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OVER 100,000
PEOPLE CAPTURED
THE BEACH-HEAD

1984!
DARE YOU RETURN

IN 1985??!!

4

The continuing saga pits allied forces against the cruel dictator who escaped the destruction of the fortress with remnants of his
army and prisoners captured during the land battle,

Produced for the COMMODORE 64 and coming to a computer store near you!
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Written by Roger & Bruce Carver •  Directed by Bruce Carver •  Produced by Chns J. Jones •  Distnbuted by David L. Ashby
Illustration by Oliver Frey ewsheici Publications) •  Manufactured in the U.K.UK. by US. Gold
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HOT NEW
GAMES

16
SUMMER GAMES
Graphically and musically, the
most exciting sports game
package yet B i g  review and
loads of colour pics.

28
FRANKIE THE
GAME
Ocean and Denton Designs
unleash a compelling, weird and
wonderful entertainment to turn
you into a Real Person.

Ariolasoft are also in the
'unleashing' business with this
exciting new flying 'fight
simulation', and the subject of
this month's cover picture.

zzAllkithoN
5 EDITORIAL — pirates ancrooks.

6 RRAP L l oy d  opens up a
ornets nest.

0 FLASH — reports from Our
tiews hounds & blood hou

1 ADVENTURE —
Chronicles of the White

78 TIPS — Archer Maclean g
i vexclusive tips on Dropzone an
Gary Penn drops some tips on
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166 CHALLENGE T h e  evil J
(refused permission to see

• exclusive tips) battles a
'contender on Dropzone

THE 64 TOP 30 — The
eaders' Chart to popular
ames_

09 RESULTS — The 'Yip
l a ge  _

SEPTEMBER
SPECIALS

44
BETTER LETTER
FROM AMERICA
Julian Rignall gets his sticky
paws on some USA software
including Super Zaxxon, Track &
Field and a drum synth program.

48
HELP A WALLY
Mikro-Gen and ZZAP! want to
know your opinions on Wally
Week's future escapades_

PRIZE COMPETITIONS
34
BECOME A REAL
PERSON!
Ocean are giving away 50 copies
of Frankie the Game to ZZAPI
readers who prove they're up toit!

64
GRAHAM
GOOCH'S TEST
CRICKET
A chance for 50 people to get
their hands on Audiogenic's
latest noble sports simulation,

98
MATCH FISHING
Alligata are offering an
adventure holiday, full fishing
tackle and board games to the
winners of the Jack Charlton's
Match Fishing comp!

55
DOES YOUR 64
NEED SAVING?
The ZZAPI Commodore Doctor
offers some advice on getting
sick siccies repaired and tells
you where to find your local
surgery.

91
FLYING HIGH!
The ZZAP I team start the first of
several occasional articles
comparing games of a similar
ilk. This month — FlightSimulators.

49
CONFUZA PERSON
Incentive have come up with
what is possibly the cruellest
competition ever devised! Can
you stand the strain? If you can
it'll put a shirt on your back.

102
BOINNNG,
BOINNNG
Get springing and thinging with
Thing on a Spring and Gremlin
Graphics may give you an
exclusive, limited edition
T-shirt! -

NEXT ZZAP! ON SRLE 5EPTUABER 12th

SEPTEMBER 1985

SEPTEMBER
SPECIALS

58
SPY vs SPY &
MERCENARY
It's almost here! We bring you
screen shots from the fabulous
follow up to Beyond's spy
hunting game, and latest screen
shots on Novagen's 3D flying,
fighting high speed vector
graphics action game.

66
BIRTH OF A
PARADROID
Part Three of a month out of the
life of Andrew Braybrook. Life is
being breathed into the screens
— see the pics!

111
TERMINAL MAN
We start the first epsiode of our
12-part colour comic strip by
Oliver Frey.

P  counter Oldie
ders Keepers S 3 6
e a Side Football 2 3
nkie Goes To Hollywood

28
at American Cross Country

ad Race 1 0 8
ham Gooch's Test
ket 1 0 5

persports S 1 4
Botham's Test Match 1 0 4
nedy Air Approach 1 0 6

'lin 1 0 8
Iley Ace 3  8
er Trivia 8 4
eldo Plays the Open 2 4

a Limb 8 2
ue on Fractelus 1 0 0

pert The Bear 2 2
ox S 4 0

MiTlef Games II GM
Velnor's Lair
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THE ULTIMATE CHALLENGE of Super Zaxxon is here. Based on the arcade classic, you knew this challenge was
coming, but now we'll see if you're ready for it.
Selected U.S. Gold titles are available from all leading computer stores.
U.S. Gold Ltd., Unit 10, The Parkway Industrial Centre, Heneage Street, Birmingham B7 411 GASSEITE s i r  DISK 9 4 "
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Here's a good wheeze for making lots and lots of
money. Set yourself up as a 'Media Agency' in the
computer software area, get a few clients fed up ofanswering phone calls from magazineadvertisement

managers book lots of ads for your
clients in different magazines, make the clients pay
you an up-front retainer and the balance of their bills
very quickly (On the threat that if they don'4 you
can't pay the mags and they'll suspend the ads), and
then — this is the really clever bit -- 's imply
disappear (with the money of course).

This littl&money-making wheeze isn't so fanciful
as it may sound Sadly the software business has
attracted sharks from all over the place including
the acivertiSing agency end If you added up all the
money both CRASH and ZZAPI magazines have lostbe staggeredin precisely this manner Over 18 months you would

What makes the situation worse is that the client
software house loses out and so does the magazine
because it inevitably causes friction, a/though in asense it is neither side's fault

There are, of colirse some excellent agencies
around but this market seems to attract more than
its fair share of bad ones. The latter type are
parasites operating an often unnecessary service
inadequately and with nothing more on their minds
than personal greed at the expense of everyone
They are giving media agencies generally a bad
would get lost.name and Making magazines wish that the whole lot

SOFTWARE THEFT
OUTLAWED
Illegal copying of games has
long been a sore point in the
industry, but from the 16th of
July it has been officially
outlawed and the copyright laws
ammended to make it easier for
the courts to determine whether
an infringement has taken place
and for them to send convicted
offenders to jail for up to two
years and be fined an unlimited
amount. FAST (Federation
Against Software Theft) has
lived up to its name, having
been set up only last July
primarily to seek changes in the
law to protect the copyright of
computer programs. FAST
claim that pirates (preferred
name — software thieves) are
costing the industry E150 million
a year.

FAST has also appointed Bob
Hay, a former Chief
Superintendent of Police, to act
as a n  E n fo rce me n t  C o -
ordinator. Co-ordination has
always been one of the main
problems of preventing
software theft, with several
agencies working in isolation
and often in ignorance of each
other's efforts.

What is instantly noticable
from reading through the
provisions this amendment to
the act makes, is that the words
'in the course of trade' run right
through them all, implying that
the law will regard 'possession'(in the domestic sense) as far
less serious than 'pushing', in
other words, copying for
financial gain. This seems

sensible enough, because a law
like this cannot be effectively
used against the mass public
hell bent on swapping and
copying friends' games for their
collections, The activity is,
however, covered in the
ammendments by stating that
the act of loading a computer
program into a computer
without the copyright owner's
consent constitutes an
infringement of copyright. This
may sound a bit confusing, but if
you have bought a genuine
commercial game program,
then obviously the copyright
owner is happy for you to load it
into a computer, but the
copyright owner would never
consent to your loading the
program if it was for the
purposes of making a copy of it.

Well, it's a fine point and, as
you cart see, not an easy area to
enforce!

So all in all, the new laws are
hardly likely to affect the home
copier very much, unless Bob
Hay decides to make a few
examples where proof can be
obtained, but it should have a
much bigger effect on the
commercial pirates who have
tended to operate more
successfully in the C64 market
where the program prices are
traditionally higher and tape to
tape copying somewhat harder
than, say, on the Spectrum. But
what does need some clarifying
is what portion of the claimed
E150 million a year lost revenue
from theft is made up by
commercial pirates, and what
portion is lost through home
copying.

THE ZZAP!
RATINGS
PRESENTATION: Packaging,
printed instructions, on-screen
instructions, loading, play
options, program facilities
(including things like ease of
joystick or keyboard control),
on-screen impression — every-
thing except the game itself.

GRAPHICS: Variety, detail and
effectiveness of screen pictures,
quality of animation,
smoothness of movement,

SOUND: Variety and
effectiveness of sound effects,
quality both technically and
aesthetically of music. Also:
does sound annoy?

HOOKABILITY: How strongly
does the game make you want
to play it and keep playing it?

LASTABILITY: How long will it
keep as hold on you?

VALUE FOR MONEY: Takes into
account the price plus all the
above ratings.

