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Large, hugely absorbing explor-
ation game packed with puzzies
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Gribbly's Day Out, the sizzling
new game from Hewson Cansult-
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Angry Spot

Wanna know what drives ma
EDI:'IDllEtE']'r and utterly
rN?:ANE?' It’s people (and mag-
azmes]_ who shout their heads
off saying that the Commodaore

@ Printing of an unimaginable
number of copies achieved by
Redwood Web Offset, Yeoman

¥
DYING??22171171 ) ask you!

5 & dying machine

OK, sgp Commodore have

A lot of people never bother ent-
ering competitions, thinking that
they stand only a miniscule
chance of winning. | 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

against you winning might be
very roughly 30 to 1 {although
obwviously 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
{a total of maybe 50 compet-

been behaving these last few
months like a bunch of
deficient ARMADILLO

ducing JUNKY machines, a
BUNGLING  their  pricing
policies, with 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 AWwAY the
world's greatest entertainment

Way, Trowbridge, Wiltshire,
BA14 0QL

® Delivery to that newsagent-
just-round-the-corner-from-you
organised by: COMAG, Tavis-
tock Road, West Drayton,
Middiesex, UB7 7QE

baar in mind that there were over
200 prizes to be wan.

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

itions) the chances work out at
you being an BO percent favourite

to win at least one priza!
‘I

Come now, that can't be bad.

Ul

Detective plays detective

Gary Penn and Julian Rignall
haven't exactly raved about the
new Rockford's Riot in their com-
ments this month, however | note
that it did succeed in keeping

Now for a really fuicy bit of ig . .. | bet
you can't guess where Jaff Minter and hs

cuddly toy camel go Thursday
mm'ngl'-r;‘f You éﬂnm I can't aither,

but having got your attention reading this SE . | :
ﬂfﬁmfﬂfqﬂﬂg mﬁ"ﬁ"“’“";’i’% machine, VAST numbers of them playing in the office until
s onh ﬂf"mrw A ©VEr-more-amazin = Bam one night. This led to
this biication fevan this bit right | : _ 9 programs .

heve) Fs:hamf,:rnyhmfowgm:md;ﬂ- are being written for it and will another of thus.la entertaining
ious publishers Newsfield Lid. Soyou're  ELlReTITr RUD STV ERNE Sy confrontations with police off-

not allowed to Xerox it, crib snippets from ' ' '
orcopy itin any othar devious way you care FWHh S0 much going for it, it
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Cover by ﬂ”‘fwﬂ S "9 29ain in huge quantities

And when that ha 1
/ ppens
LAHE-MDNGEHEHE are going

icers for which this mag is becom-
ing famonus;

OFFICER: "What's in that bag?’
PENN: "My computer.’

OFFICER: ‘What were you doing
inthat office at this time of night?”

PENN: Tasting computer games.
We work for amagazine.’
OFFICER: "Got any tips on Sher-
lock? I'm complately stuck.”
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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 | 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 ISNT 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 | printed as a joke last month . .. they 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! 64, 1 Church

Terra

A snip at £50b
Dear Earthlings,

| now have the technology to
make this offer/threat. After
months af résearch | have writ-
len the most addictive game
ever to be beamed down onto
your planet earth. the game is
called Manic Atilla and has
screaming Psycho vandals

It is so addictive that anyoneg
who sees it 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 {equivalent to £50 bil-
lion) then | will unleash this exp-

ErEnce an your unsuspecting
public — the game shall be
beamed into every software
gutiet in your area, You have
been warned|

Yours deviously,
Scott the skateboarding punk,
Newton Stewart, Scotiand.
PS This letter will become en-
gulfed in flames in the next five
seconds.

I'm sorry Scott, but the £50 bl
frion we collected foar you was sef
alight by your letter

Forget fast-loaders
Dear Zzap! 64

My pet gerbil's name is Fred.

He spends half his time sleeping
and the other half biting my
finger.

Seriously though, | 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
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2 Yeovil, Somerset BA20 THX.

requires. Secondly, why not
start a ‘Playback’ section and
review some of the older 64
games compared to modern
releases, eg. Beach Head. (We
can't let that CRASH crowd
outdo us!)

I've had a lot of trouble with
some of these fast-loading
games recently. | don’t think it's
just the C2ZN at fault here as |'ve
been to the shop to replace it
three times! | think it's about
time that software houses and
programmers got to hear the
customer's view on fast-loaders.
OK, the software houses have to
protect their games from piracy,
| 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 — | have to
load a Pavioda game two or
three times before it loads prop-
erly. Even Commodore and
Hairy Minter agree! So come on
software houses, stop fast-
loaders.

Thanks for a brill mag.

Noor Mirza, Streatham,
London.

What? You're telling me that you
enjoy waiting 20 minutes for a
game to load?! My own feeling
is that software houses should
include two versions on each
cassette, one with the fast-
loaders, one without. This
would allow people with iffy
cassette players something to
fall back on, but wouldn't send
the rest of us to sleep while our
programs load.

And Ataritoo ...!
It just so happens that | own an
Atari 400 and not a Commuodore
but | think vou'll find that many
of us will avidly read Zzap! 64.in
the absence of our own dedic-
ated mag. Much of what you say
applies to us anyway

Cheers,
Andy Rice, Fulbourn, Cambs.

Graat! Join the club.

And another thing ..
Dear Chris,

How about having a section
called Zzap! Trap in which you
EXAMINg as many new games as
is possible or practical that come
under a particular heading eq.
sports simulation, flight simu
lation, arcade/adventure etoc
¥ou could put them into order,
best to worst, slagging off the
worst ones and praising the best
ones, genarally comparing their
good and bad points. Maybe
you could even make suggest-
ions as to how fulure ones could
ba improved

A varnation an this would be to
show how the different types of
games of today have evolved
and improved from those of the
early '80s, and again locking
forward to see what the future
holds. It could be called Zzapl
Thru Time

On the Tips page give a screen
photograph of the games being
given the main tips: it helps the

e who haven't got the
aut like to read the hints (|

v | daj to understand what is
g said. The same is neces-

ated at the beginning of
first 1ssue that your main
? 5 b4 software, and that
talk was out. | hope
not include joysticks,
will include news
| ks available
in your news-flash g an
Anthony Whyte, Sutton Cold-
field, West Midlands

,and that (¢
ight be a bette

lering

A crummy poem

Dear Sir

Mow that |'ve pu
64!

Kevin Wilkinson, Sheffield




It’s big bad parent trubble ...

Dear Zzap! 64

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

It concerns not my Maother,
but my Father. | was playing
‘Impossible Mission’ and by my
standards was doing very well. |
had all 36 code pieces and
already completed 3 letters of
the pass word.

