnasofb 1.123.119 CP33 Welt

Score

SUPER PIPELINE I  IIINOWNI
Grumbly, tondo.

Other details

111.568 Gary Perm. Zraol
8911.9241 CF 157 N ov Me,c_heni, Ilinstot 109.752 Nichol Watson, Aberystwyth. Dyfed.
803418 CE158 D. Ha il,  Cembelee, Swim, 103.082 Julian Monet Ztept

OLIO VAIN (Tbe Wird SPY HUNTER (US Gold)
2,250.650 Michael Shaw, Dukinfird. Che r* * 1,007,51
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1.1360,900 Torn McKee, RosaStwe 793,485 Andrew Canto. shicktorKin-hisik Clew*
1,489,100 D Davies, Alitinchern, Trafford. land,

700.550 Stephen W .  Sumac-POLE PoornoN K Poke
129.650 Juhan Hosona
3
.ZreP
1

D AR  WARS 1111efter hest
17.300 Terry ele ley. Perrtnek, Midlothion 3E000,000 Peal Johnston. Eartston, Benaicks.

112,050 Mattew Swan, Beds. 12,987662 Julien Rignat, Zrepl
11.300.241 Darren Wagstaff Seaford. Sussex.

PITFALL 0 tilsameient
1911,000 Richard JarAson, LoosOKKeegh, Leics. SON OF SU M ER  SINewe I

128280 Lee Mellor. Blenotown, lance
PSYCPIEDELIA (Liamaated 3E1000 Ore Lee. Andover. Planta
'A very cormy pane,. indeed' Alen Green. Bade
hampsteed. Hens SUINICV inceenroil

1011,3100,010 „Kilian Nivea bee .POOTAN (US Gold) "D AM  Sow INtieww, Currudne, Co.Wedonni
128,000 Rachel Mitten, Aberystwyth, Dyfed

TAPPER EgeogalLISCadi
PAsTFINDER (Activiskiel l

o
0
E
2
,
2
5
0 
B
r
i
a
n 
C
r
o
n
i
n
.  
D
e
r
b
y

3E0.190 Jonathan Bothell, Eaton 0 0
,
1 '0 0  H e r  e l e c t

2123.100 Shaun Hobe, Chelaton. loribtay
342,2103 Paul Montague, Eaton Bishop, Hereford.
38.010 Alan Indand, Currie.. Midlothian NIASPOMAI PON Gartesalkird

2 7 ,3 9 9  Ste phe n  W S W . .  Se lle y, Co . Dure teen.
POSTER PASTER trositewl
1111.300Cke ild  Cu ttin g . Grimb e b y.  S. Ho re b & TOT I N AN E tiltravarsn)

579.330 Mrs 0 Penny. Homchutch. Ewes
ISIXR SW BOLT 1068001806 I 1319•040 Michael Ronny, Homdturcit Essex.
166586 85 Shoot How, Green Penn. Bucks.

LIP 'PC DOWN ISegaNS Gold)
M I R  RIUDlA IMMO Jason Rogers, Radar, Cleveland.
411E10 Stephen Healy, Blackburn., LleCII. 111.210 Bob Wade. babl

Game Score Level reached lime taken
Other details

Game Score Level reached Time taken

Other details

Game Score Level reached Time taken

Other details

Game Score Level reached Time taken
Other details

LI
ow to enter your challenge

INPOSSRPLE PAISNON (CSC
30.653 J Cher, Tyne end-Wear
30.524 M ORe.11y. Rishton. Lamas
30_100 R tames. London

MIDIANA JONES RN Gold)
13.203 Stuart Muir Br. h to n . S. Humberside

4IM M ON-

1. State games and scores clearly on the form provided (or a close
copy). You can give fewer than four games if you wish.
2. State level achieved at the end of each game, either the wave
number (if possible), rating or some indication of how far you went
into the game along with the time taken to complete the game.

the space p w r i t e  further details about the game which
help to ,  your score. If it's an arcade adventure then

write the percentage and if it has a time limit or' s  then state
how long was left and what bonus was awarded. Other details
include things like the game crashing because of the high-score
achieved or whether the game resets at a certain point. Any other
relevant details will be useful.
S. Post e n t r y  to: Zzap Challenge, ZzapI 64, 1 Church Tarr
Yeovi 2 0  MIX

ZZAPI 64

...5u AR (NAN IANI8081
Jfi.C1 Jaren Rigrall,Zzap
,461.350 tritaeod Mons. Landon

396.750 N. CrFloelov Wanton. Lance

GOGO THE GHOST Intebirel
17,1111 Richard Andrews. Stonleigh, Stamm

KI R °,  LActiviarret1
245E185 Martin Trictury. Bideford, Devon
2 I t  490 Chns Price. Newport. Gwent

Bugs and cheat modes

There are special methods on
some games for getting mons-
trous scores, and it is sometimes
difficult to rule whether such
techniques ar e  legal or  n o t
Obvious cheat modes such as
typing GOATS in Revenge of the
Mutant Camels or RED in Zaxxon
are clearly not allowed. Certain
other techniques such as shoot-
ing the on-screen bonuses on the
tank stage of Beach Head for a
massive extra score. are fully
legal. On certain other games I
have yet to make a ruling.

If' is essential therefore that if
you do get scores through bugs.
cheat modes or  other special
techniques you must SAY so.
along wi th any  other details
about your scores. It is quite poss-
ible your score will be valid. But
MUST have full details or nag-

ging doubts will enter my mind
_ A letter accompanying the

form will be very useful.
One final word about that ann-

oyingly popular battle tool. the
Guickshot II, which features an
automatic rapid fire facility. In my
view using this is wirripish, In my
days at the Proxima University of
Video we were compelled to EISC
our index fingers — ALL true
video fighter use only a manual
fire button. The rapid fire wimps
will not be expelled from the high
score tables, but from now on
they MUST STATE on the entry
form whether they have used this
technique_

Yes, I'm ready to challenge the Zzap champion on the following games.

Did you exploit any cheats. bugs or special techniques (ine, auto rapid fire) to obtain any of these.seores? Ofestno) ( I f  'Yes', give full details on a
separate piece of paper )

I promise these scores are genuine. Signed
Name
Address
Post code
Telephone number (if poss)

'Mb tieten3yento • - - - •

t k1 / 4
;
r ;
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128 s p l i t
personality?
Ibloolt a t  •
Recently I  w a s  o u t  a t  t h e
Hanover show (demonstrating
Atari Co/ow-space on the Atari
stand) and I had decent chance
to check out all the latest stuff
from Commodore and Atari.

The new Commodore mach-
ine, the 128, I really don't know
what to  make of it  ,  it  looks

good, zarjaz keyboard, futuristic
styling, and quite a bit of mem-
ory. In  128K-mode i t  certainly
makes up for a lot of deficiencies
on the 64: the BASIC is well ex-
tended with loads of disk corn-
mands (how kozmic to be able to
have a  DIRECTORY with o u t
losing your program) and all the

•

Beastly bits and pieces

•  PSYCH fi ends  out  there,  y ou
should t u r n  o n  t o  Ac t iv is ion's
Master of  the Lamps in a dark
room. Th e  fl y ing sequence o n
that game is really  good — sort of
a 3 D tunnel effec t done b y  the
s implest sprite manipulat ion,  but
really  effective. The second half
of the game is  a  fairly  soporifi c
version of that Simon game we all
wrote when we were learning to
program, but its  only really  there
as a n  in t erlude between fl y ing
sequences. M u s i c s  n o t  b a d
either. The guy  who wrote it was
interv iewed in the US press about
his nex t  game,  h e  said i t ' d  be
'psychedelic ' F a c t  is, if  it s  still
going t o  be a GAME, then he's
missed the point
•  I ' m  n o t  n o rma l ly  o n e  f o r
plat form games ,  b u t  I 'v e been
playing Bounty gob Strikes Back
for o ld  t ime's  sake. I had Mine r
2049'er on m y  Atari years  ago,
before all those nauseating plag-
iarists destroyed the genre totally
by fl ooding ou r computers  wit h
endless la d d e rs  a n d  p la t f o rm
derivatives. I f  y ou lik ed 2049er
and are not terminally  naffed of f
with the whole scene, then you'll
love BBSB, 'cos  it 's  more of  the
same with more monsters, more
rooms, mo re  c ont rol ov er both
Bob and the game's  parameters.
and t h e  mos t  amaz ing his c ore
sequence, ever.
•  There's  another good 'caverns'
jumping g a m e  a ro u n d  i n  t h e
States a t  t h e  m o m e n t  c a l led
Montezuma's Revenge. It's really
well programmed and full o f  ex-
cellent l i t t le  humorous  touches
hike going up  in  a large puf f  o f
smoke i f  y ou ju mp  in  t he fi re).
Look Out for it.