OVERALL: With all the above
ratings in, this is IP— what the
reviewers think in general.
THE ZZAP! LABELS
GOLD MEDAL AWARD:
Definitely a game above all
others in the month of review.
There may not be a Gold Medal
game every issue, but if there is,
get it! Just occasionally there
may be two
SIZZLER: Hot games of the
month — must normally score
around 90%. We reckon any
ZZAPI Sizzler is a great buy,
unless you really hate that
particular type of game.
TACKY: In our view, a second-
rate piece of software. Steer well
clear.

ADVERTISERS INDEX
Activision
Alligata
Argus Press Software
Computer Market Place
Elite
English Software
Firebird
Gremlin Graphics
Imagine
Incentive
Microcentre
Mikro-Gen
Monolith
MTS (Repairs)
New Generation
Ocean
Odin
SJB Disks
Software City
System 3
The Edge
Ultimate
US Gold 2 ,  7, 32, 33, 59, 115
ZZAPI Caps & T-shirts 1 0 7
ZZAP! Mail Order 7 6 ,  77
ZZAP! Subscriptions 2 0 ,  21

27, 73, 95
57
63
25
15

13, 51
42, 43

83
Back Page

9
79
69

31.75
55
47
39
85
81
11
4

89
53
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As I sit down to check out what letters the JazGaz duo have input for
my second month at the RRAP desk, I get the feeling that 64 writers
have a strange sense of humour. Surely someone out there is
normal, or is it all this games playing that warps the brain through
time? It was a hard job picking out a letter of superb merit (they're
all so awful — well, perhaps not that bad, well some are even
okay-ish), but I thought this one contained some strong points to
make, so it's E20 of software to .  .

MY SOOP
BARGAIN
Dear Lloyd,
I'm writing this letter to
complain about software
houses at the Commodore
Show. When I was there I tried to
purchase Elite, Test Match and
Way of the Exploding Fist only to
find that they weren't available.
What is the use of having a big
show like this, letting the users
see and play the game only to
tell them that they aren't due for
release for a week. I would have
really liked to have bought them
at the show, but as they weren't
available I spent the money on
some Interceptor games which
brings up another point.

On the Interceptor stand was a
bin filled with Interceptor games
and they were selling for three
tor a pound. I thought this was a
good offer and bought Get off
my Garden, Heroes of Kern and
Siren City. After the show I went
home and tried to load them and
they failed. One tape, Siren City,
when played through and audio
Cassette player was blank. I
phoned Interceptor and they
said that it was a sort of 'lucky
dip' and if you got a working
cassette you were lucky If they
didn't work then you could use
the cassette as a blank. In the
end, after much complaining,
got some replacements. The
Heroes of Kam loaded but if you
go west it crashes,

I want to warn your readers
NOT to buy Interceptor games at
shows
Chris Fitch. Walthemstew,
London .4111111161

6 ZZA P I  64 September 1985

ft is a bit of a disappointment not
to be able to get your hands on
games you think will be
available at shows, but of
course, although everyone tries
to be ready in time for a show, it
doesn't always work out that
way. Anyway, it wouldn't be
much of a show it they had
nothing new to display.

As to your experience with
Interceptor's lucky dip', Julia
says, 7 suppose you could cc
yourself lucky if the Intercept
games FAILED to loadl I
wouldn't bother to get another
Heroes of kern anyway, it's
pretty pathetic'

That seems to me a fairly •
generous attitude, Julian, if I
were you. Chris. I'd kick up s
a stink with Interceptor that t
wouldn't know whether they
were coming or going 'Lucky-
dip' or not, a sale was made,
vou are entitled by law to ha
the goods purchased in war
order. Dune clearly a cassette
,with no program on it is not i
working order. It's this kind o
cheap chicanery that gives t
software business a poor name,
Humph_ _ _ •
LM

ZZAP! STAND
BLUES
Dear Lloyd,
I was one of the thousands who
went to the Sixth Commodore
Show last month. I tried three
times without success to get
within ten feet of your stand. It
was always crowded, and being
tucked away in the corner of the
hall made it impossible to get to.
Are you showing your wares atthe Commodore Horizons show
in October? If so please get a
stand which you can get to from
at least two different angles.
Perhaps you could have a
challengers corner to try to
topple JR from his throne.

must be one of your readers
who missed issue one of your
mag. Is there any way to get
back copies? Just as a matter of
interest how did the 'three
musketeers' get their jobs with
you? Did they reply to an advert
like mere mortals or did they
have contacts?

Just one more request, keep
up the good, nay, excellent
work.
Sean A Puffett, Shepherds
Bush, London

It seems the show went very
well for ZZAP! (/ wasn't actually
there as no one bothered to ask
me along, so i l !  hand over to
Julian to answer.)

Yes, we're amazingly popular
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caught a glimpse of us, many
thousands went away
disappointed. How did we get
our jobs you may ask! Well we
were chosen for our good looks,
unbelievable gamesmanship
and superb command of the
English language. They chose
right too! JR

Take him away PLEASE!
LM

wet
315 I
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Kopesmib war id

PEACE, LOVE •
NOTHER

Dear Lloyd.
Being bored one lesson at school
I read your meg. Oh rapturel Oh
amazement! A CBM mag oozing
with sell-satisfaction and
smugness of CBM owners, asthey re lulled into the belief that
the Spectrum is dead, long live
the Sit. And that l%Elif?% Gan,
Duncan is suggesting Ultimate
give up on the Spectrum a •switch to the Commodore
Talk about being dense'

Spectrums, when brought
out were popular, being easy to
Program (yes. easy) and with
software houses bringing out
masses of software it (more than
the 64 can ever hope for), whose
range is still expanding with the
Spectrum far from gone from
the scene, with a bigger user
base than the 64

What I can't understand is
why argue which is the best
computer when they're made on
different countries by different
companies with different
languages and their own special
features? Why can't people
make up their own minds about
which computer you should, or
shouldn't write software lor?
Commodore 64s and Spectrums
are treated like a reirgion when
THEN ARE ONLY COMPUTERS.
And for the record we don't live
in a Communist country, so
leave people alone with their
choice of computer
Roland the rat' Kershaw. Bury.
Lanes

Yes, what sense you seem to
write, Lidtally things have
,altered a bit since the move to
Ludlow so/es Speccy and Stccy
people in one big happy family,
'tat like the bible said, with 641
owners playing 30 Starstrike
and sitting with the Spectrum
owners and Spectrum owners
,,oasping at Impossible Mission.
Lots of peace, flowers and
incense sticks everywhere etc,
etc. Freak out! Love one
another! Yeah' Lloyd.

Sorry, this is all rubbish
and never wrote any of it (as
you can tell — only accept the
bold LOA as being authentic.
Gary's been at the keyboard
again, hacking my hies.
l4owever, I do agree that the
writer makes sense. Computers
are only computers after all
LM



FRANCO FREY IS
REALLY NICE!
Dear Lloyd.
Sorry to hear the news about
Chris Anderson, after the
departure of him as editor. I
know this after talking to Franco
'he's so cool you can keep a side
of bacon on him for three
months' Frey at the Commodore
computer show at the Novatel
London. I was talking to him
about ZZAP I 's popularity and
was amazed at how many
people were buying the mags,
Franco 'brighter than asupernova Frey is a really nice
person. Keep up the good wort
and keep producing those
brilliant maps
Gareth Evans, Shoebiryness,Essex
PS Is Lucy Anderson any
reiation to Chris Anderson?

France Frvity.

Yes. We 'Pe all sorry too Franco
is a cool dude isn't he? He's
reeeeeeeeealy brainy too (ycu
can tell by his specs) He does all
this brilliant electronic stuff and
does wonders with disk drives.
He's really great He also pays
my wages. He's so intelligent.
Can I have a pay rise? BasicallyLucy is, like. Chris's wife,
LM

RETURN OF THE
CONVERSION
Dear Lloyd,
Could anyone tell me if therewill
be a 'Return of the Jedi' game
coming out for the 64? I'm mad
on the arcade version and can't
wait till it comes Out on a home
computer.

Thanks for making a great
nag for us Fitters. It's the best
thing that's happened for a long,
long while. Long live ZZAPI (and
Rockford).
Martin Forbes, Grampian,Scotland.

I don't know the answer to that
one, other than saying there's
bound to be one sooner or later.
I must admit to being a bit
disappointed with the game
myself and still prefer 'Star
Wars'. Anyway, come on you
miserable software houses
listen to this poor man's pleas.LM

DANISSSHHHHH!
Well hi!
I have three questions for you:
Will there ever come a version of
'Lady Bug' for the Commodore
64? Why are you so slow to send
me the games I have ordered?
Can I win the competitions
despite the fact h
i v e  i nDenmark?
Jacob Stalfors, 2920 Charll,
Denmark

The answer to your questions.
No there will not be coming a 64
'Lady Bug' as fares I know. Read
the explanation in the previous
issue, and Yes, okay?!LM

WHAT A MAN!
Dear Lloyd,
I woke up, looked around, it was
morning, a time for rejoicing in
the streets for today was •
Saturday t h e  lest day of my
quest. I smiled with glee, I got up
and opened the curtains. Rays of

THE Computer Game...

sunlight hit me in the face, the
birds were singing, the sun
shining (WHAT IS THIS UTTER
DRIVEL -L W I crept downstairs
into the kitchen. I needed
nourishment for today was to be
the day of days, the event of the
century.