Feverish with anticipation, |
searched for the next ‘punched
card’ when Zzap! (sorry). ..My
Dad TURNED IT OFF!

This did not go down too well
with me, as | had never been
anywhere near completing the
game before.

Robert Cerdran. Colchester.
Essex.

PS The mag is great and | am
giving up buying CRVG to sub-
scribe to you!

O Great master Chris,

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

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

Yours desperately,

Martin Haynes, Bude, Cornwall.

NO WAY creepie-knicks!!

Well Hil

Here was | with supposed
chicken pox. Then my sister ret-
urned with Zzap! 64 and a bunch
of grapes.

My first impression was ‘What
a daft name for a computer mag-
azine, Nnap! 64' (Joke!l) But
WOW, all the reviews!|

| flicked through the pages
with great interest and glanced
at the ratings. What surprised
me was the bulkiness of Zzap!
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
Zzap! 64. Then | 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 | get my 64.'

s Chris Anderson
young?' | asked.

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

The mention of mother
trubble, Huh! Yesterday ol’ 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. | didn't get a look in.

But the mag is great, almost as
great as the computer page |
write for the school mag.

Sarah Teasdale (Miss) (13 yrs),
Doncaster, S Yorks.

PS | only have one sister, thank
God.

PPS Is there anyone else who

that

hasn't mastered [Impossible
Mission?
C Funny you should ask . ..

The lights were low. The moon
shone down onto my joystick as
| 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. Aha! I've found it! Now
I've completed the puzzle, all
that remains to be done is to find
the control room.

| was lucky, it was two rooms
away. | was just about to enter
the control room thus saving the
terrified world when a head
peered round the door and said
‘Jamiel How many times have |
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 welll | went down-
stairs to do my job. | rushed up-
stairs, only to find the computer
laughing at me.... The world
was doomed. | 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? |
was very, very sad.

Jamie Phillips, Gosforth, New-
castle upon Tyne.

OK Jamie, you win the promised
Mother Trubble cassette. | mean
sacrificing earth was just too evil
of her. { reach into the sack and
come up with .., Gribbly's Day
Qut! Dont let Mum at it.

2hiris,

jratulations to Zzap! 64, It's just what | needed because:

pping
still stay the be

Beryl Waters, Solihull, West Midlands

rhat's

Saying it right
Dear Zzap,

Congratulations on & great
mag. | think the whole layout
just brilliant, But here's a few
ideas.

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

ome what may

er with asmile,

st by a8 mile.'

e and jovys)

e
ey,

4

ht fades away

FRnl al
=TH SouDhmd

C el b apieE 40

-

rrassed

Instead of selling software in
Zzap (how do you pronounce
that word anyway?) why not sell
merchandise of 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
shouldnt be in the computer
industry.

Matthew Summerson, Tedding-
ton, Middx.

Hmmmmmm, not too sure that
wouwld work — most program
mers 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!
LI I I I T LI IT T
(no I'm not asleepl) zzzzzzzzzzez-
I E I I I I T IR T 1T TT TN -
zzzzz (boy, my arm’'s getting
sleepy) mzrzzzzrrzzzzezzrzzrAP!|
Il {(What else can you say?)

Yours Zzapfully,
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.
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;m Micronet plug
Ty R

Loved the firstissue, looks like
you've got yourselfawinner.

Especially good t;r,_,_;-%m

Gone off Super Huey

| read your review of Super Huey
with interest, having bought the
program two weeks before yvour
magazine. In first playing the
game | regarded itwith the same
enthusiasm as your test team:
great ‘chokka-chokka' sound
effects, suitably cluttered con-
trol panel (I'm fond of flight
simulators), good 3D ground eff-
ects, etc. But after a while, | came
down to earth, so to speak. Of
the four scenarios, two (Solo
Flight, Exploration) soon be-
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 itis the
Rescue scenario that is the most
puzzling, as it seems to be im-
possible to completa!

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

A pompous gentleman writes

Dear Mr Anderson,
It 15 with great displ
ced into writing
N | had heard the whis
that abounded before the
of Zzap! 64 | was quite

that

¥

d to flick through the

of this ‘revolutionary’

ring. What | found, how

was an extremely poor,
axcuse me WOW, Dad's
wrriting to Zzap! Cor look what
he's sayin’, Dave, he's sayin’ it's
rubbish! Well, it's ace, mega-
oops! he's com-
| do beg vour

fab, zipping
ing back

pardon, one of the public serv

ants had a slight query over the
milk payments. | will continue
an example of a very
igned games mag
has none of the
stimulating proje
itting the computer in
r the cat flap that |
This is most disap
i pointing (RIVG AING)
| There, he's on-the phone. Well |
wanted to write to you, but |
can’t spel. Anyway, Zaps really
ace yknow, all the detailed rev-
iews etc and all my mates luv it.
Thank ‘eaven there’s no type in
listings cos they're **1%* and
never work and | really think
that this mag’ll work cos its got
all right stuff in it and not piffie
like another mag i know with 4
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wards in its titles that lives at a
place called Priory Court wher-
ever that is, anyway | was say

Thank you for your patience, it
i5 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 edue
ational EXCUseE me again, my
copies of the Guardian, Tele
graph and Financial Times have
just arrived

| hope you will take my critic-
15ms to heart and perhaps take a
leaf out of such e ent mag-
azines. as ‘Electronics and
Computing”, ‘Computer and

Games' and ‘R

[ ". This would be
appreciated and would certainly
improve your production no
and.
Mr Philip Knee, Bolton,

Dear Mr Knee-jerk, | am delight-
ed fo disco your enlightened
and sober reading habits. May |
also recommend the British
Medical Journasl, the Yeovil Tele-
phone directory and Commo
dore User. Sample copies enc/
osed. Aiso a piece of software
for that pesky son of vours to
stop him messing around with
your type-writer

other points, why does the DST
command (distance from take
off point) act so erratically? And
why can you never drop a hom-
ing beacon? Is it me, or is the
program flawed? Oh well, it's
back to Combat Lynx. Much
more dependable than those
American machines.. . ..