•  Anyone seen that Ti, Na Nog? I
think  they should've called it 'Neil
Goes Shopp ing '  o r  s omething,
because t he  ma in  fi gure rea lly
does look  a  lo t  lik e Neil.  I  c an
imagine the text: 'Oh no, here's
an axe, oh, really  bad karma, bet-
ter take i t  though,  oh  w o w  it 's
really  HEAVY man , „
•  We'v e been gett ing stuck into
The Empire Strikes Back — I've
had my  Star Wars arcade booth
upgraded t o run the new game,
and i t s  t o t a lly  zarjat .  Th e  fi rs t
bit 's  a fast snowspeeder ride over
the surface of  Hoth blasting Imp-
erial Probots ,  t he  second b it  is
Attack of  the Mutant Camels-in-
3D with bonus  points for trick fly-
ing between the camel's legs, the
third bit  is  Tie-Fighters  in space,
and the last b it  is  a demonic ally
diffi cult as teroid fi eld hand y ou
can't shoot the asteroids!f)
•  Then that Darth appears to tell
you just what he thinks of you and
it s  back around for more-of-the-
same-but-harder. T h e  s p e e c h
synthesis is  really  excellent
check ou t  y our local arcade f o r
the convers ion, it 's  well wort h a
few lOp's.
•  You should check Out some of
the MSX s tuff  out of  Japan ,  I
k now the MSX tech spec is pretty
naff when compared to our own
64, b u t  g a me s  l ik e  Rollerball,
Pinball, Hole-in-One Golf and Vie-
A r  Kung Ft1 are being writ ten with
the sort of  attention-to-detail and
utter play abilit y  y ou 'd normally
associate wit h the arcade. (Prob-
ably  bec aus e t h e  g a me s  a r e
being wr i t t e n  b y  p e o p le  l i k e
Nichibutsu a n d  K o n a m i  w h o
already w r i t e  g e n u in e  a rc ade
games). M S X  is  alright  jus t  s o
long as you don't  ask it  to scroll,
but I think  I prefer the good 'ol 64
s omehow ,

The freakiest columnist in the universe.

graphic commands from the old
Vic Super Expander (remember
the Vic?) with some sprite ones
added, and a load of other com-
mands for this'nrthat.

There's also a monitor in ROM
much like that in the C16/Plus 4
(which we re  allocated o n ly a
teeny b i t  o f  the Commodore
stand w e r e  Commodore
ashamed o f  them, o r did they
just want everyone to forget all
about them and go look at the
C128 instead?)

With i t s  Z80  second proc-
essor, th e  128 a lso supports
CP/M ( a n  operating syste m
which runs business software).
But the main point is that can
emulate the 64 totally. (Go into
64 mode and even System Reset
behaves exactly as on the 64!)
So all 64 games run without fault
on the 128 a n d  the trouble is,
are any software houses actual-
ly going to  use that extra 64K
(and thus cut off the possibility
of selling to existing '64 owners)
or are they just going to go right

on writing 64 progs for 128 own-
ers to run in 64 mode? Business
progs may be expanded to use
the extra RAM, but I think most
games authors are going to stick
to the 64.

So you only really end up get-
ting the full benefit of the 128 if
you're a businessman who likes
the occasional 64 game, and has
a genuine desire to run CP/M.
Games people who  wan t  the
extra RAM might be better off
going for the Atari 130XE which
has 128K and costs about half
the probable price o f  the 128
(you're not paying fo r a CP/M
option you'll never use). Still, a
lot depends on pricing t h e
128 a t  E200 wou ld  b e  really
good, but if  you ask much over
E300 you might as well pay the
extra and get the new 16-bit
Atari, the  520ST, a  machine I
can't wait to get my hands on —
you could spend a whole year
just writing one game for it and
s t ill no t  fi ll up  that  51210

World's worst, greatest game
Whilst comi ng hom e  f r om
lamongst other  places) Egypt
(where I learned to ride a camel),
came across what must surely be
the Worst Video Game ever to
make it into an Arcade machine.
It's BRILLIANT. I 'm almost con-
sidering buying one, it's just SO
BAD you won't believe it.

It's in Heathrow Airport — go
out and see it, it's worth the fare
just for  the laugh you'll have
when you see it N ' s  called
'Caverns' (or 'Canyons' or some-
thing of that ilk) and it's appar-
ently running on a converted Gal-
axian board ,  although when
YOU see it you'll think it's actually
a l)(81 with a colour board
There's these caverns, y'see,
made up of great blocks with
what appear to be (hee he. )
BRACKETS along the edge of
them, al l  scrolling down the
screen with the most amazingly
jerky chunk-res scroll a n y -
body'd think they'd never even
HEARD of our Tony Crowther —
and all the while great swathes of
colour move in a random fashion
down the display ,  y o u  get a
spaceship sprite which fires bul-
lets at saucers in the caverns
which oscillate from side to side
in a really amazingly interesting
manner i f  you shoot a saucer
it turns into an explosion sprite
which for some reason crawls

sideways off the display t h e n
you get to a bit of cavern that's
really too thin for your ship but it
doesn't matter, 'cos the collision
detect is so naff you can pass
through t he  wal ls unharmed
sometimes, and at other times
you'll be well clear of the brack-
ets but still blow up, anyway

Oh yeah. when you blow up,
you turn into guess whit? TWO
explosion sprites, which BOTH
crawl sideways off the display

You have GOT to see this
game, it could get a cult follow-
ing. I okayed several games just to
convince myself that anything so
dire could really exist, but go to
Heathrow and see for yourself
.You'll have the most amazing
laugh I  mean forget the El 99
mogacheapies, i f  you thought
they were dire just go play Can-
yons m a y b e  someone should
(hee hee heel apply for the home
computer rights t r o u b l e  is
there probably isn't a software
house in the UK capable of prog-
ramming badly enough to do the
game justice

Anyway cheerio 'till next time,
don't believe the ads, the reviews
or the  charts, learn machine
code, be  creative, write your
OWN games, and keep on Zap-
pin'. Go to Heathrow, too, and
play Canyons

$40046114e TH ES& (PAULA –  % I L Ko



Commodore 64
and all

48K Spectrums

II the speed and excitement of
championship squash is now available at your

fingertips in a game so realistic - you'll need a
shower afterwards!

Written with the help of Jonah Barrington, former World
Squash Champion. the game keeps to the International
Squash Racquet Federation rules as far as is possible. You
serve in a 3D glass-backed court to play against your
computer, or. using the games two player option you can
challenge a friend. •

There are 4 levels of difficulty, and depending how fit you
are you can play I, 3 or 5 game matches! Check your score
with the on screen display. but as your eyes are too busy
watching the ball. Jonah Barrington acting as marker calls out
the score for you. All this is due to a programming
breakthrough that enables your computer to accurately

reproduce the human voice without any hardware
add-ons!

The game also incorporates a User Defined
Joystick/Keys option which means that you can

set your keyboard to suit you. or play with
just about any make of joystick.

So get in training for this high- powered
action game now

It's your service next!

•JONAH•
•BARRINGTON'S•

FREEPOST. Bath BA2 4TD. Tel: 0225 316924

New Generation prodoct3 are
sold according to their terms

of trade and conditions of sale.
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inal, cu te  a n d  playable
games to  h it  the 64 th is

year. I t  features a tremendous
new ch a ra cte r i n  G r i b b l y
Grobbly and lots o f  ingenious
ideas.