Today I had to fulfill my quest
(DOESN'T HE GO ON -LM), to
complete a task all my ancestors
had failed. To go a WHOLE
WEEK without buying a
computer game.

The time was 9 am. I was
waved off by hundreds of fellow
IDDERS (WOR-LM), most
wishing me well but some in
despair that I might be another
young hopeful that always fails.
I was determined to do them
proud.

The time was 11.00 am and
had passed many computer
shops but my willpower was
strong,

I stopped for some provisions
but for no longer than threeminutes.

I was in the last hour of my
quest. The people of ID spurred
me on. I needed the fame and
glory. I wanted to be a hero.

Ten minutes, five, four, three,
two, one, I was into the last 30
seconds of this strenuous
ordeal. They shouted, cheered
and praised me on, Only twenty
seconds, ten, three, two, would I
make it? ONE!!! YES! YESI a
cause for celebration. Maz of Id
has gone without buying a
computer game for a whole
week.
Maz of Id. Ilford, Essex

Very well done. A whole week
without buying a computer
game! For that you surely
deserve some free soft..,

Get out of the way Lloyd! Let
Jaz 'I've sussed on' Rignall talk
to this person. Free software?
No way matey boy! I know your
sort! You're worse than we ever
were. I bet you've been pirating
ALL WEEK to make up for it.
Anyway! One measly week

without software. You should
have seen Gary before we
rescued him_ (VIOLINS PLEASE)
There were 468 of his family
living in a wet paper bag on
Berko sewage farm and they
couldn't even afford hangman
for their abacus unti1464 of them
were wiped out bye virulent
bacteria contracted in a
discarded pot noodle. THAT'S
what I call hardship! JR

is this kind of exaggeration
a very good omen for the man
who runs the ZZAP Challenge hi-
scores list. I ask you?LM

O N T  PRINT
as Degia, Hackney, Lond
If this letter is printed do
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ase, please, please. please
uld you print this letter I have
then in so many times to
d ZZAPI But you never.
M any of my letters.

P.  just Once
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es a too bit crawly a
people would find it
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ead b a r s  wrong
ourself anyway? By

y. G  is long dead, so
not likely to print any ofetters!

NICE
CONSTRUCTIVE
CRITICISMS
Dear Lloyd,
Let's get one thing straight: I'm
not one of those people who
write to the mag and soak you in
praise and worship for the
simple reward of a game.
Instead, I intend to benefit your
publication by submitting some
advice which may, or may not,
be adhered to.

THe

Dattsoft
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Firstly, let's get the bad points
over with. I expect it is
commonly known that the most
eye-catching pages are those
which are printed with the
screen pictures of the game in
colour. As well as being
attractive, these also tend to
give an indication of the quality
of the game being reviewed, le
graphics are difficult to judge for
oneself without colour. For this
reason, I intend to advise you to
print in glorious monochrome
only those screen pictures
which are from a game with a
low overall rating. This simple
black and white/colour first
glance indication would advise
your readers visually whether or
not the game is a good buy.

The second quibble I intend to
bring to the surface is the
presence of Minter's column.
Initially, I didn't mind its
exittence, but since it occurred
to me that with his newsletter
containing a near slating of
ZZAPI, Jeff didn't mind too
much gaining publicity with his
column from the magazine he
likes so little. The only
conclusion I could draw from
this is that he is entirely two
faced (the best probably used
for sitting on) and that he would
feel free to give comment
against ZZAPI anywhere except
to the face of its editor. Really, if
Minter's image isn't shattered
by this admission of total
dishonesty and lack of courage
to approach ZZAPI's editor andtell him to his face his own
opinions, then his image is
totally indestructible. As for
myself I believe that you
submitted fair comment on
Mama Llama. As to Minter's
constant slating of Tony
Crowther, saying that Tony's
games are all the same, I cannot
really see that Minter's differ in
all that much of a degree from
his others. Every on of them,
with the exception of
Psychedelia (a total waste of
money for anyone with an IQ
above a negative value) is a
typical, boring shoot•ern•up, all
difficult to control and very
repetetive. I mean take Revenge
for instance. OK the different
aliens are funny to look at, but
can anyone honestly deny that
the humour dies after a few
games and that you are left with
little variation on the simple
'Space Invaders* theme (LEFT/
RIGHT. ZAP/BOOM). How can
anyone honestly say anything
about another far superior
programmer without looking at
the quality of his own games
first? (Personally I think he's
jealous of our Tony.

Okay, so those are the bad
points. Now for the good, and
those which you should keep in
your magazine:

The challenge is reminicent of
PCG. but does give the reader an

indication of his or her status in
games-scoring among the other
games freaks. Also it gives
valuable tips, methods used by
other players to achieve their
high scores, so this is definitely a
worthy feature in your
magazine.

Also there's the cartoon
bubbles and faces of the
reviewers on each review.
Forget anyone who says these
must go. I don't look at the
writing on a review first, at all. I
simply consult the expressions
of the reviewers' faces and
subsequently filter out the good
programs from the bad. So, I
must say, that for those people
like myself whocan't wait to turn
to the next page, this is good
because I can merely glance
through the expressions, see
which are good and read those
first. Then, when I have read the
magazine, I can examine it page
by page.

Who designs the covers of the
magazine? If I didn't know better
I'd say it was the same guy who
does the covers for that fantastic
Isaac Asimov, Well, is it? I can
say with absolute confidencethat this is the best cover to
reach any computer magazine in
the country, if not the world. It is
the most eye-catching I have
ever seen in my life, and I
guarantee that it is the covers'
attractiveness that will
consistently increase the ZZAPI
population.
Marc Foreman, Leeds.

I think all those little faces are
boring, Imean, who on earth
wants to see ..lazGazPaz
eternally grimacing from almost
every page of the mag — apart
from the named persons
themselves (little big heads).
Still, perhaps that's why I'm not
the editor and don't get invited
to computer shows. Each to
their own, I say. As for the
covers, they are done by one of
Britain's best painterists, none
other than Oliver Frey, brother
to the too l dude' himself, ex of
the 'Trigan Empire', Dan Dare'
and many others. Oli's comic
strip inventiveness can be seen
in this issue with the start of the
TERMINAL MAN.

The simple answer to colour
pics vs b lw plcs is COST. Unless
they're very late in the schedule,
all the Sizzlers get colour, but at
E60 plus per colour picture
separation before you get to the
printing (mono only costs about
60p each) you can probably
begin to see the economicsinvolved!
LM
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ZZAP! WRESTLING
Dear ZZAP
I'm afraid. but glad, to say that
your magazine causes fights in
our house The reason being
that as soon as I buy it my three
children wait impatiently until I
put it down and then there is One
mad scramble for it to see who
can get it first.

They all think it's great and are
constantly looking through it to
choose which games I should
buy for them to play next (on MY
computer!). I also think your
mag is good and has many
things of interest.

I dian't know if this is a good
idea or not but could you devote
one or two pages to the good or
had points of Micronet,
Compunet or some sort of
modem.

I ask this as I am thinking of
• uying a modem and am
wondering which service to
devote my hard-earned cash to.
R. Higgins, Basikkm. Essex,PS Loved the review of Chicken
Chase in the July issue.

Simple answer to your first
problem ol' bean is to buy one
nay each then you won't have

any fights amongst your kiddies
and perhaps News -
fi e l d  w i l l  
b e
able to send me to Chicago next
year
JR
By the way I tlunA you should
buy four mags too then perhaps
Newsheld could send Julian to
Outer Mongolia next year.
Seriously though. folks, ZZAPI es
now on Micronet (check MBX at
the end of this turgid column).
They spelt the name wrong at
first, but I hope it been  put
right, also, our number is listed
under Roger Kean. the editor
due to some extraordinary
regulation which tends to make
the listing a bit pointless. In
connection with Micronet, we
will be looking at some modems
and other bits a pieces to do with
Micronet soon.
LM

SIR ROCKFORD??!
Dear Sir Rockford,
I would like to congratulate you
on your great magazine (which)
understand you have some help
with). I would like to make a few
humble suggestions if I may,
your highness. It would be nice
to show the cover of the game so
we would know what to look out
for in the shops. It might also be
a good idea to have a 'golden
oldies' page.