Giles Collinge, Hebdon Bridge,
W Yorks

The guys here are most puzzied
by your letter. They tell me the
secret on combat (s to KEEP
LOW. Provided you have a nifty
trigger finger, you should be
able to shoot down lots of
enemy helicopters. Failing that
you could try the homing miss-
les. Admittedly the guys
haven't yet completed the
rescue mission, partly because
our copy has been nicked by one
of those greedy reviewers on
our sister magazine CRASH
What we'll de is print some
detailed tips on Super Huey as
soon as possible. Well, as soon
a5 we get the tape back, We're
still firmly of the opinion it's a
better helicopter simulator than
Combat Lynx,

| own a Spectrum
Dear Zzap! 64,

Short but sweet. Great mag-
azine but avoid wasting space
by insulting Spectrum owners
-—  remember what CRASH
does? — and use it to' good use.
On the reviews side — good rev-
lews but bad layout — keep the
pictures straight, could you, in-
stead of having them across the
page. Also the rating system —
vary good but the bar values do
notreally do anything and waste
space, A bit more colour in the
pictures would also help as weall
as mare clarity in the black and
white pictures, {Follow CRASH's
tactics of using a Cub monitor
elc) as many pictures are dark or
blurred. Please use proper car
toan style spesch bubbles as
well — it waould make the overall
appearance neater and sasily
readable.

A Spectrum/64 owner, Stephen
A Graham, Carlisle, Cumbria,

Piccias inissue one were indeeé
pretty  crummy, having  been
taken off a TV, owing to shght
mitial shortage of equipment,
Hopefully you agree they're no
preity geod, being snapped off a
Commedore monitor. As fo
yaur first point, you must b
now realise that | wouldn'
tlrearm of printing any more anti-
Spectrium material,

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

h wonder full

5ays is g ant to me
Why ‘}FE“[E your amazing mag
with sfikh an idiotic insect, Get
rid gffhimMpow. If you can't, o
of1't, th&n"i.,lwuli Tell Ro d,
rira-—-*_-;n"r"qav.ri back under

harder than any

Yours angrily, >
Richard Bugley, Pentrych, Nr
Cardiff, . —

certain extent.

f dunno if it will when vou see
what Rockford's d;_r.l.rrg to vour
letter.

Buying from source
One thing that really lets 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 you have to do is read
Zzap! 64 and when you find a
game which Zzap say is ace you
think ‘Yeah, Il get that’, and
then you send off to the
company.

Companies can make a profit
out of this as well, Interceptor
Software have a really mega
club which is totally free to join, |
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 off to Zzap! 64 to
buy the games, but can CA and
his ageing team be trusted?
Robert Ireland, Prestatyn,
Clwyd.

No. But then we don‘t send out
the tapes. The lovely, trustable,
Carol Kinsey does.
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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).

OUT IN DEEP SPACE,
THESE REVIEWERS FACED
THEIR TOUGHEST TEST.

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).

ar Iaq = =1|
FIREBIRD SOFTWARE - WELLINGTON HOUSE
UPPER ST MARTIN'S LANE - LONDON WC2H 9DL
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My adventurous
| budgie
Dear Chris,

graphs in Zzap! 64 entitled The
Zzingiest Letters page in town', |
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 brought me to think
about my pet budgie who is
called Bibo. Well, about one and
a half years ago | taught him to
speak. Now, me being interest-
ed in adventure games told him
adventure talk, eg. N,S5,EW, kill,
pick up, go to, etc.,
One day when | was playing
Twin kingdom Valley | came
across an enemy. Me, being an
ingxperienced adventurer then
didn't know what to do, Whether
to go back or to stand and fight
him. Then Bibo went and
squawked ‘Kill', so | stood my
ground and killed him, What pot
luck, | searched him and found
money and food. That day he
got extra millet.
Now | have been teaching him
lots of adventure talk, and now
when I've finished loading an
adventure in all | can hear are
'pick up, open, get,’ etc, all com-
ing from Bibo. lt-is all so loud
that | have to tum the computer
off and reach for the asprins.
MNow | can anly play it when I'm
alone in the house.
Martin  Witherden,
Middx,
PS Please, please, please could
you send me a box of asprinsas |
am running short.

Pinner,

Hmmmm ... Gary reckons you
should buy some, er, platfarm
training shoes. Well, HE thought
it was funny.

Leave out politics

With Raid over Moscow why do
you have to say her people
will find the t 3 to their
liking? The graph are excel-
lent and so is the gameplay, s0
please review the game and
don't bring personal feelings
into it as there are other games
like that one. Battle for Nor-
was reviewed in this
issue but nothing was mention-
ed about whether ople will
like fighting the Germans., N
Unsigned, Newton Abbot,
Devon.

mandy

On reading your few para-

Corny name!
| would like to give my views on
Zzap! First things first. The mag-
azine is brilliant, it looks set to
become one of the best 64 mags
ever,

What | don't like about the
magazine is the name, Zzap!
How completely corny and un-
original. | think you could have
done better.

James Hepworth, Chelmsford,
Essex.

Unoriginai?1? How many other
magazine names have two ‘Z's
and an exclamation mark?

agents, the
and so are the game tac-
cs, in fact its got everything a
arson with taste could want
(someane with a 64), '
"But instead of grovelling in
this letter | really wrote to ask
you if you could review Cad Cam

High score copy?

Dear Ed,

| see in your editorial that
you're going to introduce a high-
score table and feature play-
offs, (Maughty, naughty
we've seen that before some-
where, haven't we?

| hope you're not going to
waste too much space on that,
better still don’t bother. Thera'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 of high score feat-
ures is an interesting one.
Computer and Video Games,
back in the mists of time, started
things off with their Hall of
Fame, basically a collection of
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number of selected games.

{claimed) high scores on a small

Personal Computer Games (the
mag a couple of us used to work
for] took things an important
stage further by staging a
monthly playoff between high- |
score claimants to help siphon

cut cheat entries. With the
launch of Zzap and death of
PCG, [ felt a bit more spice still
could be added by having the

| playoff between a reader and

one of the magazine team.
Meanwhile the existing PCG
idea of a chalfenge between two
readers was copied (alang with
various other PCG features) by
Your 64,

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

Where's Star Wars?

Dear Zzapl6d,

I'm writing to ask if there are
any versions of the arcade
machine Star Wars available for
aur machine, and if so, which is
the best?

The Spectrum has a superb

and |
gsion of this is

game, 30D Starstrike,
wonder if a conve
likely?
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Bungeling
by Ariolasoft
Dear Ed,

Recently, | bought a copy of
Raid on Bungeling Bay. The
game itself is excellent, but in
the instructions it says that there
is a victory parade and news-
paper headline, There isn't. Is
this & bug in my copy, or 8 mis-
print in the instructions?
Peter Brady, Cabra, Dublin 7.