Gribbly's task is to rescue, one
at a time, eight baby 'gribblets*
from the surreal landscape and
place them in the safe haven of a
cave. I f  h e  succeeds h e  tries
again on a  new piece o f  land-
scape— there are 16 in all, each
one much larger than the size of
the screen picture which scrolls
smoothly to follow the action.

Gribbly has one big foot, two
bulging eyes and a big mouth.
He ca n  h o p  re lative ly safe ly
around the ground o r levitate
and float about. The gribblets
are located on flat stretches of
land and  Gribb ly has t o  fi nd
them a n d  p ick • them up. The
pieces of flat land are often very
small o r hard to get at and can
float unsupported in mid air.

Gribbly survives on  h is res-
erves o f  psi energy which are
depleted every time he collides
with one of the numerous haz-
ards about. The  jagged land-
scape is one of the biggest diffic-
ulties because while  levitating
you can run into any rough sur-
face, trees, bushes, ca n s o r
pools of water.

Savo the MLJUInt
a le lvo rte n
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Life on Blab gor
The cassette is accompanied by
an extremely entertaining little
booklet outlining the scenario
behind the game.

The action, you read, is set on
the planet BLABGOR and Blab-
gorians such as Gribbly have
large heads and only one foot
because their large quantities of
psychic energy (obtained from a
psi-bank) allow them to levitate
and carry things without hands.

SEON i s  a  mutated Blab-
gorian who absorbed evil psi
thoughts when setting up the
psi-bank a nd  the  w e b  wa s
created to control this insane

being.
Needless to  say each mut-

ation has its own moronic spec-
iality: SEED PODS forget they
can be bubbled, TOPSIES can't
see and they have inferiority
complexes over their lack of a
brain (which is why they want
to c a pture  grtible ts ).  a n d
STOMPERS blunder a round
falling off cliffs and drowning in
pools because  t h e y  th i n k
they're clever and don't trust
their sense of touch.

For once the humour of the
scenario is perfectly captured in
the actual game-play.

Another e n e rg y -s a p p i n g
danger i s  th e  triangular web
which occupies large areas o f
the screen. However Gribbly, by
careful manoeuvring over spec-
ial switches, can turn on and off
sections o f  the  web, and  o n
some levels this is essential to
open up areas of the screen. The
web will also disappear compl-
etely when you only have one

more gribblet to collect, allow-
ing you free movement. This is a
mixed blessing in that a danger-
ous, crab-like  creature ca lled

•  Co l our f u l ,  a dd i c t i v e  a r c a d e  ga m s  of  g r oa t  c h a r a c t e r
•  1 6  s c r ol l i ng l a nds c a pe  a r e a s .  e x c e l l e nt  c ont r o l  feel

This game is unashamedly
cute and benefits greatly

from it. The scenario, control
methods and characters
make it tremendously

original and terrific fun to
play. The graphics are

excellent and very distinctive
and the sound effects

delightful. The levels get
really tough and all this

combined makes a brilliant
game.

S .

1 tD R I B B L Y
1
9  
D A Y  
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T

H o w s o n  C o n s u l t a n t s ,  E 7 .  9 5  c oos ,  j oy s t i c k  onl y



Seon is  a lso released and he
quickly homes in on you.

The layout is different for each
level and finding the cave isn't
always very easy. What's more
the caves o n  la ter levels are
tricky t o  g e t  in to . Interesting

landscape features like  water-
falls, which you can fly through,
and tali rocks also appear.

The other inhabitants o f  the
game mutate through several
stages before trying to  grab a
gribblet and carry i t  off. They
start as sycamore-like seed pods
floating t o  the  ground where
they turn into topsies. These are
wormlike creatures with a suc-
tion cup on each end to flip end
over end along the ground.

If they find a gribblet they flip
it onto i t s  back exposing i t s
brain. After a while they turn into
a chrysalis wh ich  produces a
stomper. If one of these encoun-
ters an inverted gribblet it trans-
forms in to  a  winged creature
and carries away the  unfort-
unate gribblet

In the first three stages of their
lives you can destroy the creat-
ures w i t h  b u b b l e s  f r o m
Gribbly's mouth. In the fourth
stage you can only turn round
the stompers, round while bub-
bling a winged beast will release
the gribblet it is carrying. As they
fall they release a heart-breaking
scream, but you can then catch
them in mid air or allow them to
fall safely onto flat ground — but
a landing on anything else will
result in its death.

This fantastic little creature
appealed to me immensely

as soon as I met him. What a
character! He smiles if you
do well, scowls gloomily if
you make a mistake and

stands looking bored if you
leave him for too long. When

he moves about he looks
about excitedly and blinks

occasionally. Movement and
the feel of Gribbly is superb:

collecting gribblets has
never been so much fun.

absolutely adored this game
and/strongly recommend
that you rush out and meet
find the greatest character

since Rockford

Grobbly looking sact

E S E N T A T I O N

c-420,. scenarto in  a great
stoeybook,

•

Psi-grubs are also to be found
and if landed on give you more
psi energy, which can be added
to the bank at the end of a level. If
you don't save at least six gribb-
lets you have to repeat a level
whereas if you rescue eight you
can advance three levels.

Control is incredibly easy with
a love ly bouncing action and
great inertia and gravity when
you're flying. The graphics are
really cute with Gribbly smiling
when you d o  something right
and scowling when you goof up.
The gribblets are also superb,

0 /  , 0 g a r ish  landscapes, Great
Colourful and sometimes

anematton on Gribb ly.

The highly original unusual
and humourous scenario
combined with the cute,
amusing graphics and

excellent control methods
got me immediately hooked.

I especially liked Gribbly
Grobbly's different

expressions and the way
everything has individual

character. I'm still every bit
as hooked as/was when

first played and excuse me,
a manky little Stomper just

whipped one of my
gribblets!

occasionally fl ipp ing about in
the a ir as they enjoy the sun-
shine_

The colours on each level are
different and often garish but
merely add to  the cuteness of
the game. There is a title tune
plus some nice bounce and bub-
ble sound effects.

BW
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I g a m e  effects fo r gribblet
flipping and bubbling.
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*  Up to 20 Character Roster *  A I to I  Lharacter rady
*  Individual Player Movement *  lb Long &Short Range

Weapons *  8 Armour Types *  32 Magic Spells *  I  I Chatatter
Classes, 5 Races *  New Astrologkal Influences *  New Combat

Mode *  New Ship to Ship or Shore t ombal fl e %  Advanced
Dungeon Graphics *  New Animated Outdoor Graphics

*  Men Navigational Strategy *  lull Colour Visuals
Throughout *  Ad % enture %vie Verb tuft)

* *
*
* *
*
*  
*
*
*
*
*
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All American Adventum Limited,
Unit 10, Parkway Industrial Centre,
Ilencage Street. Birmingham B7 ALT.
Telephone: 021-359 8881.
Telex: 337268. D I S K  ONLY
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widamemodo likes bell& They make him feel good-they MAW him happy - they are his friends,Quasi didn't steal them
All Quasi wants is to be left alone, but those nasty soldiers think that he stole the royal JeweLs.

Quasi will throw big rock at the soldiers.
Quasi wants the soldiers to leave him alone. They fire arrows at hint. Quasi doesn't want to, but

Quasi knows a secreti Quasi knows where the jewels have been hidden in the castle and only
Quasi can climb there

Now the noise has stirred up the bats in the Why.  Quasi betterjunipaway front those bats1

Quasi think he got up on the ivrong side of bed today.

U.S. Gold Limited
Unit 10, Parkway
industrial Centre
Heneage Street

Birmingham 87 4LY
Idephone: 0211359 8881

Telex: 33 268

sat
The bogie has sounded.

Ws time to hit the trenches for a
hie tilled contest of bravery andtactics.

Your mission; recover the 5upplic3
that are scattered across the
Mayfield while avoiding enetny
troops trying to do exactiy the satnething.