I was surprised not to see your
name on the Queen's honours
list. I nearly had heart faliure
when I read some idiot's (called
Richard Culgey) letter saying
that you are an idiot and that
your extremely funny
comments were totally

irrelevant. So, your Highness, if
Mr Cugley lays one finger on
you I will personally go round to
his house and kick him in the
(cant on page 202)
lain Barn, East Dean, Rotherham

Oh dear! It yust gets worse and
worse. Anyway, the little cult
already has a title.
- 
R o c k f o r d
P A I N  LN T.H.E (C.O.N.T 0.N.
2.0.2). On the other point, we do
put in the game covers for the
very reasons you state, but
sometimes there is actually
room on the page, and quite
often, we get the game to review
before the covers are printed—
makes life difficult at times!
I M

SISTA TRUBL
Dear Lloyd,
After reading the MutherTrubble I decided to write and
tell you about my problem:-
SISTER TROUBLE. I come home
from school to find her playing
my games (the cheek of it). Then
I sat down and played her at a
few games and suffered from
SiSTA BEATIS MEUS ATA
COMPUTA GAMO. She is also
younger than me.

A suggestion for the mag.
Why not have an 'Agony Aunt'
sort of thing for people who are
stuck on games to get help from
Both my sister and I are stuck a
IRAK! How do you get past thesecond level?

I've just noticed a bug in your
mata. The issue concerned is the
July one. Where was the review
of Realm of Impossibility?
Instead there was a review of
Gates of Dawn I was mega,
mega cheesed off about it as I
was thinking of getting it. Anychance of a review in future.
Why not have a cartoon of
Arthur Pendragon like Jetman in
CRASH? We can't let Rockford
have all the glory can we.
Ian Johnston, Elie, Fife
Julian did review Realm of
Impossibility but it wasn't
encluded due to too much
editorial writing. By the next
issue we decided it was too old
to review. For those who are
interested the marks were
Presentation 69%, Graphics
36%, Sound 241%, Hookability

Lastability‘ter'0, VFM
and Overall 414%
LM

EGOTISTICAL,
ECCENTRIC
MORON?
Dear Lloyd,
Having read that Jeff Minter
doesn't actually like ZZAPI, I
would like to express my views
on the subject. Although I am
probably in a minority when I
say this, I feel Jeff Minter is a



1

stupid over-the-top extremist.
Obviously he is entitled to his
own views but this does riot
mean that he can try to persuade
others into his philosophy,

Jeff Minter is a successful
programmer in his own right,
but unfortunately his conceit
and big-headedness has falselyconvinced him that he should be
treated like a god. Furthermore.
it is my considered opinion that
his 9ames are not particularly
brilliant when compared to the
skills of Crowther or Gregg
Barnett (Melbourne House).
Games such as Attack, Revenge,
Sheep in Space, Meta galacticLlamas and Gridrunnert Matrix
are not particularly appealing,
indeed they are particularly
boring and monotonous.
Psychedelia, however, is one
program that has appealed to to
me and Mr Minter deserves
credit for it_ The program is
highly original and enjoyable
but the instructions that
accompany the tape are an
excellent example of my point.
They are too brief as this is a
totally new concept that nobody
has previously encountered.
They do not explain the special
functions of the program to a full
enough extent and quite simply
are ridiculous. Such quotes as
'see you out by Alpha Centauri
' do nothing quell my suspicion

that Jeff Minter is a long-haired,
egotistical, eccentric moron.

Finally I would like to express
my distaste at a certain letter
printed in the July edition
entitled 'VicBusters'. The
machine in question, the Vic 20
was an example of a
breakthrough in value for
money when, considering that itwas brought out four or five
years ago, before the infamous
Spectrum it offered full colour
capabilities and decent sound
for under £200, I owned a model
for over a year before
exchanging it for my 64 and was
perfectly happy with it.
Obviously, the 64 is infinitely
superior, but these two idiots
have annoyed me and several
others. I would appreciate it if

you would abstain from printing
such drivel in future, and
concentrate on pieces such as
my own in the same issue. awes
a joy to see it in print and !would
like to thank you personally.
P Knee, Bolton.

We have still been receiving tonsof mail on the 'Minter Subject'
which, if  nothing else, proves
that the man inspires either
hatred or idolatry but certainly
not much apathy. He's still very
sore about the Mama Llama
review in issue one (from which
we've had plenty of feedback,
both critisising and supporting
our views). I get the feeling thatLlamasoft's ad in the last issue
was designed to show us that
we were wrong and that other

1 reviewers agreed with Minter.
I 'll leave the judgement to you
but I do wonder whether the
North Western Evening Mail
(Barrow-in-Fumess)and  the
Thetford and Watton Times
(Norwich) have a better
understanding of computer
o
A
m
e
s  
t
h
a
n  
u
s
?

I'd like to say a quick word
regarding the Vicausters. If I'd
been replying to the letters then
my reply would have been
something like 'scared that the
Vic 20's memory is bigger thanyour IQ?' -JR

• Fortunately you are not
replying, so you wouldn't say
anything as insulting as that,
would you?
LNI again

TWO LETTERS .  . ?!
Dear Lloydy•Baby,
I understand you like poetry so
here is an ode to the instruments
of Satan called '13 Bananas'.
Read it as a lyric

Banana, Banana, Banana,
Banana, Banana, Banana,
Banana, Banana,
Banana, Banana,
Banana, Banana,
Banana, Banana, Apricot
Beware the Banana in

disguise. •
Norman Psych Fishperson,
Preston, Lams

Dear Lloyd,
Could you please review the
game The Fishpeople Stroke
Back I've heard it's being
imported by US Gold. Also in
response to Tony Treadwell's
letter I would just like to say
sausage rissoto• sausage pie
and sausage vindaloo I also
believe you should have more
fresh fruit in the magazine forpublic health education reasons.
Particularly if you could shove a
banana in Julian Rignalrs
schedule I would be very
pleased Why don't software
houses use the 10X German
Loading system (TURBO TAPE -JR/ which will load a 64K
program in under two minutes? I

don't find it unreliable. In reply
to the Vicausters the Vic was
the best out in its time and hasn't
aged badly
.Norman Psyche Fishperson,
Preston, Lancs
PS Sausage burgers. bready
sausage, braised sausage,
bacon sausage, jumbo sausage,
party sausage on a stick with a
piece of pineapple, sausage con
earn'. sausage supreme,
sausage d'escargots, sausage
chow mein, sausage fried rice,
sausage pizza. Cumberland
sausage, sausage sandwich

Dear readers, I shouldn't really
have let this through, but I just
thought it might give you some
idea of how much time we all
have to waste matting through
SOME letters A pedect example
of a total nutter.
LM

Why software houses don't
use Turbotape beats me too_
suppose it's too easy to crack
It's a shame though, it's the best
turboloader around and it's
about three years old' By the
way, what's this obsession with
sausages and bananas.? I'd like
to get you to a psychiatrist to see
what it all means, although I
have drawn my own
conclusions,
JR

COOL ELECTRON
OWNER WRITES
Dear LLoyd,
I am writing to tell you how
much I like your mag. The
problem is that I haven't got a 64
(like most people who write in).
In fact I've got an Acorn Electron,
I can hear you now, 'poor boy,
what was he thinking of?' Well,
the truth is, it was not me! It was
my big brother, Robert. We had
set our hearts on an Electron and
were just about to get one when
we heard from a friend of my
Dad's who had just bought a 64•1
then went and asked Robert
about it. I might as well have
asked a Spectrum owner, 'No,
no the ROM's too small' was the
reply, so that was the end of that,
no 64 for me. Then Robert saw a
friend's 64 working and if bymagic was pulled into the 64's
magnetic personality. So by
next Christmas Robert was a
proud owner of a 64.So now my
only hope of getting a game of
Boulderdash, or a quick crack at
Impossible Mission is to sneak
in while he's away. Now he's got
his hands on Elite (quickly sent
by mail order) so that's the end
of my games on the 64 for a
while,
Andrew Kerr, Dumfries,
Scotland.

Sounds like it's time to change
your bmther, or your brother's
friends anyway! Never mind,
you can Nay Elite on the
Electron. Tell him from me that
he is to let you play on his 64
more often to make up for
leaving you with a bit of adinosaur.
LM
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CONFUZION
The multiplayer, skill stepping. fuze burning,
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on any micro in several years" H C W

FOR EXTRA SPEED - CREDIT CARD ORDERS RING (0734) 591678
or PRESS JOYSTICK BUTTON!

PRIORITY ORDER FORM
Please rush me a copy of Contupon for the COMMODORE computer
by 1st class post I enclose my cheque for £6.95 or debit my credit card
No r

Name/Address

INCENTIVE. 54 London Street. Reading. Eierksh•re RG I riSC)

1410
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• RED I N T E R
ar Ahnoimal ZZAPE RS!
o does the hairy guy on page

issue three think he is
,  1WOW! Let's all slag down
• M a 9  because

• ciy u si• Ig  ours for•aper,
n man, I've been

ng Jeff's boring little
ut thing since it first came
II you get is a load of

• gee wobble about those
ummy Atari slide rule things
ey call computers.
Oh, I forgot about the crazy

r Wars machine he keeps
• o n  about Hey, man didn't

n o w  w e  a re  a l l  M i l l i o n a i r e s
can afford a mega real

cade game.
'The reviews are written by 12

r olds* he said. Look who's
g. A silly hippy who won't
a game with Tony
her, who rides about on a

and can't be bothered
cks. I mean he's the
Mental age of 12. not
The gang.
sn't like the n

t g o  elsewhere a
ue Commodore fan t
orty Crowther is a lot
,own up and fun, PHE
I think your mag is w

RAP.