We too were annoyed when we
couldn't  track those down.
Mavbe they're on the disk vers-
warr anly, and Ariofasaft forgot to
amend the cassette version ins-
fructions ... ?

| know of Elite and Sentinel,
two 30 space games (and the
mega- superb Stellar-7; similar
to Battlezone), but none of these
is too similar to Star Wars. Are
there any other good 3D space
shoot-outs available?
Lee Uren, Swindon, Wiltshire.

g95) might stil]
be around if yo lucky, other-
wise you'll just have to watch
this space.
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MORE
GAMES
THAN THE

OLY MPICS

N ABYSS - ADVENTURE QUEST - AGENT USA - AIR TRAFFIC CONTROL - AMERICAN FOOTBALL - ANTATTACK - AUTOMAN IA - AVALON - AVIATON - BATTLECARS - BEA
D - BLAGGER - BLOCKBUSTERS + BLUE MAX - BOILER HOUSE - BOULDER DASH - BRAINSTORM - BRAXX BLUEE - BRUCE LEE - BYTE - CAMELOT - CASTLE OF TERR(
JENAME MAT - DALEY THOMPSON'S DECATHLON - DETECTIVE - DIGGER DAN - DOOMDARK 'S REVENGE - DRAGON FIRE DRELBS  DUNGEON ADVENTURE - EDDIE K
P CHALLENGE - ELITE - EUREEA - FIGHTER PILOT * FIREQUEST * FLAK - FOOTBALL MANAGER - GHOSTBUSTERS - GIFT FROM THE GODS - GOLD RUSH + GRAND PRIX DRI

LER * HIGH NOON - HOT DOT SPOTTER - HULK - IMPOSSIBLE MISSION - INTERDICTOR PILOT - JACK & THE BEANSTALK - JASPER * JET SET WILLY ' JETPAL - JINM GED
GHTLORE - KOKOTOMNI WILF - LEGIONNAIRE - LEMMING SYNDROME - LORDS OF MIDNIGHT - MANIC MINER - MASTERMINI Y - MATCH DAY - MATCH POINT - MOLAR MA
N PATROL - MR ROBOT © MS PAC MAN + MUGSY « MUSIC MACHINE - MUTANT MONTY - MYCHESS 11 NATO COMMANDER « N IMAD OF TIME - OLYMPICS B4 + ORIC
R PAN * PIFE LINE : PLOP * POGO - POLE POSITION - POSITRON PYJAMARAMA « QUANGO - QUIZMASTER - RAID OVER MOSCOW - RATTLER - REDCOATS - RETURN
M- RIVERRAID - ROBBER - ROBOTRON 2084 - ROLAND GOES DIGGING * SABRE WULF « SAGA OF ERIC THE VIKING SCRABBLE - SCUBBER DIVE - SHEER PANIC - SHERLOY
OF THE LINE - SHOOT THE RAPIDS - SKOOL DAZE * SKULL - SMUGGLER - SNOOKER - SNOWBALL - SOFTWARE STAR - SON OF BLAGGER - SPACE SHUTTLE - SPELLBOL
EGED - SPIDER-MAN - SPIRIT OF THE STOMES - 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 MNIGHTS * TECHNICIAN TEID - TEST MATH
GALACTIC FLAGUE - THE GREAT SPACE RACE - THE THINKER * TIR NA NOG - TRANSYLVANIAN TOWER + UGH! VIZAWRITE 64 - WANTED MONTY MOLE - WEATI
ETER - WHITE LIGHTNING + WILD WORDS - WIZARD OF WOR - XAVIOR - ZAGA MISSION - ZARM - ZAXXON ZENJI - ZODIAC MASTER - ZOOM PASCAL - ZORK 1l - ZOR]

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 the
shelf.

Sefewane @y~

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
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Clumsy, oplnmnated superhack EDWARD BANGER bungle:

games scene S hntteﬁt news and juiciest gossip.

Archer Maclean:
a staris born

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

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

Dropzone was conceived on
his Atari B0O0 back in July last
year. Astonishingly, despite the
fact that he'd been program-
ming since the late 70s, he had
never actually had a game rel-
easad — much of his time had
gone into programming ‘brill-
iant” Atari versions of Defender
and Stargate which for legal
reasons never saw the light of
day. The Atari Dropzone, based
to some extent around these
earlier games, took four and a
half months of intensive 18
hours a day programming.

“‘When | showed it around and
said | was going to convert it to

the 64, ﬂvewbudy laughed,’
says Archer."They said: You just
can't do that sort of thing on the
641. Well that spurred me on fur-
ther, so | 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 and playing arcade
games written by Eugene Jarvis
(Defender, Robotron and Joust.)

He's now starting work on
Dropzone 2 and spent a good
deal of time talking to the lads
here about what might or might
not be included in it. Stand by
for, at the very least, another
ultra-hectic shoot-em-up with
far more species of alien.

BEL OSSR R R

Take a careful look at this
picture, because it's 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 fast 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

| KP (that's the

anic have had a pro-
en round him, whi




as his way through the 64

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 of similar
appearance and quality to Com-
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 — if
you put old Goochie on to
BOWL, expect him to be hit out
of the ground, he's as bad as |
am.

Price wars,

iave been
ring at
e

ing
'l':h:'.;rh
Gold have
C e2nic

have
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wo comp-

o be undercut-

: before long.

Banger, for one, isn't
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Jonah
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When wandering about the grounds of Melbourne House the
other day | was horrified to hear unearthly screams and crash-
ings from within. On closer inspection | saw that the staff were
all crowded about a computer.

| couldn’t understand what all the fuss was about until | 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 |
have come to the conclusion that Melbourne House's offering is
even better than the arcade game!

There are a full 18 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.

Elite’s new game promises the
thrills and spills of the boxing
| ring. FRANK BRUNO'S BOXING
puts you in the gloves of this top
British  heavyweight. Seven
opponents from different coun-
tries stand between you and the
world champion. You have to
fight these toughiles to be able to
challenge the champion of the

And YOU
thought vector
graphics were SLOW

| ¥

You may or may not have seen
Encounter, a game which
highly

original, fast-
hics and has

among shoot-em-up

pin your

gen, the

peaple behind Encounter land

also behind that hugely popular

fast-loader Movaload), are now

releasing a new game which,

like its pre sor has been
months in development,

1ary is also 3D and is

woot-em-up, but this

time there are vector graphics

Er, | think that means the kind in

world, who, as wusual, is which objects are depicted in a

American. : kind of wireframe outline, as in,
The game is described by Elite lar 7 ar Elite.