You've gilt '
r o c k s ,  
t r e e
s  
a n
d  
t r e
n c h
e s

to shelter you front fire, but only
your speed. and wits can protect you
On the long open stretches youmust - -

And there are the mortars,

Doughboym wifi give you hours of
exdtement trying to out-wit some 04
the cleverest opponents your
computer can throw at you'
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new Hewson game to be won

GRIBBLYI

0  0

N's
\

aa

You've read the review, drooled at the screen shots, laughed at the scenario— now
win the game! GRIBBLY'S DAY OUT from Hewson Consultants is an addictive and
amazingly original program, so we're proud to be able to offer 100 copies as prizes.
Enter the comp and you could soon have the lovable Gribbly bouncing all over your64.

The competition is based around the gribblets which have to collected and saved
during the game. If you've seen the review in this issue, you'll know that these
cuddly little Blabgorians will one day grow up to look like Gribbly but in this form
they just like to have fun in the sun.

What we've done is to print five pictures (A-E) of gribblets doing the various
things that gribblets like to do. Here's a list of the activities (but in the wrong order,
ho, ho):
1.Sunbathing
2.Brain burning
3.Caught by the stompers
4.Falling fast
5.Flipping for fun

Your task is to match the pictures with the activities. The review will give you
plenty of clues if you can't work it out from the pictures. When you've made up
your mind, write down the letters in the right order on the back of a postcard or
stuck down envelope. For example if you think the gribblet sunbathing is picture B,
brain burning picture E, caught by stompers A, falling fast D and flipping for fun C,
write: B,E,A,D,C.

Send your entry, together with your name and address, to: Oribbly Compet-
i t i on,  Z z a p !  5 4 ,  1  C h u r c h  T e r r a c e ,  Y e ov i l ,  S o m e r s e t  0 A 2 0  I  HX .  Al l  e nt r i e s
must reach us by July 15th, when we will hold a draw to choose the winners from
the correct entries. Only one entry per household is allowed.

• • • . '
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Here are the names of the winners of four of the competitions in
our first issue t h e  winners of the Disk Drive comp will appear
next time. Many congratulations to you all. Your prizes are being
sent out by the software houses concerned, and you should
receive them very soon if you haven't already.
LIAMASOFT COMPETITION
Prizes: The complete range of
Liamasoft games for the 64.
Answers:1lb: Llama 2)d:Sheep
3Id:Camel 4lc:Mammoth.
Five Winners:
Malcolm Laurie, Newton Mearns, Scot-
land; Robert Hunt. Bradford, W.Yorks:
John Wallace, Co.Cork,Ei re, Piton Na da °,
London, Ale x Perren, Dartford, Kent.

MELBOURNE HOUSE
COMPETITION
Prizes: Copies o f  Castle o f
Terror and Penetrator
Answers:1)Dr. Watson 2)Bilbo
3)Ho race
1 0 0  W i n n e r s : Net I Moore, Ely, Cambs,
Matthew Gandey,
Fine, E.Sussex,  Paul Fox, Churwell Morley,
Nr Le e ds,  P h il ip  D uxbury,  Ba rrowith•
Furness; tan Johnson, Elie, Fife, David
EMall, Egfiam, Surrey: Paul Welstead,
Horseheath, Cambs, Matthew Goodman,
Staines, M iddx: D.Shannon. Bootham,
York; Stephen Brotherstone, Liverpool,
Sean M ieauley, CoDonegal, Eire ; Donald
L.Medt, Angus, Scotland: Sean O'Connell,
Dublin; Richard Agnew, Ballymans,
CoAntrim,  Johnathan (Ireenwood,
Blackburn: S.Micklewright,  Pontypool,
Gwent; Peter Walsh, Cardiff; J.C.Hardie,
Glasgow; P.Goodnim, Norwich, Norfolk:
Nigel Harris, Portsmouth, Hants, Julie
Edge, Weisingham. Norfolk, Michael Rai,
Birmingham; Reza Tootoonchlan, London,
Lee Stewart Doncaster, Mark Renshaw,
Annesley Woodhouse, Notts, Kevin Foster,
Scunthorpe; Craig Walker, Kincardine,
Clacks; Justin Edwards, Brookmans Park.
Hens, RD-James, Luton: Kenneth Burrell,
Clive, Shropshire ; Austin Davidson,
Stansted, Essex • Jam ie Perry, Shelton
Lock, Derby; Martin Heap, Huddersfield;
Edward Brown, Matlock; &Beech,  Derby,
Sean La lly. London; Alan Dunlop,
Ballymena, CoAntrim: Richard Hell iwell.
Nottingham; M.C.Vining,Tisbury,  Wilts;
Martin Beaver, Swindon, Wilts; R.D.Fisher.
Altringhem, Cheshire; Lee DOTM041.
Hounslow, M iddx ; Colin Doran, Airdrie ,
Scotland: Jared Watson, Newcastle;
H.H.Sabharwal, Isle of Man; Noor,
Streatham, London, ICC-Jennings,
Newport, Gwent: M a rt Woolwich,
Doncaster; Raymond Simpson,
Huddersfield; J.P.Williarns,  Wirra l,
Merseyside, Ian Lester, Knutsford.
Cheshire. M r Ellockley, Nottingham, Julian
Shaw. Birmingham,: Debbie Evans,
Cardiff, Kevin Oxland, Tiverton, Devon,
Darren Rozier, Broxbou me, Hens:
Christopher Caul, Lisburn, CoAntrim.
A.W.Kenny,  Crewe. Cheshire: Aaron
Ratcliffe, Wirkswoah,  Derbyshire; M rs
P.Wimpenny, Kettering, Northants:
KAS.Dove ,  Leeds; M -Dia rrison,
Wilmington,  Kent: G.S.Sekhon,
Southampton; Cengiz Adel, London: Kevin
Murphy, Kirkca ldy. Fife, Rebessa Dunn,
Hull; Stephen Pashby, Hull: ,et F.Staff,
London; Robert Cou planet, Henlow, Beds;
J.Williams,  Beaworthy, Devon; Simon Hill,
London; John Chasew-Cheshunt, Hens:
Richard Paine, Telford; Steven Cox, Bristol:
Gareth Burton, Swansea; Jeremy
Cusworth, Stoke•ons Trent;
J.Beattie,London; Andrew Kell, East
Horsley, Surrey; M ark Middleton. Bourne.
Linos; Simon Hollister,  Sale, Cheshire;
Calum Fludlancl, Bathgaet Scotland; Lisa
Marie Burt, Newbiggin-by-the-sea,
Northumberland; Dawn L. Douglas,
Seeham, Co.Durham, Zmp Reader,
Conseil, Durham; J.C.Robinson,
Storithouse. Plymouth; Nick Boak,
Northampton; Sa lly Deakin, London:
Gavin Jackson, Doncasier, Jim Dalton,
Brackley, Northents: J.T.Phil lips,
Newcastle-upon-Tvne; A.Gaskell,
St.Helens, Merseyside; Tim CI itheroe,
Hornchurch. Essex; D.Tobin, Brighton,
E.Sussex, Simon Johns, High Wycombe,
Bucks; Julie  Paine, MaidStOrle, Kent;
Gregory Bragg, Solrhul I, West Midlands;
C.Curiliffe, London; Jason Day, Stockport,
Cheshire.: Mark Trevoskis. Sartash,
Cornwall; Andrew Durnbrill,  Cheltenham,
Glos.