Chores.

••••10,k,,N

There's R
Paul, Lloyd,
Gaz and Jar
e
.
There's even
The cute little mute.

Chorus.
Z•Z-Z-Z-Z-Z-ZAPi RA

IYEAAAAH1

They netted the Wizard,
The Scorelord an' all.
They even gave a dadboard.
With camels so tall,
You can find l i
o n  9 4 .Warning, though, ite quite te

bore.

Look out BBC's,
Here we come.
We're the evil ZZAPI rapper
An evil bunch.
I must leave now.
Off for my lunch.
To open my fan mail,
Or a kiss from Jeff's pu

Chorus.

Simon Eyre,
from

St
ets

ea

ap.•
KOMPLIT NIT
SKWRIBES
Dear Creature who reads this
letter,
Ever since I discovered the
world of computers two years
ago and bought one myself I
have been looking for a
Magazine which is as good as
my M, but I have not succeeded
until now.

A few months ago I bought
FIVE mags each month sof have
got a huge mountain of old
mags, actually I have got 30
kilos, yes, 30 kilos

On my quest for the one and
only computer magazine I have
ome over such as: Home

Computing Weekly,
Commodore Computing

t,rnational, Your Computer.
Your 64, Commodore User.
Micro Adventure, Your

oMmodore, Personal
Computing Today
. But now I have found the
perfect mag, it is really
til000ngad000rig. and twill buy
it each month. Hooray for
COMPUTER AND VIDEO
GAMES
Joe Cool alias Soren %NONA,
9700 eronderslev, Denmark.
PS Ooopsi I think Easy Script
has made a mistake la big on& it
has replaced 72API 64 with
Computer and Video Games (go
wash your mouth). Of course it
is not CiliVG I'm going to buy but
the kl000ngad000ng ZZAPI 64.
PPS Is there any way to get my
hands on a copy of 22API 64
issue one? I would really like to
get it because of the reviews andall the rest
PPPS You may say that it's my
own fault that I didn't get the firstissue of Z2API64 but it isn't it
never reached Denmark. By the
way, over here the mag costs
what equals to C2 but it's still
great value for money.
PPPPS I think Rockford is great.
almost as funny as the small
drawings in MAD magazine,
PPPPPS I really think this letter is
worth the first ZZAPI 64 don't
you?
P P P P P P S  T h i s  le t t e r  is  w r i t t e n  o n
my o w n  home-made  s e l f -
destructive paper. When you
have finished reading it, it will
mutate into an enormous, pink.
elephant-eagle •

at which point this letter
becomes real silly, Thanks for
the endless PSs, but it won't get
you anywhere, you know. Issue
one can be purchased through
the back numbers ad,
LM
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A  BLOODIED AXE
Dear ZZAPI
Hey, you've heard about Brian,
haven't you? You know, Brian
Bloodaxe, that mega-hit on the
Spectrum of earlier this year.
Yeah, that one, the game that
CRASH raved and raved about
(as in ' a n  excellent game
which is representative of the
high class of software which is
being produced today.' and ' .  .
BB is a truly marvellous think,
and a game which I don't think
THE EDGE could improve
upon;) Yeah that one. You got it,
the one that got a PCG HIT
review, only just fell a few points
of a CRASH SMASH, and either
got 'hit' or 'star game' status in
virtually every other mag going.

That's the one. Right now
listen, you won't believe this but
ZZAPI just reviewed the C64
translation of it, right. And you
saw it, right? I know, I know, the
review is almost word for word
identical to the one that
appeared in CRASH, but that
was due to time constraints,
honest — the game was
reviewed fully, honest. Anyway,
why I called was w h a t ?  Oh
yeah, I know that one of the
reviewer's comments was
virtually identical except for the
ending, which instead of saying
that BB was hot stuff, he said it
wasn't up to much, even as a
Spectrum game. But listen, this
is important, no really, listen.
You see the name of the game is
'let's knock everything Speccy.'
Oh leave off, don't start laughing
again. Seriously, yeah, the game
everyone raved about on the
Spectrum, well you have to, I
Mean it's the only thing a decent
CM owner can do, isn't it? You
have to put the game down. I
mean, of course acknowledge
that the game is an almost
perfect translation of what made
Brian a mega-hit on the
Spectrum, but let's then really
drive it down for being like a
Speccy game. Geddit? Oh come
o n ,  I ' m  t r y i n g  t o  b e  Se r io u s ,
really. What do you mean, you
think I'm joking?

I heard that. Eh? Sorry mate,
think you've got a crossed line.
Maybe son, but let's talk some
sense here for a minute. When a
game gets virtually mega-status
on one micro, what choice does
a software house have but to
translate the garne as faithfully
as possible onto other micros.
Especially when they've been
flooded with requests from C64
owners to do a translation! I
mean, if they changed it in any
significant way, you guys would
have to knock it for being 'not
the same game' and a 'rip off for
calling it by the same name.'
Right? yeah, I guess so. And the
flickering sprites! Yes, I hear

KILL.
Roc,KFORD!
KILL JR!?

Igal,K

r.

THE EDGE have a handle on
that. You see, the C64 supports a
staggering 8 software sprites,
whereas Brian demands up to 30
on a single screen. So software
sprites are all that's possible.
Yeah, you can get round it, but
that takes R A M
-  a n d  
t h e r e '
s

precious little of that left in a C64
when THE EDGE finished
putting in over 110 screens and
around 350 animated
characters, tools, weapons etc.

What do you expect from
lovers of aardvarks? Yeah that's
right, Penguins.

Cheers,
THE EDGE

The editor, Roger Kean,
replies...
There now follows a short
program of excuses.. , At thetime Brian was reviewed there
existed a measure of chaos in as
much as the ZZAP! team lost a
week through the Commodore
Show, arid several more days
upheaval due to the move from
Yeovil However, Brian was
reviewed thoroughly in the

sense that it received a
reasonable amount of playing
and deciding time. The chaos,
therefore, affected not the
opinions of the reviewers as far
as their feelings about the game,
but it did affect the compilation
of the various elements of the
piece, viz the similarities to theearlier CRASH review. The
argument went: the game is the
same, why write an entirely new
intro piece when time is very
short?

Having said that, concede
that the tone of the reviewers'
comments is unnecessarily
vitriolic and personal in the
sense that THE EDGE is openly
accused of 'crimes' that have
little to do with the job of
reviewing a game and, in my
opinion, the tone has more to do
with being 'clever' in the
traditional sense of reviewing
something lie a snappy
comment at the expense of the
object reviewed designed to tell
you more about how clever the
reviewer is supposed to be than
how good or bad the game is). It
has always been a News field

lt



MORE
GAMES

THAN THE
OLYMPICS

JEN ABYSS • ADVENTURE QUEST • AGENT USA - AIR TRAFFIC CONTROL' AmERICAN FOOTBALL - ANT ATTACK • A UTOMANIA • AVALoN • AVIATOR - BATTLEcA Ks 141
EAD • BLAGGER • BLOCKBUSTERS BLUE MAX - BOILER HOUSE • BOULDER DASH BRAINSTORM - BRAXX BLUFF' BRUCE LEE' BYTE • CAMELOT • CASTLE OF n i l
ODENAME MAT • DALEy THOMPSON'S DECATHLON • DETEcTIVE • DIGGER DAN • DOOMDARK'S REVENGE DRAGON FIRE • DRELBS DUNGEON ADVENTu RE • El )I)IE
MP CHALLENGE - ELITE - EUREKA • FIGHTER PILOT' FIREQUEST • FLAK • FOOTBALL MANAGER • G H o s
-
T B U S T E R S  •  G I F T  F R O M  T H E  
G O D S  -  
G O L D  R U S H  
•  G R A N D  
P R I X  
D