Iﬁﬁn Thm‘glw"ﬂ ':m: agen told me that these

“learn something of the stamina
and courage’ of boxers. Sounds
like it could be a real knockout
hit. Geddit . . . 7 Knockout . . . hit
... boxing . .. ? What a wit.

are in the fact the FASTEST vec-
tor graphics ever sean on the 64

. oh dear, sounds like another
game | won't be able to play
Stellar 7 is too fast for me by

half!
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Details have been filtering
through to me of the new game
coming out from Beyond on the
Monolith label, Quake Minus
¥ Quite a scenario, to this

It's the late 1980°s and on the
Atlantic seabed lies Titan, an
automatic robot-controlled
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 . . . the
Robot Liberation Front have
invaded and have interfered
with the earthquake-dampen-
ing computer which controls
the whole complex. They de-
mand equal rights to robots or
they will interfere with 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

Commodore
to serve up an ace?

The follow-up to /nternational
Soccerand Intemational Basket-
ball has been revealed. Stand by
for...International Tennis.

Written by Andrew Spencer,
author of the other two hit prog-
rams, it will offer a new appr-
pach 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
¥ank John McEnroe.
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the day before the quake is due
to occur, hence the game title.
Listening to the tone of that, |
wasnt surprised to learn that
one of the game's programmers
, author of The
; t, who special-
ises in developing new game
types. This one is described as
— ‘icon-driven arcade/
strategy’. Er, | 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 in all some 6000
moving ocean bed locations, so
| guess this is another of those
games the Banger won't be able
to play at all.
Ouake Minus One is out at the
end of June and will sell for
£9.95.

VIEWTO AKILL

Bob Wade takes a sneak preview at the new

James Bond game on which Domark hope to

4

challenge yet — on the 641 The gama is
based on the film released this summer
and sticks quite closely 1o the story line.

My preview was at the London off-
ices of Domark (previous release
Eureka), the company bsehind the
game, where amidst the pre-release
chaos they had time to show me how
progress was coming along. They weare
still compiling the various sections of
tha program, which is no easy task
since it features three complately difi-
erent games, speech synthesis, two
thama tunes and of course & save-the-
world-from-a-mad-megalomeaniac-
plot,

The megalomaniac in quastion is the
evil Max Zorin and he's got & nasty
fermale sidekick by the name of May
Day. Zorin wants to corner 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 with the
sequence from the film where Bond
appears reflected in an eye, walks to
the middie of the sereen and shoots
towards you. This is accompanied by
the Bond theme tune (you remember:
doing diddle-da-da dum-dum-dum, et
.. .). When the eye has turned red with
blood and wobbled away, the music
changes to the Duran Duran theme
from View to & Kill and the credits scrolf
by.
The music was converted o the 64
by Tony Crowther and is excellently
done using aif three channels to the
fulf. The spesch hadn't been finished
when | saw the game, bul you can ex-
pect it to say things fike My name is
Bond, James Bond', "You've faifed
Bond”, ‘Well done Bond, and evan
‘Darmn it when he makes a mistake.

Each of the three games fills the
memaory &nd so have to be lpaded sap-
arately, but it means you're getting
three games for just £10.99 Here's
what happens in each.

GAME ONE

This is set in Paris where Bond has
chased Zorin's fernale accomplice up
the Eiffel Tower where she jumps and
floats off on a parachute. Bond borrows
a car and gives chase.

This is whaere you come in and are
presented with a split screen view of
Paris. On the bottomn 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 get to the
landing point before the baddie.

You are faced by lots of problems like
damage-to your car from collisions, the
Gaendarmes chasing you for going the
WTONg way up one-way streets and the
parachute constantly changing coursa.
Whathar you get to tha point or not you
are given a code jo enter the next sec-
tion of the game.

CWHAT Dogs BOT COL THE BERETIH GUN HE
WEERS 1w WIS COART"

007" -
'

Bond is back and facing his toughest #

e

= h,
. oy,

-
Farnn,
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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 & buming hotel and
whilst Bond has managed to escape he
still has to rescus Stacey and get out of
the hotel.

The bottom of the display shows the
hotel with the rooms on fire, where you
are and whare 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
axplore the hotel using the masses of
objects that are lying around.

The puzzie/adventure element is
controlled via the joystick and allows
you to choose an object from your inv-
entory and use itin standard adventure
ways: use, search, drop etc. You can
also give instructions to Stacey lonce
you've rescued her) to help you.

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

GAME THREE

The third stage is set in the caverns
beiow Silicon Valley where you hive to
dispose of the bomb that threatens to
destroy the world's chips. It's done
Impossible Mission style with Bond
running and jumping around the cav-
erns bui these are a bit Quo Vadis like
and will need mapping.

Once again thera is a strong puztle
solving elament 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 niext manth.

o0 CARBERETTR... /"




arcade action ﬂBVﬂI'\tﬂGE sixteen screens
detailed colour graphics AR problem solving scenario
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GHOST CHASER features detailed graphics, sixteen game screens and an action
oriented, problemn solving scenario. You'll meet Hamry the Ghost Chaser and a host of
4 weird phantoms as you explore the different rooms of Fairport Manor. Points are
. M 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
3| _ the ghost chamber. Watch out for the many tricky obstadles and above all avold
contact with anything that moves!. . . they'll send shivers up your spine.

(1.S. Gald Limited, Unit 10, Parkway Industrial Centre,
Heneage Street, Birmingham B7 4LY.

Telephone: 021-359 8881. Telex: 337268.

 BOOTS -W.H. SMITH - JOHN MENZIES - WILDINGS - WOOLWORTH



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 landers, the \
men are under threat from And- :
roids which are deposited on the
planet surface by Planters (see s
accompanying box). Your job is \1

N

L

UK Gold/Arens Graphics, £9.95 ceas, £14.396 diak, joystick with kays.

® Superb Defender-based shoot-em-up

@ Nine different snamies, furious action
® BErilliant graphics, excsllent contral

futuristic space battle with
roots in Defender and Jei-

LAC 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 is
straight out of Jeipac — an
armed space-man equipped

with a jetpowered backpack. But
it's the differences that will get

Scanner

the blood pounding
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 wvolcanic craters and lava
pools. Yet it scrolls avery bit as
fast and smoothly as in Def-
ender. The aliens (there are nine
species instead of Defender's
six), your character, and the
gcanner are also graphically
much more detailed.

Then there's the scenario.
Although superficially similar to

through

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, maore difficult wave of
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 safaty of
the planet silo. By moving over
the ‘dropzone’, a moving cross-
shaped platform, the men are
automatically dropped off and
roll into the silo.