PASTFINDER COMPETITION
50 people receive a copy of the
sizzling Activision ti tle .  The
winners:
Ian Campbell, Loanhead. Scotland; Patrick
Barry, Cork City, Eire, Charles McGregor,
Glasgow; W•L_Goswell, Harlow, Essex; B.
Fitzsimmons, Liverpool; Michael Ward,
Northwich, Cheshire. Philip Heathcote,
Sheffield, Ian McOuesten, Reading: Kistays
Agrawal, London: Darren Arkless,
Newcastle, Simon Davies, Wrexham,
Charyd, R.G.Teare, Isle of Man: Michael
Warner, Merseyside, Paul Whelan, Dublin,
Sacha Crowe, Nottingham; Paul Osborne,
Saxmundham, Suffolk; Jason Kelly,
London: Russell Fascione, South Shields;
&Kennett,  Gillingham, Kent; Herman
Tailor. Birmingham; David Ellwood,
Cockerrnotith, Cumbria, Dav
id M e a r s ,  
H u l l
A.E.Webster,  Pontefract; Ian Thompson,
Bonnyrigg, Midlothian; Gary Milligan,
Carl u ke, Strathclyde; T.Rouf, London;
Kenji Takeda, London; Peter Elliott,
Liverpool; Ba rry Wakelin, Greatharn,
Hants; Jason Bing, Kiniy-in-Ashfield,
Noes; C.Dibble, Drodwich, Worcs,
S.M.Liem, London, Ronnie Long, Poole.
Dorset; J.D Preou, Braintree, Essex;
Gregory Bragg. Solihull,  West Midlands,
Stella Glibbery, Stevenage, Harts;
J.Elonnick, Sandy, Beds; Clive Walsh,
Mountain Ash, Mid Glom, M.H A Burgher,
Kelso; Stephen Bryson. Folkstorie, Kent;
Steven Cooper, Thu mscoe. Yorks; Claret
Badgie, London: Robert Rumbeii.
Bamford, Essex; L ike n,  South Shields,
Sul Hung Lee, London: Kristian Tailing,
Kingston-upon-Thames. Surrey; Alden
Brown. Brandon, Suffolk. I ,Kitching,
Hackenthorpe, Sheffield, John Park,
Rigside, Scotland, Mrs1Broomhall,  Coven
Heath, Wolverhampton.

McCARTNEY COMPETITION
The prizes: one signed copy of
the Broad Street album signed
by Paul McCartney himself, plus
copies of the computer game of
same name for 50 runners up.
The Answers: 1)Wings 2)Stevie
Wonder 3 ) N o  m o r e  lone ly
nights.
T h e  W in n e r s : M iss J.P.Sirnith. London;
!Signed Alburrii.
S.Pountney, King's Lynn. Norfolk, David
Ward, Gou rock, Scotland; Chris Burke,
Harrogate, North Yorks: Robert Edwards,
Mitcham, Surrey,  Alan Hopkins. Epping,
Essex; Andy Smith. Grimsby: G.D.Benford,
Merseyside; James Wherry, Lame,
N.Ireland, Martin Baker, Liverpool: Angus
Davidson, Marlborough, Wilts; Stephen
Watson. Birtley,  Conurham; Martin
Skovbo, Denmark; R.Taylor, G a r s
-
w o o d ,
Wigan; Ne il Brown, GiElaingham, Kent;
K.Davies, Ammanford, Dyfed; G.Rees.
Portsmouth, Hants, Jason Rogers,
Blackpool; John Harnett Co. Kerry, Eire:
Stuart Jackson, Maidstone, Kent; Simon
Sykes, Malvern, Worcs; Simon Eland,
Cleveland; Stephen ,itt Graham, Carlisle;
Stig Andersen, Denmark; Peter Chung,
London; M rs Beryl Waters. Solihull. West
Midlands; Gary Carr. Moray: Arthur
Janssen, Netherlands; Allister Whitehead,
Nottingham, Lee Russell, London: Mandy
Johnston, Larne. Co,Antrim. Stephen Leer...
Dundee, David Latham, Preston, Lancs,
James Smith, Milton Keynes; Zeno O.
Winkins, Co.Wextord, Rep Ireland; David
Chant, St. Annes, Lancs. Ian C. Jones,
Wigan, Lams; Ne il Gardner, Crewe.
Cheshire; Andrew Mal landain, Reading;
R.G.Clark, London; Stuart Watson,
Edinburgh, M.Mustala . London; C.S.Yan,
Rainharn, Kent, M ark Ashworth. Elated,
W Sussex; M ary Claire Ward, Exeter,
Devon; Irfan Latit, London: Francis Bowers.
Sheffield; Paul Dunlop, London, M rs
Hancok, Worcester: G Alvans.
Helensburgh. •
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ZZAP DATELINE: a morning in May. In
the post: a letter from Clive Bailey of
Beyond Software, taking us to task for
proclaiming ( in  our  May  issue) that
Colossus Chess (version 2.0) from CDS
was 'probably '  t h e  mo s t  power ful
chess program on the 64. Nonsense,
says Clive. Beyond's Mychess 2 is FAR
better.

Not being quite so easily persuaded,
we decide to stage a grand playoff be-
tween the two contenders. Well, fairly
grand.

THE RULES. Two games on a reason-
ably fast advanced level (1 mov e per
minute on average) and two on a very
low level (1 move per 7 seconds). Each
program is to take a turn at being black
and white at each level.

THE PRELUDE. Loading up the two pro-
grams, the differences in presentation
are very obvious. The Mychess 3D view

102

Mychess takes on Colossn

The Great Zzapl
is something of a gimmick, being a lot
harder to use than the 2D view. How-
ever, the program is generous enough
to suggest moves for its opponent. Col-
ossus on the other hand offers altern-
ative input modes, (keys or cursor) and,
more importantly , a much clearer in-
sight into its  thought processes, incl-
uding a continualjy updated report on
who it thinks has the stronger position,
and by  how much. Hmmmm T h e
key thing of course is the play itself.

GAME 1, We decide to play the high
level games first and let Mychess //take
the advantage of the white pieces for
the first game. The game is a long and

boring one in which pieces are system-
atically exchanged without either side
gaining an advantage. Play ends in a
draw, My c hes s  s eeming happy  t o
move its king backwards and forwards
and Colossus failing to press home the
advantage of a superior pawn position.

GAME 2. The second advanced game is
far more interesting with Colossus tak-
ing white. I t  quickly evolves into an
exciting and complex  pos ition, w ith
both p r ogr ams  p o s in g  numer ous
threats. Mychess appears poised to go
a full piece up with a neat pawn fork,
but Colossus has an ace up its sleeve! It
manages t o  p in  a n d  then capture

tE



sus in clash of the giants

Chess Playoff!
Mychess's queen. Having secured this
massive advantage, v ic tory is  only  a
matter of time.

INTERLUDE. Interes t ing:  Co los s us
winning one and a half points to half a
point o n  t h e  h igh  lev el.  H o w  w i l l
Mychess II  cope with the low levels:
would it avenge this humiliating defeat
or be soundly beaten yet again?

GAME 3. The first low-level game puts

Colossus on white, and after the open-
ing i t  instantly  attacks. Mychess def-
ends well and counter attacks. After
several piec es  exchanged Mychess
moves in  and rocks Co/ossus with a
swift and decisive checkmate! Perhaps
the honour  o f  Mychess w i l l  b e  re-
deemed after all!

GAME 4. Although Colossus has the
black pieces in the final game it again
attacks soon after  the opening, and

ONE OFF
again Mychess fi ghts  back, tear ing
Colossus w id e  o p e n  a t  t h e  back .
Mychess advances his queen deep into
the Co/ossus/ ranks and takes a knight,
rook a n d  several pawns . Then the
coup. It lines the rook up to checkmate
the king trapped behind three pawns.
Colossus having completely failed to
spot this most obvious of moves!

ZZAP VERDICT. Mychess I I  certainly
appears by far the stronger program on
lower (faster-playing) levels, winning
here by a 2-0 margin. But for a higher
level game, Colossus appears distinct-
ly superior. Sorry, Clive



Outwitting the enemies

STRETCHES OF WATER found in
some rooms are apparently un-
crossable. If you try, you die. So
how do you do it! - the solution
should be crystal clear
.SPIDERS WEBS block further
progress in some rooms and sig-
nal lunch to an awaiting spider
should you get caught in one
Unless of course you can figure
out how to slip past....
FIVE KNASTV KNIGHTS patrol
back and forth and are deadly to
the touch - unless you can weave
your way through to the end of
the room.
LARGE SLABS move up and
down the length of some rooms
while spinning spheres move
around in predictable patterns in
others.
BATS frequent the occasional
location and must be avoided or
killed with your sword.
TOLL GATES won't let you past
unless you leave them an object
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to be released from Virgin
this month and there's lit-

tle doubt that Strangeloop is the
hotter of the two,

The game takes place within a
maze o f  64  locations and a l-
though this isn't as large as most
aardvarks currently available it's
certainly as complicated.