•JZZLER HI GH NOON • HOT DOT SPOTTER - HULK • IMPOSSIBLE MISSION • INTERDICTOR PILOT • JACK & THE BEANSTALK • JASPER • JET SET WILLy 'JETPAC J I NN t;
NIGHTIORE • KOKOTONI WILE • LEGIONNAIRE LEMMING SYNDROME • LORDS OF MIDNIGHT • MANIC MINER • MASTERMIND • MATCH DAY • MATCH POINT MOLAR 14,
ooN PATROL- MR ROBOT' Ms PAC MAN • MUGSY - MUSIC MACHINE • MUTANT MONTY • MYcHESS ll • NATO COMMANDER NO MA D OF TIME • OlympiCs  n4 0 1
TER PAN PIPE LINE • PLOP • poGo • POLE POSITION - POSITRON • PYJAMARAMA • QUANGO • QUIZMASTER • RAID OVER MoSCOW • RATTLER REI )c oATS RETUR
)EN • RIVER RAID • ROBBER' ROBOTRON 20m4 • ROLAND GOES DIGGING- SABRE WULF • SAGA OF ERIC THE VIKING • SCRABBLE - SCUBBER DIVE 'SHEER PANIC SIIEKL
ip OF THE LINE • SHOOT THE RAPIDS • SKOOL DAZE • SKULL • SMUGGLER • SNOOKER • SNOWBALL • SOFTWARE STAR- SON OF BLAGGER • SPACE %HUME • spELLtu
siEGED • SPIDER-MAN • SPIRIT OF THE STONES • SPITFIRE ACE - SPY HUNTER • STAFF OF KARNATH 'STAR TRADER • STAR TREK ADVENTURE • STAR WARRIOR sTEL1
EVE DAVIS SNOOKER • STOP THE EXPRESS • STRIP POKER' SUICIDE EXPRESS - SULTAN'S MAZE SWAG TALES OF THE ARABIAN NIGHTS • TEci-INIcIAN TED • TEST MA
E (IALAcTIC PLAGUE • THE GREAT SPACE RACE THE  THINKER • Ti l l  NA NOG - TRANSYLVANIAN TOWER • UGH! VI ZAWRI TE 64 WANTED MONTy  MOLE WE A
ASTER • WHITE LIGHTNING' WILD WORDS - WIZARD OF WOR • XAVIOR • ZAGA MISSION • 7ARM • ZAXx oN • ZENII • ZODIAC MASTER • LOOM pAscAL L o k i (  II L c

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.

C ( V
r
, "
.

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

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

Last month I only printed part of
a letter from a 'reader' (quotes
intended). My heart has
softened since, so here is the
rest of it — it began, 'Dear Crap,'
— remember it?

Looking through issue three I
see horrible amounts of crawly
letters just because of some free
tapes. I feel I must refuse such
bribery and tell you what I reallythink.

Your mag has been goingdownhill ever since the first
issue. Jeff Minter is DEAD
RIGHT. Mutant reviews by 12
year olds for 12 year olds. My
comments follow:-

REVIEWS—Kiddy and getting
more so. Or can't games players
write decent English? How can
you give Entombed's graphics
92%? Ultimate can't program
multicolour sprites to save their
lives (coming from a Minter fan
that's unbelievably hypocritical
-JR). Then there was Mama
Llama. You don't seriously
mean to tell me that you played
it for hours on end.

ROCKFORD— Don't you think
you're overdoing it? Have you
got some sort of cash deal withFirst Star?

MISCELLANEOUS — In the
name of god get rid of those
ridiculous drawings on your
review pages. As for the
Scorelord — you couldn't
frighten a mouse, pal.

To sum up your magazine is
beginning to STINK!
Filthy Fred, E Blogham Police
Force.

Don't get in my way Lloyd this is
mydepartment W h a t  a retard
you are 'Filthy Fred'. Why are
Minter fans too frightened to puttheir real names down and have
to cringe cowardly behind
pathetic and totally infantile
psudonyms, and he says we arethe 12 year olds! What s wrong?
Too scared to identify yourself?
We gave Mama Llama more
time than the average game.
Judging by the few scores that
were sent intome/did very well
with a score of702,000 CF 136as
did Gary with 958,000 CF 174.
Therefore don't you think we
have reason to think our
criticisms are justified? What's
your score? Does anyone else
think we are going downhill'JR

Don't think there's much/can
add to that
LM

•

ape
Publications policy to try and
avoid that kind of comment
unless it is really called for,
although sometimes the
feelings do slip in. We have had
one other irate software house
upset by the 'tone' of a review,
namely New Generation (see
News Flash), and to perhaps a
lesser degree, their complaint
falls into the same category asthat of THE EDGE.

Despite THE EDGE's amusing
letter, lam aware this is a
serious problem in their view.
They are worried by the total
divergence of reviews in CRASH
and ZZAPI ft is a valid point. Do
C64 owners sneer at anything
that has been a success on the
Spectrum? Should a software
house that has had a success on
one computer translate the
game verbatim, so to speak,
onto another? Or should the
game be totally rewritten? And
despite the similarity in many
respects between the wordingof the CRASH and ZZAPI
reviews, the individual
reviewers are totally different
people with different likes and
dislikes — they did feel strongly
that on the 64. Brian didn't work
as well. It's arguable that to have
given Brian a worse review than
say Jet Set Willy II makes
nonsense of the reviewers'
attitudes— but then, these will
always differ with those of the
producing software house.

It seems only fair to give one
ZZAPI reviewer the chance to
rep/y as well—Gary Penn

'To quote your quote ". a n
excellent game which is
representative of the high class
of software which is being
produced today" " t o d a y "
was around half a year ago and
things have changed quite
considerably since. Software is
of a much higher standard in all
respects— superior graphics,
sound and more importantly
gameplay.

'I understand the problem of
flicker,' sprites when there are
so many to handle, but can 't
seriously believe that 64 owners
are going to accept such
"qualities" as say flickering
sprites.

Don't get me wrong. I respect
THE EDGE as a company and
feel that they have a lot to offer
as a software house. But/do feel
that more care should go into
what is released because when
you compare Brian Bloodaxe to
a large proportion of present
software it just doesn't, in my
opinion, make the grade, for
example Summer Games II
which retails at the same price.

One other thing. I respect the
Spectrum as a games machine
and what it has done for games
software today— I don't knock
"Speccy" stuff for its own sake.'

Well, there you go I Controversy
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all the way down the line, and!
don't think there's anything
more I can add apart from to say
—DUCK!
I M

STOP THE ROT
Dear Lloyd,
I have several comments  to
11 take about your ZZAPI RRAi'
page. My  first point is the
amount  of wasted space rrr
print ing letters sent in In say
how good the magazine is. I'll)
sure yori are very pleased to
trove letters praising thy
magazine hut do you have to
print  so many. I 'm sure the
space could have been used
more p r o fi t * * ,  such letters am
very boring to read You have
made a srnall attempt to rediree
the amount of space wasted kiy
!mint ing it mini raves section tror
I feel that even this isn't pond
enough

My  ser;onil point about the
letters page is the lucky dip.
Although I can see that this
encourages people to write in to
the magazine the type of personwho vvraes in merely to get a
free game probably has nothing
useful or interesting to
contrihrite to the magazine
anyway.

In order to improve the quality
of the letters page I suggest that
you wr i t e  a note saying that rmi
won't print any more letters of
praise. I also suggest that you
(rive tapes only to deserving
letters that have something to
say, not drivel like 'I Hunger For
You; Mac)* I.June)

In reply to your art icle rn
ZZAP
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(July). r rn glad to see that Jett
Minter has the strength of
character to say what he really
thinks of the magazine rather
than grovelling and praising it to
the skies lust because he has a
mature in it. I personally agree
with what he had to say

To end on a happy note I
would like to say that Rockford
relay great and I find him

amus ing
S Pearce. Southbourne,
Bournemouth

So you •igree with Minter eh?
yoti buy the mag eh? You

must be a 12 year old them eh?!
agree that crawly letters are
boring — the editorial policy has
changed (Wert bit, afthough, as
you say, a bit of praise now and
then is gratifyinglAs you may
have seen from the last issue
the Miniraves have gone
; ftogether, and I hope you lind
the RRAP mom constructive
now We now only have one
Fetter of the month so that *WI
get rod of most of the
scavengers. I hope
,LNI

.arret

E'S CRAWLY
or Lloyd,

'am an Oric owner. I am not
awiy I buy your magazine
.
'
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awly. I hate breakdancers.
te US Gold. I am not craw
lyage 69. 'Nutt said.

an with an Oric serial no. 9932.

kriance. Therefore you .•

HI-SCORE
BUBBLES
Dear Lloyd,
In Julian Rignalrs, Gary Penn's
and Paul Sumner's speech
bubbles why not put their high
scores for the game they have
reviewed? This would make
interesting reading and give all
new buyers something to
measure their own scores by.

Is it OK to put letters,
challenge and comps in the
same envelope as this saves
postage money which can go
towards games and the
magazine.
Anthony Jones, Newport,
Gwent.

You can't be serious! These
guys have trouble getting their
reviews together in time as it is
without spending hours playing
for really respectable scores
(though they do often get them
anyway). Julian says, 'As I'm in
charge of highscore
management/put any good
scores into the highscore table
rather than clutter up our
bubbles. Those who are
interested can then read the
highscore tables rather than
have them in a position where
those who aren't interested will
have to read them.'