Planter

Jetman
accelerating
right

Cloak enargy
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F> ) "DROP IT, MATE - THATS No SoRE No Moge . 7"

Dropzone /s, guite simply,

\ THE shmup an ANY micro.
) N Thecombination of fast
\ action, excellent controls,
brilliant inertial effects and Jetman accelerating left

alien variety make thisa
compulsive and exhilarating
masterpiece. Excuse me, but  glyy
fcan't spend any more time 4§ by
writing trivial comments /

when I've got Dropzone to // y

play. 7
If.
-

if by any chance you lose all
your men, you'lll be in resal
trouble because the planet starts
to erupt — the volcanoes spew
out white hot rocks and all the
aliens turn into anti-matter
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 is
superb: massive rapid-firing
laserpower, space-bar activated
smart bombs (which, as in Def-
ender, destroy everything on
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 6dwhich will
keep any megablaster happy
for months and months. If
you are good at Defender
vou il find your tactics work
really well here, ifyou 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 e% P!
amazing!

T—
-

Those evil enemies

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

PLANTERS. These are the most
basic of. aliens, although they
have the most important of
tasks. They roam sbout above
the planet surface until thay find
a man. Whan they do so they'll
produce an ANDROID, a small red
sphare, which they start to lowesr
onto tha surface of the planat. if
the planter reaches the planet
and drops the android off, the
planter then mutates into a Nem-
esita [see below). Meanwhile the
android will roll along the planat
surface until it finds a man. When
it does so it'll self-destruct taking
the man with it. f there are no
men left on the surfacs it will roll
along until it finds the silo and
enter, destroying a man. Need-
less to say, you should destroy
the planter before it drops an
android, You are aided in this, by
the shrill squeak emitted by the
planter when an android is prod-
uced, plus the fact that the and-
roid appears on your scanner and
an armmow indicates which way
you should iy to find it
Incidentally on higher screens
the planters exhibit highly intel-
ligent behaviour, hunting for you
in gangs, but fiesing rapidly
should vou prove a maan shot

NEMESITES These mutated
plantars 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
tha planet dropping scid rain or
befting out huge thunderflashes
Meediess to say these are both
fatal to the touwch.

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

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

NMEYE. This evil red alien is
equivalent to a baiter in Def-
ender. Take too long over a wave
and it will appear track you ral-
entiessly ot super high speeds fir-
ing like crazy. If you start to get
these (unavoidable on high
levels) prepare to fight for your
life

ANTI MATTER. This stuff appesars
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 start fo
erupt after you've lost all your
men. They hurl out deadly white
hot rocks at a furicws snd horrific
rate. if you have to pess tham

the space-bar) which will allow
you to go through everything
including your 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 of 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 play Dropzone without
looking at the main display!

The attack waves are of two
sorts. NORMAL waves feature
all the aliens complete with
androids, planters etc. TRAILER
INVASIONS come every fourth
wave (see box). These are very
tough and require some solid
blasting to survive. You still
have to collect the men and take
them to the dropzone, only this
time there are no planters and

than climb 1o a high altitude. R o]
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“AM | TUCT b PRETTY FRILL 7™

Blunder sform

Trailer

Volcana

Pre tty frills

Dropeopne has several touches
which add real class to the
;]EHTIE'E- simosphang

@ As your jetman Zoorms about
the planet's surface you can see
him working the controls of his
jetpack, while his legs are pushed
back as he secalarates

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 multicolourad let-
ters. Really makes you wanlt to go
for those highscoras.

@ When you die you explode into
thousands of little pleces in a
graat firework display, on2 of the
maost imprassive axplosions any
where

® At the end of awave he raisesa |

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 [ found a
Joy. Istill found it really tough
though and will be battling
with it for months to come,

androids. .. well, not until the
higher levels where the fun
really starts.

Fortunately, every 10,000
points you receive a new life and
a new smart bomb (three of each
to start with).

At the end of a game you are
also given a rating, from the low-
liness of ‘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.

SRR TATION

u Excalignt pening seguence
O and high score table

G Fast, smooth scrolling,
D I‘;I'f-E'.i]',l'i.l‘ﬂ."lEf:‘i{:ﬁ_f:lP. alrens

and explosions

SOUND = |LASTABILITY
' EEESRaEIse v e
Thir weaves are still gefting

| 0O No music but lots of great
.D effects throughout.

VALUE FOR MONEY

D Shimup fans can't afford not
D fe higve this pme

Game feel is excellent and has
fantastic control potential for an
experienced Dropzoner. You |
have four-way joystick control |
over the Jetman, but you haveto |
allow for his inertia, and also the
effect of the 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 his software collection is
either a total wimp or needs to
undergo psychiatric treatment
nowvy!

ORIGINALITY

4 ' ‘
i .D Based on Defender but with
| D new aliens, New scenano

| 0 Fast hlasting that's 5o
U compuisivil ol worn T De

abve to leave it alone

96 % harderar one mitlion points
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FOR

Commodore 64.
Price £7.95

Hot Line
Mail Order Service
- 0225-316924

RUN FOR YOUR

LIFE

D 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,
eerie caves echoing with the sound of bloodsucking
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
giant 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
detailed 3D scrolling landscapes and should you be
caught out, the end you face is definitely not for
the faint hearted.
Realistic sound adds to the thrill of the
chase — make sure the screams arent
, yours if you are dragged away by the
awesome Quetzalcoatus.
Load up, and be ready to shoot!

Mew Generation products are
sold according to their terms
of trade and conditions of sale.

FREEPOST, Bath BA2 4TD.




s the cassette reaches the
end, and loading nears

completion, you say to
yvourself ‘| wonder if Ultimate
have done it again?’. Once the
game has finally loaded and
you've pressed the fire button to
start, your heart sinks and you
think: They haven't — it's Kar-
nath revisited’,

But they have and it isn't. You
soon find that getting out of the
first location isn't quite so
simple as you initially thought.
When, hours later, you've fully

explored and sussed the first |

few levels, you realise that En-
tombed is one of the most
original and entertaining aard-
varks (arcade-adventures) ever
to hit the 64 (or any other mach-
ing, come to think of it).

The game retains the char-
acter of Sir Arthur Pendragon
and some of the graphics from

Staff of Karnath, but any similar-
ities stop there. Whereas Kar-
nath was relatively small, En-
tombed is large and complex —
the total playing area is some
175 screens in size. Whereas
Karnath included puzzles made
difficult purely by being obsc-
ure, the puzzles in Entombed
have logical and sometimes
spectacular solutions. Indeed,
the kick you'll get from sussing
parts of this game is about as
great as any computer game will
BVET 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-
nath, except that everything has
an Egyptian flavour. Highly de-
tailed and authentic 3D back-
ground scenery adorns every
location — complete with some
excellent hieroglyphics which
lend an incredible atmosphere

unfortunately, are of the same
quality as Karnath, ie fairly large
and crude, but with some great
animation — just watch Sir

Arthur jump!