Your task, as a knight in not-
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: d o i n g  from the
' instructions. With a lot

of play and a little help
from Virgin I actually
manageor to get quite
far into the game, but
the solutions to some
of theproblems were

a bit obscure This
isn't exactly a bad

aardvark. its lust that
it does seem a bit bare
and lifeless at tomes.

so-shining a rmour,  i s  t o  d is-
cover the mystery of the mind.
To gain access to this phenom-
enon you need to pass through
the Gates of Dawn with the four
required objects - iron, stone,
fire a n d  ice .  These, amongst
other useful objects, are scatter-
ed about the maze in certain loc-
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ations.
Each location is displayed as a

3D view into the screen with the
walls bearing garish patterns
and colours, giving the whole
thing a 'psychedelic' look to it .
Most o f  the locations contain,
along with  any objects, nasties
of various descriptions.

As you move from room to
room a chess board radar/map
shows y o u r  posit ion i n  t h e
maze. An arrow below this map
indicates the direction you are
facing and it becomes important
to keep an eye on this later in the
game. Wh e n  actua lly g o in g
through a doorway into another
location you are presented with
a great, fu ll screen picture o f
yourself runn ing  th ro u g h  a
stone doorway.

You start the game with five
lives, a strength of 10,000 and a
sword. L ives are lost through
contact with certain nasties and
strength likewise. If you should
lose a l l  fi v e  lives,  o r  yo u r
strength should fall to zero, then
your quest and game is over.

The sword can be used to fend
off nasties, providing it 's at the
top o f your inventory list. Your
inventory list is a list of up to five
objects current ly carried, th e
object currently held being high-
lighted at the top of the list.

This object can be examined,

dropped or used in some way.
Pressing the  relevant key wil l
present you with  the menu o f
commands available, you then
have a short time limit to select
one o f  these commands f o r
execution.

EXAMINE gives a small descr-
iption of the object while DROP
drops the currently held object.
The USE command allows you
to perform an action with  the
object held Eq. eat, drink, pour
etc. You do this by selecting the
option and typing in the action
you wish to perform at the bot-
tom of the screen.

The graphics in Gates of Dawn
are good, but some of the sprites
lack in attention to detail. Sound

!PR
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6 4  d r y  N o t  as good as Strangeloop•••• n  a n d  Entombed but st ill quite
rough.

- adventures are still
few and far between

on the 64 and this one
seemed destined to ' -
become one of the

few great Ones After
playing it rve had
second thoughts.

Reasonable graphics
and 64 locations make
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but it doesn't play
particularly well. Odd

30 graphics don't . t
always seem to

behave properly, ).'our t
S knight sometimes
dies when he's miles
away from a hos
object. If you're
rdvarker you in
enjoy the puzzleS

involved in this, but I'd
recommend you look
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too is  pretty good with  some
unusual effects but a grotty title
screen tune.

There are several humourous
touches throughout the game,
mainly in the form of little mes-
sages o n  some o f  the walls.
Also, eating a certain mushroom
gives the very amusing effect of
seeing nothing but mushrooms!
Every object, every nasty, even
the th ings in  you r inventory,
become mushrooms a n d  a re
treated accordingly!
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r t  t h e  puzzles aren't at a ll
It's a b it  tough to got into as
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Bet you can't sit still when playing
Guide bouncy 'Thing' through this underworld fantasia searching for the armoury to equip himself

carefully for the final encounter with the evil Toy Goblin.
Commodore M

Gremlin Graphics, Alpha House. 10 Carver Street, Sheffield Si MS .  Tel: (0742) 753423
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Retailers don't always have everything in stock you
might want, but if it is within our power to get it for

you, then we will. Any of the software reviewed in this
or any issue of ZZAP! 64 can be ordered using the form
below — in fact any available CBM 64 software that

exists we will get for you.

ZZAP! 64 Mail Order is backed by the resources of
Crash Mail Order (in association with the Spectrum
magazine CRASH) which has been supplying more

than 100,000 Spectrum users with mail order items for
over 20 months, so you can be sure of the very best inservice.

There's no mail order catalogue involved — just use
the prices quoted in the pages of ZZAP! 64 or the

known retail price. If you have any queries just ring the
number shown on the form and our staff will advise

you. Anyone may take advantage of the discount
coupons on the form which allow El off orders worth

more than £20 and 50p off orders worth more than
Ell). Postage and packing is included in the price of the

game.

Nothing could be simpler — fill in the form today and
order whatever you like!

BRING
THE

.WORLD OF
COMMODORI on,

SOFTWARE
RIGHT

YOUR
FINGERTIPS!
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Please send me the follow

ZZAP! 64 MAIL ORDER FORM
Telephone Ludlow (0584) MO_

ng titles: Block capitals please!
Title

All pnces a r a s  quoted under review
headings or known retail prices and 4nClude
VAT ZZAP I 64 makes no charge to, post or packing
inside the UK. CustOrnei in Europe should add
the equivalent of 70p per item Outside Europe:
write first so that we may advise on postage rates

Producer

Please rnake cheques S u b  T o t a l:Qt postal orders
payable to ZZAPI  64 L e s s  D isco u n t

Total  Enclosed. E

Amount Name
Subscriber No.
if applicable

Address

Postcode

SPECIAL DISCOUNTS
El
50P

OFF ANY ORDER WORTH
MORE THAN E20

OFF ANY ORDER WORTH
MORE T H AN  ( 1 0

Sorry on l y  ONE voucher per order !

ZZAP! 64 MAIL ORDER, PO BOX 10, LUDLOW, SHROPSHIRE SY8 1DB
Please do not send any mail order correspondence to the Zzapi 64 editorial address as this will Only result on delays.
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adventure to  come from
Mastertronic, a n d  hope-

fully it won't be their last.
This pa rt icu la r exp lora t ion

takes p la ce  wi t h in  a  la rg e
mansion and its surroundings.
You are shown a small portion
of the plan view of the playing
area, which flicks to a new area
when you reach the edge of a
room. To the side of this is a box,
displaying a  map of your prog-
ress through the mansion.

Within the mansion lie several
musical boxes, which you must
find and use to escape. Getting
these boxes is made difficult by
the number o f  locations yo u
need to explore, and the pres-
ence of some ghosts.

These ghosts can be disposed
of temporarily by throwing an
object a t them. You th row an
object b y  selecting the  th row
option, the object you want to
throw and the angle at which
you want to throw it.

At the bottom of the screen a
description of the current room
is displayed along with  a corn-
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You aren't carrying anything at the moment but
there's a bed and a tabie you can get hold of.

C I P H O I D
M o n a r c h  S o f t w a r e ,  E 9 . 9 5  cases, J oy s t i c k  or  keys.

• F l e a n l y - l o o k i n g ,  l ous y - pl a y i ng s h o o t - s m . u p

This beautiful moon landscape with the Earth in t e
background merely flatters to deceive.

Graphically better?
The title screen and moon land-
scape with earth in the back-
ground are done in tremendous
high resolution, looking br i l -
liant unt i l  they start moving.
The ridiculous jerky scroll ruins
the impression entirely and the
non-movement o f  the screen
during t h e  a c t i o n  i s
disappointing.

The moving sprites and the
beautiful blue-green earth are
well done but the playing area
looks and feels very small.
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blasts out prior to loading
the game and you wonder

whether British software could
be making  a  rea l comeback.
Then you start playing the game
and you know why the Empire
was lost.

The scenario is the crusty old
'defend earth against the invad-
ing alien force'. Ho-hum. You
are in control of a phaser turret
on the moon and will face alter-
nate waves o f  fighters and a
mothership• There  a re  th ree
sectors o r  viewpoints o f  the
moon's surface with the earth
on the far horizon.

The fighters come in at one of



ment about how  things are
going - for example when you
get killed by a spook, the com-
ment is 'a ghostly death'.

Above these comments is an
indication o f  your energy (you
start with  100 units, wh ich de-
creases depending upon your
exertions), the number of boxes
found and a decision timer.

Also scattered a round  t h e
multi-room mansion are various
other objects, amongst them
food for keeping up your energy.
Some of the food is poisoned,
and you must learn from exper-
ience that which can be eaten
safely.