Sounds sensible to me. You
are welcome to enclose
anything EXCEPT MAIL ORDER
OR SUSCRIPTION
CORRESPONDENCE in one
envelope as long as EACH
enclosure has your name and
address on it AND the big
envelope states MULTIPLE
ENTRY clearly on it (it also helps
of you state on the envelope all
the things it contains which
stops any confusion about
which letters should go to
whom.
LM

JULMN'S GOT A
GLASS EVE
Dear Lloyd,
Just writing to express a few
opinions. Talking about Bob
Wade being disfigured, it
seems, after close inspection of
this month's issue of ZZAP I
Julian Rignall, it seems, is also
inflicted with a nasty



disablement. He's got a glass
eye which keeps on popping out
every time he sees a 'tacky'
game, and hasto keep shoving it
back in. Along with Gary's weird
and wonderful poses, I'm
beginning to wonder how you
could choose these poor people.
(No offence huh?)

I'll back you up now, How can
Jeff Minter say that it's childish
to say 'brill' when he uses words
like 'cosmic vibes' and so on. I
realise it's only a bit of fun, but
he shouldn't accuse people of
things that he does.

How come everyone calls
Elvin Out of Impossible Mission,
Professor Mindbender??? I •
noticed this in the last issue of
PCG, and also in the letter from a
certain Andrew Clarke in issue
two of ZZAPI In my instructions,
at least, he is referred to as Elvin
Atombender: are different
instructions printed for disk and
cassette?

Great to see Rockford, but
how.about stuffing his rocks I?)
down his gullet to shut him up abit.
Tony Buckingham, Solihull, W
Midlands

No, Julian's putting back both
his glass eyes and also his
contact lenses. In fact, despite
popular myth, none of the
reviewers were chosen for their
games abilities, rather more for
their grotesque appearances —
afterall, having taken the foolish
decision to feature their mugs in
every review, who wants to look
at something regular and bland?

BETTER PAID?
Dear Lloyd,
Good to see you writing in
ZZAP! Surely you can't
complain about being under
paid now, working for two best-
selling mags. Now that you are
here, why don't you bring some
of CRASH's best points, eg the
Merely Mangram column, It is
probably the best part of CRASH
and would certainly improve
ZZAPI.

In this month's Z2API (issue 4)
I notice that Rockford's body has
changed shape. He now has
round feet instead of triangles
and his head has got fatter and
rounder and looks as thoughhe's swallowed a boulder, Do
you have a new person drawing
him, and if so who? Try and stick
to the original artist because I
think he's better.
John Mattman 115), Dalgety
Bay, Fife

What makes you think they pay
me more for working on two
mags, John? All go t was a
productivity agreement — twice
as many words per month and!
get to use one of the word
processors (supposed to make
my life easier, but honestly,
there's nothing wrong with a

ZZAP! ON DISK
Not so much a letter as a
picturegram. We were delightedto receive a disk from S
Robertson of Crayford, Kent that
contained some screen graphics
featuring Ghostbusters, Star
Wars and this design for ZZAP!
Good one Mr Robertson— what
does the S stand for
LM

"I 5EEM -
T OSE Two
PIN17 Ytr
i AM

ONE,,,
11

1922 Hermes typewriter except
the deafening racket it makes).
Oh alright — they are paying me
a few quid a week more, so you
can all stop sending me the half
pennies — ten pences are much
better appreciated!

You're right, Rockford has
changed a bit. The last issue's
were drawn by none other than
our very own Gary Penn,
whereas before that Oliver Frey
did them. trouble is. Oil hasn't
got the time what with two mays
to get through— that's one a
fortnight after all. Matterof fact,
think Gary's Rockfords are
pretty good, but practice, as they
say, makes perfect. Gotta give a
guy a chance you know. On the
same subject Ivan of
Cheltenham says:

• • • AND ONE
AIN'T
ENOUGH!

Why have you ctianged
Rockford's artist? He used to
have genuine charisma and wit,
but now merely plods along
making predictable and
unimaginative statements,
looking as if he's been drawn by
a 10 year old with no artistic
talent whatsoever. Even I could
do better. Bring back the real
Rockford!!

Gary's getting younger every
month. Minterdemoted him to a
12 year old and now Ivan
reckons he's ten. Actually,
considering his real mental age
is only 5,1 think he's doing pretty
well.

('Ere are you takin' the mik or
trying to  incinerate sum fink? -
GP/

IRECtICEED
EU: o  o n  o L

lig / i l l
SCOCELECID

d i ! "

There we go for another month
Can next month be any worse,
will it get better, will ZZAPI
readers learn to write English,
will they have anything sensible
to say??? All this and more may
be answered in next month's
ZZAP RRAP, the ccolumn ffor
ppeople wwith a ssttutter.
Write to RFtAP, ZZAP! M, PO
BOX 10, LUDLOW,
SHROPSHIRE SY8 1DB And for
those who prefer the new
electronic medium to old steam
post, you can talk to ZZAP! via
Micronet by MBX-ing us on:
105845620

VOLUMES ( 6 4  -
O N E  •  COMMODORE

C126AND TWO
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H Y P E R  S P O R T S
I m a gi ne ,  E8. 1315 cams,  l oy a t i ok  a nd k e y s

H Y P E R  S P O R T S
A R R I V E S  B U T
T O O  L A T E

Okay, so there's no screen
shots, so let us tell you a story.
Once upon a time there was a
company called Imagine and
they had this fabbo game
called Hyper Sports. We asked
and asked them to send it to us
but they didn't. By the time it
eventually got here it was long
past our photography dead-
line so we couldn't take 'em, so
I'm afraid you'll have to look
out for those yourself.

Another thing, which con-
cerns more the trials of being areviewer, was when Julian
was writing this review.
Whanging the thing out at
'hold the front page' speeds on
an NEC terminal he decided to
upload into the Apricot
system. Being in such haste he
pressed ONE wrong button
and instead of a prompt of
some sort the NEC killed the
file, all 6K of it The following
superfluous stream of curses
made even Lloyd cringe
behind his Hermes 1922 type
writer. Anyway, on with what
you really want to read.
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awaited Hyper Sports. The
game was a follow up to

the huge  arcade land much
copied) h i t  Tr ack a n d  Field.
There is the same sort of scoring
and the  same gameplay still
applies. In each event you have a
certain target which you have to
reach to  qualify. I f  you don't
meet this requirement then your
game will end, if, on the other
hand, you do then you'll auto-
matically move on to the next
event.

Hyper Sports is a direct copy
from the arcade game barring
only one aspect, the pole vault-
ing event. Why this has happen-
ed I don't know but still, there
are six of the original events
there and they are copied in their
entirety.

The game kicks off with an
exhausting freestyle swimming
event. This is similar in style to
the 110 metre hurdles in Track
and Field. You have to belt along
by hurling your joystick from
side t o  s ide a nd whe n the
prompt 'breathe' comes u p
press the fire button_ Don't leave
it too long to press fire otherwise
your man will slow up com-
pletely and don't press the fire
button when your man's head is
under water because, not un-
surprisingly, this causes him to
cough and splutter and slow up
for ages (enough to cost you the
race.
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Once the swimming is over
it's time to go outside for the
skeet shooting. Your man sits at
the bottom centre of the screen
with a doubled barreled shotgun
in his hand. He aims this gun
automatically and this is repres-
ented by two floating boxes on
screen. A s  the  skeets move
through it press left or right to
fire one of the barrels. I f you
qualify then you get a wink and a
grin from your man, if you don't
then he gives you a sour look.
This isn't too hard or taxing and
gives you a little rest to summon
enough strength to tackle

The horse vaulting. This is a
real toughie despite the auto-
matic run up to the springboard.
When you reach it the skill takes
over — press fire when you do
and he bounces Onto the horse,
wait until he's doing a horizontal
hand s tand the n press fi re
button again and hurl the joy-
stick around the room. This is a
really tricky event a nd takes
quite a bit of practice to be able
to qualify regularly.

After tha t spot o f  bother
comes the  nice and relaxing
archery event. Pick your wind
speed with the fire button and
you're off. A target is winched
down the screen and you have
to decide when to release your
arrow a nd a t  what angle i t
should be shot at. It all sounds
really complex but is in fact a
doddle to do.