22 ZZAP!64 July 1985
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to the game. The sprites used, |

ENTOMBED

Oooobh! I'm knackered. | 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 is both
stimulating and tiring, through
the lows of defeat to the
exhilaration of finally salving one
of the many horrendously
difficult puzzles. A truly classic
game containing some amazing
backdrops. Brilliant one,
guaranteed to keep you in the
company of owis for weeks.

@ Incredibly absorbing, addictive, original arcade-adventure
@ 175 screen playing area with atmospheric graphics, ingesnious puzzies

@® Moving platforms, magic whip, controllable torch, gongs, pools, invisibility, stc

/




The friendly crow

»—
An gnemy
materialising

Na grobiem with air in the
corndors

One of the main things that sets
this aside from all other currently
available arcade-adventures is
the number of highly original
features it contains:

THE WHIP. Not only is it used to
dispose of any nasties 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 it's
only possible to tell what's in
tham by having, and using, the
torch. You can actually guide a
realistically revealing torch beam
around the room and sse what
you're missing! The effect is
stunning.

INVISIBILITY. Used in a couple of
instances to make things a lot
harder. 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
lsave the room, and then find
your way back again|

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

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

The original features

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

GHOSTS. These appear in one
incredibly atmospharic room —
there are four of them (making
brilliantly  effective  wailing
noises) along with a coffin, which
is too high for you to reach. As
SO0N as you step towards it the
ghosts’ cry increases in 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 PLATRORMS. They
appear in several rooms and are a
key to solving puzzles. The prob-
lem is how you get them to
move!

TRAPS., Some rooms featurs
siiding 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 tona) or you won't gel
through.

The pause facility is
wselul when yvou want to
rhink

been lost, and the grey
colour indicates damage
fo another

(na com

Tells you which of Sir
Arthur's threre actions is
operational

Some of the detaifed
hieroglyphics

Sir Arthur
flourishing
/ the whip

An artacking
Ty

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

While in the corridors, Sir
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 Karnarh: a sort of cut

Wow! Great! Amazing!
Incredible! (Get the idea?) This is
without doubt THE aardvark for
the 64 or any other home micro. |

loved the graphics, the fighting is
terrific and | found the puzzies

absorbing, devious, frustrating
and above all addictive. W
Ultimate keep improving on the
B4 the way they did on the
Speccy then their next ane could

be miraculous. This one 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 Karnath, except
this time a slightly different app-
roach is used: When you'reina
left/right corridor and you move
into one of the passages visible
going into or out of the screen,
the viewpoint flicks round by 80

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 at

right-angles to the screen.
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finish to the game. 5till, a brilliant
gama and a must for any
sardvark fan.

26 ZZAP!64 July 1985

This shuffling of viewpoints
can prove difficult to get to grips
with at first and makes mapping
awkward. But needless to say,
as with most aardvarks, without
a map you're liable to become
hopelessly lost (which is why
we're printing ours overleat.)

Sir Arthur is controlled in the
same manner as before — with
the joystick plus occasional use
of the space-bar— only thistime
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 whip 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

- L\}
<= Mow how did
" ',fffl Sir Arthur

get that statue

to move

away fram the
room exit?

By jumping??I?

Initially looks ke Karnath
o)
94 //Cl' but in fact has MUCH mare

loader.
- 9 2 U/D marvelious rooms.

HOOKABILITY
97%

Solving the puzries gives an
incredibie kick.

D

el

8 D// Maore helpful instructions )
3%
Brilliant hweroglyphics and i
0 Great sound effects on
58 /0‘ whip, and some rooms, but

LASTABILITY

91%

than usual but same sifly
enermes and some
10 A IIsic,

Lots of devious purzles and
levels that really fake some
waorkirg out.

Karnath — what more can
oL S8V,

93%
first level but the torch isn't quite

so easy to get (sorry, no clues).
There are a number of objects

should you solve the puzzles
surrounding them. All of these
are useful, if only to help you
obtain other, more important
objects. It's a very long sequ-
ence of events befare you find
the object you need to escape
the tomb and end the game.

1 Most of the chambers are

tough to crack and so some
helpful clues
throughout the 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 for a couple of
seconds.

The sound effects are fairly
good, but nothing to get excited
about, although there is the occ-
asional good and rather unusual
one. The game loads inthe same

VALUE FOR MONEY

Even batter than Staff of

to be found within the chambers |

are provided |

IllpquT Hﬂi‘; DU.T- =

-

annoying manner as Karnath — |
it stops half way through load-
ing to play a reasonable piece of
authentic sounding music and
won't continue to load any
further until you press a key.

As is the case with all Ultimate
games, the packaging is of a
high standard, and the instruc-
tions atmospheric but deliber-
ately obscure (although | must
say these were some of the
more helpful Ultimate instruct-
ions I've come across). The
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 all adventures. Getting
stuck can be almost unbearably
frustrating, and once solved,
you may not want to return to it.

However there is a clock
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 of |
classy, demanding, atmospher- |
ic, exhilarating action. |
GP
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Only one diamand o be
collected on lavel T

*har's pIs?" RockFoRD 7"

Diamaonds
far callection

Diggable earth

Space which has been
g out

et's get the disappoint
L ments out the way first.

Rockford's Riot, the follow
up to the amazing Boulder Dash,
is not what it could have been.

It's not that it's worse than
Boulder Dash, it's just that it
doesn't really take Boulder
Dash's brilliant originality any
further, The graphics and |
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 new caves, making
Rockford's Riot wvery much a
continuation of Boulder Dash,
rather than a true sequel. This is
a real pity in view of what might
have been done. Having said
| that, the addictiveness and
game-play in Boulder Dash was
so immense, that even a |
straightforward follow on has |
got to leave most competitors
stone dead, and there's no ques-
tion that Rockford’s Riot will
offer most people WEEKS of en- |
joyable play.

As before the game puts you
in the role of the Zzap margin
rmegastar Rockford, whao's trap-
ped in a cave filled with danger-

Two pounis for each digm-
and collected

ous toppling boulders, lethal
| fireflies, magic
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butterflies, |

Nome collected so far

The tivrve Hirmit couning

Score on zerg becausa the
game has just been start-
ed at thig cave (M)

The biue layer iz ane of
rhe new features

Bowlders which hawe faill.
en through the biue laver

Rockford impatiently @o- T

ging his foat One of these bits of cave 1

wall is the exit — haowan
earth do you reach i?