The other items range from
hot coals, torches and tables to
potions, maps and keys. The
keys a re  used to  g o  through
otherwise impassab le  d o o r -
ways, and the maps give you a
complete ma p  o f  the  playing
area o n  screen. I  haven't ye t
found a  use  fo r some o f  the
other things though.

When you've collected all of
the music boxes, you take them
to the exit (marked on the map
by an 'E'), and play them to get
free. Should your energy get to
zero, t h ro u g h  o n e  w a y  o r
another, then the game is over
and y o u r  percentage i s  d is -
played.

The joystick is  used in  con-

there is a myth that good British software
°ming a dying breed. This does nothing to

quell this rumour. Initial expectations are
• h from the title screen and backgrounds.
uch feelings soon turn to revulsion when
you see the superbly detailed landscape
scroll body-pop style across the screen.
w i l y  playing the game reveals a darker.

er, side that doesn't exactly in sp a lyou to play any further.

the sectors and your view scrolls
very jerkily to  face them. You
now control a cursor and have to
blast the incoming craft, In the
first wave there are 15  ships
which can shoot back, depleting
your 50 shields with each hit.

Your display gives you a read-
out of the sector, wave, ships left
to shoot, energy and score. A
panel also gives you messages
as t o  yo u r status. Once  the
energy falls too low you cannot
rapid-fire your laser, but only in
double-shot bursts,

Once the fi rst  wave is  des-

junction wi t h  the keyboard to
control your character's move-
ments and actions. The joystick
is used ma in ly for movement,
and the keyboard for selecting
an action to be executed.

When you wish to perform an
action, such as picking up  an
object, you press the fire button.
You are then presented with  a
menu of options. These include
the ability to  pick up, drop or
manipulate an object (eat, wear
or throw it). You are given a lim-
ited time in which to make any
dedisions, so you need to think
fairly quickly.

GP

Although not
graphically and

sonically spectacuier,P
, Spooks has all the

!- elements of a good
—  a r c a d e  adventure-

size and complexity.
There are a lot of

locations to explore
and objects to find and

utilise correctly. At
only two quid it a

steal.

troyed you jerk to another sector
where a  mothership (or is it  a
base-star from Battlestar Galac-
t ice ) has to be hit ten times in
the cen tre .  T h i s  s h i p  fi re s
nuclear sh e l ls  wh ic h  in fl ic t
heavy damage on your shields
although they can be  shot as
well. On later waves the damage
per shell increases so things get
a lot harder.

The second fighter level has
25 ships and the number in -
creases by five for each succes-
sive wave. When you do die two

detss
„.

'' rsiti DEAK,
-
1
6
t t v  D o  
6 e r  
u P c
k r . .
"

his game is rough on
fhe eyes. particularly

en you scroll from
f roo
t o  
t o  
r
o
o
m
.  
A
p
a
r
t

m that les excellent!)
Value tor money and

gives plenty of
playing area andthings to suss out
Probebiy about te
months ago this

ould have sold quite p
well as a normally

priced game,
ertatcatthg the rise insoftware standards
and what good valuethis is_ There are of
course much better

arcade adventureS but
if you've got E2 to

spare you could do
worse than buy this
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•01 C o a l  Great landscape, what's happening
now? Its scrolling... UGH! The landscape's
turned to Jelly. Oh well. Don't be misled b
screen shots as this game is a pretty poo

shoot-em-up and didn't turn one of my ha•
(And I'm supposed to be the shoot-em-u

addict.) YAWN!!! •
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AYhe graphics promised so much b i l e
scrolling and gameplay ruined the game

, comp le te ly.  The idea is dated and most
players won't stand for the mind-numbing

blasting that it calls for. With a bit more
imagination and work this could have been a
good game. The programmers seem to have

got lost in the graphic detail and produced
something that far from being an example of

GREAT British software is a terrible -
disappointment.

P R E S E N T A T I M
-   O R  
I G I N A L
I T Y

_
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nuclear she lls zoom in to  the
earth. This promptly disappears.
except for a two pixel line on the
horizon suggesting that the bot-
tom half is still there.
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TEST

Another E1,99 sp
and although being

pretty grotty provides
plenty of challenge
It's much better than

most of the older
Mastertronic games

and at thtS peke gives
excellent value ion

money. I didn't
particularly like it butthen I dislike this sort

a i r
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10 i t s  ghosts
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The fighters, mothership and
explosions are nicely depicted
but the sound effects are mon-
otonous_
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SOFTWARE PROJECTS. E7.95 cass
This is the last  copy of the origmai Miner 2049er
platform game. it  features the now infamous miner Willy
as he co llects keys in  order to escape from a succession
of we ird  sect ions of his mine

56• (-) SUPER PIPELINE II
TASKSET, fetal) cass, 0.90 disk

Frantic arcade style  game with  great graphics and
music Ba t t le  to  keep the various nasties from bursting
your p ipes and stopping the water flow to the barrels
Sacrifice of your workmates is necessary in  order to  fi ll
the barre ls and move on to a more Campl•x network of
pipes.

56. (58) BRIAN JACKS SUPERSTAR
CHALLENGE
M A R
-
T E C
H ,  
E 1
3 .
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Tacky sh irts are guaranteed with  th is new Joystick
waggling game. Score enough po in ts on the qualifying
round to challenge the man h imself . Eight tough and
different events w ill las your strength and skill to  theirutmost

57. (43) UP 'N' DOWN
US GOLD, E9.95 cass

This Ilan to .p la y arcade conversion w ill frustrate you
immensely Ru sh  and jump your car around the rounds
in search o f  the coloured flags. On complet ing a screen
you progess to an even harder level, and eventually to
flags that t rundle about on t ro llies

56. (55) MONTY MOLE
GREMUN GRAPHICS, 0.95 cau

Another scro lling  platform game where Monty Mole
goes in search o f  coal and the legendary Arthur. All sorts
of hazards face h im  including fl ying  pickets. hairsprays,
coal crushers and acid baths.

HITS

Help your favourite games into the top 64, and win a great Zzap prize package
Here's the  form on whi ch you
can v o t e  f or  y our  favour i te
games and hel p bui l d up t he
nati on's be s t  c ha r t  f o r  6 4
owners.

Basically you have a total  of
TEN votes which you can allo-
cate any way you like - you can

112 Z Z A P !  64 J u ly  1985

TOTE YOUR VOTE!
put them al l  on one  game or
split them between up to FIVE
different games. This is the best
way of ensuring that our  chart
accurately reflects people's pre-
ferences

To ensure that  peopl e onl y
enter once you MUS T use the

form be l ow.  Thi s  f or m  a l so
allows you to predict what you
think wi l l  b e  t he  t o p  thr ee
games i n the  next  chart.  The
first three people we find wi th
the correct predictions will win
a great gift package consisting
of a Zzapl T-shirt and games of

59. (27) BOOTY
FIREBIRD. 12.50 mu

Set in  a pirate ship you must ear/lace the decks collecting
treasures and booty while  avoid ing the fearsome
cutthroats and other dangers that bar the way Go o d
value mult i-screen game with  unusual elements.

60. (-) GUMSHOE
A'N'F, 0.95 Cass
You're an invest igator in a hotel fu ll of gangsters and
searching fo r a kidneppte  g irt  Yo u  have to find the g iri
as yo u  shoot it  our with the mob who keep appearing
through doors Yo u 've  got to make a profi t  while  your at
it  though.

61. ( 52) ONE ON ONE
ARIOLASOFT,
E9.95 cass,
El l .% disk
Basketball game where you can take on Ju lius Erving ot
Larry Bird,  I t 's lust  two of you in  a high scoring duelaround the basket

62. (-) FIGHTER PILOT
DIGITAL INTEGRATION. f9_95 can
One of the earliest flegnt simmators with sr, o p t io n s 1mm
landing practise to 30 air-to-aircumbat f o u r skill levels.
good contro ls and great instrumentation

63. (-) BLACK HAWK
CREATIVE SPARKS. E7.96 case
Flying over enemy territory you have to deal wah enemy
ground installations, helicopter's, planes and missiles
The screerrscrods XtIVOOLIS style and there's plenty o f
Wasting act ion to  keep you happy.