"n GIRLERT"

ROCKFORD’S RIOT

Monolith/Firat Star, £9.95 cass, joyatick only

® Boulder Dash Il arrives with 16 new caves
® Few new features, but the same great game-play

*HiLE To SE WY HAME Bl /™

enchanted walls, growing
amoeba and . .. diamonds. The -,
idea is to collect a certain ") <

Hey! 16 more screens of (/4

boulder mayhem — what
more could you ask? A few
new ideas, that'swhat. It's
every bit as brilliant as the
ariginal and will keep me
occupied for months to
come, but First Star surely
can't expect to keep coming
up with sequels without
acdding some new enemies
or other features. Stifl, this is
amazing value for money
with both games on one

tape.

e,




|. number of diamonds within a
[ time limit (which varies from

cave to cave and according to
the difficulty level), and then
escape through the cave exittoa
NEW Cave.

though the game’s riddled with
puzzles, there's no single solu-
tion to each one. Different play-
ers  will

approach,
needn’t be played the same way

. Nand CoOrner of ¢
o Oraphed g,

The special appeal is that al-

develop their
and most

own
caves

| anywhere you must exploit the

gach time. What is more, to get

behaviour of the wvarious
enemies. A firefly will explode if
hit by a boulder, offering you a
technigue for blasting your way
into otherwise inaccessible
caverns. Butterflies, if lured into
contact with the amoeba, will
explode into jewels. Boulders
can be used to seal yourself off
from chasing enemies. And so
on,

Each cave covers several
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 where the 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 first three
levels you can choose to start at
cave A, E, | or M, which allows |
you to see a lot of the game be- |

“somewhat

il C h"ll'h”_!h
S T08m the
arge Containg, "
leasy 30 jew

Vidlg

fore very long, rather than haw-
ing to play all the way through
from the start. However levels 4
and 5 cannot be started part way
through. This is .an excellent
game structure, offering enough

early encouragement while
holding out a long-term chall-
enge.

The caves on Rockford’s Riot
include some superbly original
new layouts. In general they
present more complex tasks,
with longer time limits allowed.

For example, on the very first
cave you have to sneak past fire-
flies, then use one of 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 — indeed, experienced
Boulder Dash players may be
able to plough straight through
level one at virtually the first
attempt. The higher levels are
another matter.

One wvery important point
worth taking into account in
judging this game is that
Beyond, having taken over the
rights from 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 poorly, probably
because buyers have been put
off by the relatively uninspiring
screen-shots, and Statesoft's
lacklustre advert-
ising. But now, anyone who
hasn't got the original can go
ahead and buy this tape confid-
ent of getting stunning value for
money. While people who
already have the original prob-

Here's what m
can expect to
in Rockford’s Riot:

CAVE A: See main
review.

CAVE  B: An
amoeba growing
out of three walled

CAVE F: First you
must run & gauntlet
of firsflies leasy,

once you've
sussed the pattern)
to  resch two

massive walled off
containers packed
with boulders and
diamonds. Careful

The contents of the caves

amoeba (where
they explode into
jewels).

C.g.J\IFE I: a':h SCOME DJ

walls, & top

by a row of jnf:ia

and earth and
trolled by

irefiies. Grabbing

i|85__?_'_A:.

off silos. Trap it  manoeuvri the ls — you
(that's easyl), to required mnq all naed'a;mw every
turn it into dozens you need before one — is just a
of diamands, then rerunnin the maner of sussing
unplug the silos at -g.aunuulgar;inmma the firaflies'
the bottom to reap  exit. attern.  Not  our
8 rich reward. avourite cave.
CAVE C: Wark ol SRS R
‘Work your  again, plenty o AVE J: Has simil-
wnr through & rock  fireflies i in arities  to  the
wall spiral, past evidence, but this amazing cave N in
scores of boulders  time you have to  Bouwlder Dash. Mo
and an awful lot of  use them to blow  jewels insight. Just
fireflies. through a series of eight  pairs  of
four separate walls  boulders aach
CAVE D There's 8 before you can miln%qﬁ' & firefly
stack of jeweis on  reach the exit, and a butterfiy. So
the right of the how do you use the
cave, but you can't CAVE H: Nice one.  boulders to smash
raach them this. On one sidea  the butterlies
because & massive row of butterflies  Wwithout being hit
amoeba is blocking  rushing round a by a firefly?
the way, So you até:.lgrﬂ. On the
have to blow your other gida a CAVE K:
way through it by growing amosba, Guarantesd to get
releasing hordes of g problem s ;?Bunr pulse runl;_r:&
fireflies. Great how on earth to Plenty of diamo
cave, suade the N easy enough
nerflies 1o break  positions to collect.
CAVE E: See 'The out of their square  Only trouble is you
new features’, and go and hit the can’t start without

releasing a8 long
gueue of fireflies
who stay on your
tail throughout —
there are no
boulders to  use
against tham,

CAVE L: Jewels

. hidden in stacks of

boulders and
packed into a
network of 21
walled boxes —
boy is it easy 1o get
trapped.

CAVE M: See 'new
features’,

CAVE M:
Entertaining
soreen  featuring
Is adjacent toa
irefly patrolled
passage, plus two
opan spaces
teeming with the
g;'ﬂ Imtum.
enty of scope for
firefly bashing.

CAVE O: See 'new

features’.

CAVE P: Classic
screen  in which
you have to extract
the [ewels from an
absolute mountain
of boulders, Very
tricky indeed.

| ably won't need too much con-

vincing to buy themselves
another 16 caves!

Meanwhile, we at Zzap, incl-
uding Rockford, are doing our
best to convince Beyond and
First Star to release a Boulder
Dash Il 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,

Perhaps | was expecting too
much, but | came away after
a few games feeling
somewhat disappointed with
this follow up for rather
follow on). fwould have liked
to have seen some new
adversaries and maybe a
screen designer to make
things more interesting. Still,
it's not a bad game but /. . .
Ouch! Sorry Rockford!!
Don't take it to heart, I ... II
Alright, Alright, | admit it, |
likeit....

Good packaging, options {
and game structure.

30%

is it? Anyway, this is very Ak
similar to its predecessor and ﬁ ¢ =
could well be part of the ==
same game. If you liked =y g
Boulder Dash you'il probably N—"3
like this, if you didn’t, this #
won't convert you. >
PRESENTATION ORIGINALITY

E Y L

Too close fo Boulderdash
for comiort

Same as before, 3 bit crude
bt functional,

71%

Totally absorbing, uniess
ou've had your fill of
oubderdash,

HOOKABI

85%

oo
59 0// T:n##&r'g':fgems: mn-:bﬁng
0]

of bow

%, explosions and
a@moeba,

6 wvery different m-r.i.l'l'.l'-
screen caves, and five
difficulty levels.

LASTABILITY

84%

VALUE FOR MONEY

82%

If you haven't gor
Boulderdash the VFM is out
of this world,
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