64- ( -) TIM LOVE'S CRICKET
PEAKSOFT, Et% case

interest ing cricke t  SinlidlabOn where you can rake On
another player
- o r  
t h e  
c o m p
u t e r  
P u
l l  
c o n
t r o
l  
o
v
e
r

batting, bowling  and fielding and choice of a ll twentytwo players.

your choice worth up to E20.
This i s  a n oppor tuni ty y ou

can't afford to pass over, so get
voting_ Entr ies to: Char t vote,
Zap! 64 ,  1  Chu rch  Terrace,
Yeovil, Somerset, BA20

Z Z A P ! 6 4  T O P  6 4  V O T I N G  C O U P O N  l  am voting for the following games iup to five):
(Please write clearly)
Name
Address

P o s t code
The games I would like to win are (total price MUST be under
E20)•

My T
-
s h i
r t  
s i
z e  
i
s  
S
/
M
/
L

I predict the top three games in the completed chart will be:
1
2
3

Game (and software house) No. votes

Maximum total votes 10

" I ' M  N o  C I A  RkR,U_ Ie _ _
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-4 PLAYERS • ARCADE GRAPHIC"
GQiel United, Wet 10, Parkway Industrial Centre.

14eneage St. B4rmingham 87 4LY Tel 021-359 8881

P E R  H  u E v  HEucoPTERI  FU GH T SIMULATOR
Commodore 64 EQ.95
machines only % . 0  Cassette 1 1  Disk

- m r

TALLADEGA 1Commodore 64 & Atari

6 ' 1 4 "Cassette D i s k
-
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AARDVARK Us e f u l  abbrev iat ion
coined by the mag Micro Adventurer
(RIP) f o r  t h e  long-winded t e rm
'arcade-adventure' (see belowl. Not
be confused with the animal or soft-
ware house of same name.

ADVENTURE In its strictest sense this
refers to a game in which you control
the action by entering simple typed
commands on the keyboard instead
of having direct movement control
over a  character as  i n  a  typical
'arcade' game. For example, if  you
were trying to escape from a dunge-
on, you might try typing commands
such as 'Search dungeon' or 'Kick
door' o r  (possibly) t o o k  through
keyhole'. I f  t he computer under-
stands the command it  wi l l  either
carry it Out and tell you the result, or
Inform you if the action is impossible.
A typical adventure would involve
exploring various locations in search
of objects to help you on your guest.
The main challenge &these games is
working out  how exactly to use the
objects. See also TEXT-ONLY ADV-
EKTURE, GRAPHICS ADVENTURE,
and ARCADE-ADVENTURE

ARCADE GAME The most common
type of computer game in which you
have direct movement control over a
character_ The term is  also some-

ADVERTISERS' INDEX

Anirog 6 7
Ariolasuft 6 5
Beyond 9
Database 5 0 ,  51
Domed( 8 7
Firebird 1 0 ,  11.57
Gremlin Graphics 1 0 5
Imagine 1 1 5
Lothlorien 3 9
Melbourne House

79, 81. 83, 85
Microcentre 8 3
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ZZAPSPEAK
The world of computer games has akeady spawned a language
all its own,  which can leave non-initiates completely baffled. So
here's explanation of some of the more commonly used terms.
including a few we've invented ourselves, Wel l  be updating this
glossary wi th new terms as the need arises.

times used in a narrower sense to
refer only to games which started lifein the amusement arcades,

ANIMATION The  movement  o f  a
character to indicate different actions
such as walking, running, leaping,
etc. Animat ion which is  detailed,
stmoth and realistic (or humourous)
can add enormously to the graphical
impact of a game.
ARCADE-ADVENTURE Basically an
arcade game (no typed commands),
but one which is based around the
adventure themes  o f  exploration,
object manipulat ion and problem
solving. A typical 'aardvark' will show
on screen only a small part of the total
playing area at any one time, and to
solve it  a player may well have to
map out the various locations. Exam •
pies of  such games are Quo Vadis
(strong on exploration) and Pyjama-
rama (strong on object manipulation
and problem solving/.

BLOCKY See low-res

BODYPOP SCROLLING Another term
for jerky scrolling_ (See SCROLLING)
CVG Stands f o r  Completely Vile
Game. (Used only in extreme circum-
stances).

Mikro-Gen 7 3 ,  77
New Generation 2 1 ,  95
Ocean b a c k  page
Software City 1 3
Ul timate 2 7
US Gold 2 ,  17, 49, 68. 98,

99, 113
Virgin Games 4
M P !  64 Subscriptions

40, 41
ZZAP! Mai l  Order 1 0 6
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screen games  where t he pic ture
jumps to a new location as the char-
acter reaches the edge of the screen.
Contrast with SCROLLING.

GRAPHICS ADVENTURE An adven-
ture game in which the various loc-
ations are illustrated on screen (as
well as described).

HIGH-RES Short for high resolution
Describes graphics which are finelydetailed,

JOYSTICK ADVENTURE Anot her
term for 'arcade-adventure'
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Describes graphics which are 'blocky'
and lack detail.

PATTERN GAME A game where the
enemies move in regular patterns,
and where the skill lies in understand-
ing t he patterns and t iming your
moves accordingly. Many  PLAT-
FORM games are also pattern games.
PATTERN SYNDROME An unfortun•
ate feature of certain pattern games
where the patterns never alter, and
the player has  t o  move through
exactly the same route every time he
plays. Also known as PS.

PLATFORM GAME A type of  game
started by Miner 2049rer where much
of the action involves leaping around
a series of platforms.
SCREENS Games are often described
as hav ing a  certain number o f
screens. This  only  makes precise
sense in flick-screen games where
there are distinct screen pictures, loc-
ations or layouts_ In games where the
picture sc rolls  t h e  ' number  o f
screens' normally refers to the size of
the overall playing area.
SCROLLING A very common game
feature where t he screen picture
moves to show a new part of  the
playing area. It's as if the player is
looking at the view through a moving

camera lens. In most games which
feature scrolling, the picture moves
in order to keep the character you
control in the centre of the screen.
Scrolling can occur in more than one
direction and may  be smooth or
jerky.

SHMUP A Zzap-coined term to re-
place t he long-winded 'shoot-em-
up'. Any  game involving stacks of
blasting and zapping.

SIMULATION A program which tries
to copy as reahstically as possible an
activity such as a sport or flying anaircraft.

STRATEGY GAME A term used for
certain games which are neither arc-
ade nor adventure. Typically they will
put the player in a decision-making
position such as  commanding a
merchant ship or running a company.
On the basis of information supplied
by the computer he will make a series
of choices in and attempt to achieve
some goal. Football Manager, speak-
ing of goals, is an example of a pop-
ular strategy game. War games are
also a type of strategy game.
TEXT-ONLY ADVENTURE An adven-
ture in which the various locations
are described in words only. The adv-
antage of  this is  that the memory
space which would otherwise be
taken up by graphics can be used on
extra locations or added subtleties,

TANK To thrash someone at a com-
puter game. As  in:  'Penn tanked
Rignall at Dropzone.'

WIMP OUT To turn in an utterly use-
less performance on t he joystick.
The ed wimped Out again.'
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IGonamL
Be only at your peak as
you enter the HYPER

SPORTS stadium to compete in six NEW
exhausting events in this state of the art

s i m u l a t i o n —theofficially
e n d o r s e d versionofthe
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No.1 arcade game.
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Continuing the challenge
where 'Track and Field left off.

Imagine Software is available from:WOOLWORTH. WHSMI TH.  N t w • . * ' .  LASKY S Rumbelows C O W I N !  Spectrum Shops and all good dealers_



Ocean Software Limited
6 Central Street Manchester M2 5NS.

Telephone: 061 832 6633
Ocean Software is available from selected branches of:

WOOLWORTH ,W H SMITH , ,  LA SKI'S ,
R u m b e l o w s ,  c o m o r s e e c u u m  Shops and all good software deaiers-
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59•  E x t r a o r d i n a r y  Arcade Animation

An amazing journey to the centre
of the Pleasuredome
Discover the secrets of the
final screen!

FREE! FREE! FREE!iUnique LIVE recording of RELAX, never released in the U.K.
Exclusively from mem) in [63kiltne1c twin cassette pack.