After the Robin Hood impers-
onation comes the tripple jump,
yet another event to give you a

coronary. Speed u p  t o  the
scratch line (forget that your
wrist is being held together by
two ligaments a nd a  b i t o f
stringy flesh) and press fire
button trying to get as near to 45
degrees a s  possible. Repeat

this is a first rate
conversion a n d
being a n  e x -  iaddict hhere's no
Hyper S p o r t s .
machine •
Ludlow, come to '
think of it there's
no machines i n1

Ludlow at all boohoo/ of the
arcade machine thereare still a

4 few things Imagine could have
i• picked up On. Firstly there is

the lack of  a power  bar. Al -
- though being of no real use in
t
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, gauge how well you're doing.
There's also no multi-player •
option a nd all o f  the little
'cheats' and 'bugs' are miss-
ing. The s e  qui bbl es asi de. I

1imagine have done a  truly n
wonderful job on the graphical
and sound— a real megatune
while its loading and tankingS.
of jingles and effects during.
the game make it one of ther•
best sounding games around. t
The graphics on all screens are
identical to the arcade version
and the game, although being
slightly harder than the coin-
op original, is really challeng-,
ing a nd fun. Superb s tuff
Imagine, I  can't wait ,
fo r  V i e  
a t
Kung F.  a i m

I was incredib
lyimpressed w i t
hthis e x c e l l e n ta d e  conversarcade
ion from the very
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loading scree
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brilliant
some outstand-

ing music (64 music realty is
reaching a stunning peak) and
wonderfully animated run-
ners. Overall presentation is
also superb with several auth-

'ontic arcade style touches and
in fact the graphics are nearly
arcade perfect w i th  h i gh
definition and use of colour

- (although lam not too impres-
sed with the standard of anim-
ation when compared next to,
say, S umme r  Games  I I ) .
Sound is consistently good
throughout the game and I
would say it is better than that

[
,
1
1

of the original arcade game
(there isn't any speech in this
version unfortunately). I  am
disappointed that there isn't a

Imulti-player option as the two
player competitive element is
Jos:. Hyper Sports has certain- i

4.5 revitalised my interest inntk foystick pounding and
success a

twice for the step and the jump.
It's quite  tricky getting the
timing but once mastered some
huge j um ps  a r e  e a s y  t o
accomplish.

The final event is the weight-
lifting. Choose the weight you
want to tackle by moving the
joystick left or right and then
press fire. To lift the weight try to
mash th e  joystick unti l  the
weightlifter flashes. When he
does press fire, this 'snatches'
the weight above his head, Keep
on pummelling the stick until the
judges lights all go white. If they
do then it's a successful lift.

Once that is over it's back to
the swimming again only this
time all the  qualifying targets
have been upped, sapping even
more of your rapidly diminish-
ing strength.

P r e s e n ta t i o n
Fab loading screen and prim
,uctions.

G r a p h i c s  830to
Big, colourful and bold.

B o u n d  G E M
Ace loading tune, effect and
jingles.

Hook a bl l i ty
Will your joystick stand it

Li mi tabi l i t y  8 8 %
Or your head for that matter?

V a lue  for  Mone y  9 2 %
Nine quid for a mini Hyper
Sports arcade machine.

Overa l l  B O %
Among the best of arcade
conversions.
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•  Eight fiery opponents, each with their
own distinctive fighting style.
•Smooth-scrolling camera action, giving
the best view of the fight at all times.
•Furious three minute rounds with
'knock-down and 'knock out features.
•Warm-Up and 'Autoplay' sequences.

•  K.O. Meter, Best KO. Time, Score and
Bonus displayed on screen.
*Additional boxers to load from tape.

•  Hall of fame.
•  Endorsed by Heavyweight

Champion Frank Bruno.

Elite Systems Limited Anchor House Anchor Road Aldridge Walsall West Midlands Telephone(0922) 55852 Telex 335622 SPETEL G



SEPTEMBER S U M M E R  G A M E S  II
U S  G o l d / Co y ,  E 9 . 9 5  c a s e .  £ 1 4 . 9 5  disk, j oy s ti c k  only

The familiar figure of a bronzed
muscular athlete strides boldly
into the stadium, bearing lighted
torch in hand, to the sound of the
Olympic theme. He leaps eleg-
antly up the steps to the podium,
pauses and sets the Olympic
Flame burning. A flock of white
doves a re  released a n d  fl y
gracefully u p  and o u t  o f  theStadium to  the skies and free-
dom. So begins the first day of
the Olymp ic Games S o
begins Summer Games II!

This is one of the first of US
Gold's freshly acquired batch of
Epyx games to  be released in
this country and i s  the  long
awaited sequel t o  th e  h igh ly
acclaimed and popular Summer
Games, as marketed in  Britain
by Ouicksilva. Summer Games
has been widely accepted as the
greatest o f  th e  mult itude o f
sports simu la t ions available,
since its release nearly a year
ago.

Unlike mo s t  o f  t h e  genre,
Summer Games didn't re ly on
heavy (and  sweaty!) joyst ick
waggling sessions (apart f rom
the 100m dash, but that's only
one event). Each event had its
own o rig ina l contro l method
that made each of the eight dif-
ferent events challenging and
fun to play. There were a num-
ber of options to increase enjoy-
ment o f  p lay and up  to  eight
people could compete against
each other. Summer Games
takes all o f  these elements and
adds to them.

As with Summer Games there
are eight events to compete in
for up to eight competitors with
improved, and more, options. A
menu o f  eight (9  on  the disk
version), compared with six on
the original, appear on screen
and can be selected by joystick
or keyboard. You can compete
in either one, some or all of the
events or practise. One or two
joysticks may be used (for head
to head play) and there is a high
score table of world records that
can be viewed at any time, as
any world records achieved are
saved to disk for posterity (or to
show off to a few people). When
using two joysticks, the program
utilises the same 'intelligence'
utilised in Pitstop II le any player
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can use whichever joystick port
they so desire by simply press-
ing the button of the stick they
wish to use, It is also possible to
see t h e  opening ceremonies
again o r even the spectacular
closing ceremonies. An o th e r
option, only present on disk, is
the ability to merge it with Sum-
mer Games so that you can play
a mammoth sixteen events in
one go!

Each event takes up  a large
amount of memory and so has
to be individually loaded in via
disk or cassette. The disk version
takes up two sides of a diskette
with fou r events to  each side
(the computer prompts you as to
which side o f  the disk is to be
used).

When practising an event you
can p lay away to your heart's
content a n d  h a ve  un limited
goes in  a  row, but any mega-
records ach ieved  w o n ' t  b e
saved to disk. If you compete in
events, on the other hand, each
game you play is a sort of one-
off but at least any cool scores
will be  saved out (fo r scoring
details, see panel piece). And
after all that—onto the events...

TRIPLE JUMP
The first of the eight events has
you hopp ing ,  skipp ing  a n d
jumping your way to the record
books, beneath the critical eye of
an enthusiastic crowd and the
sweltering heat of the stadium.
The whole thing is seen from a

spectator's point of view — the
track and other members of the
crowd are visible along with a
few bits of sports equipment left
lying around and the flags of all
countries along the edge of the
stadium.

The event starts wit h  you r
athlete poised f o r  action and
swaying wit h  anticipation, h is
shadow mimicking  h is  live ly
motions. A  piece o f  music is
played as he limbers up, before
a press of the fire button sends
him on his way, the screen scrol-
ling w i t h  t h e  p laye r a s  h e
pounds down the track. As soon
as the player hits the line four
deft moves o f  the joystick are
needed — one for the hop, the
skip and the  jump. A  further
push is  required to  give extra
boost in flight. Critical timing is
of the essence and quick judge-
ment and reflexes are neces-
sary. A successful jump results
in a roar of approval f rom the
crowd and an instant replay on a
small monitor at the top of the
screen.

The judges will declare a fault
should you overstep the line or
perform a movement too late. In
you are given three attempts to
prove your worth, in  practice
mode you can jump  as manytimes as desired,

ROWING
The second event on the list has
you rowing your way to victory
against the computer or another

After Gary's little comment
about the game there's

nothing much to say — he
seems to have swiped all
the superlatives listed in

the Complete Oxford
Dictionary (and Lloyd

Mangram's Long Word
Dictionary is far too
expensive for me)! I

thoroughly agree with
what Gary has said and this
really 4s a sports simulation

we n d  all sports
simulations. The graphics
are photo graphics and the
sounds are excellent with

more tunes contained
within the game than I've
ever heard a n d  they're
all superb too! The only

other thing I can say is that
if  you don't have this in

your collection then you're
wasting your 64. This piece

of software reaches the
very pinnacle of 64

programming to date.
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player. You a re  in it ia lly pres-
ented with a split screen view of
two boats (similar to Pitstop
except this is a plan view) along
with a jaunty piece of music. As
with Pastop II you can select to
be e ither the  to p  o r  bo ttom
player b y  pressing t h e  fi re
button when instructed. After a
quick ready, se t,  GOI  count-
down the race is on.

The course is 250 metres and
must be completed in the quick-
est time possible. The joystick is
used t o  ro w,  w i t h  le f t / righ t
strokes to raise the oars and to
push them through the water. A
good r h y t h m  i s  re q u i re d
throughout the race in  order to
excel. Both screens scroll with
ettch player as he or she makes
their way down the course, past
the distance markers and buoys
(which bob up and down as the
boats p a ss)I  E a c h  p la ye r's
course time is displayed next to
a speedometer which shows the
player's speed.
JAVELIN
The javelin takes place in  the
stadium before the crowd. Un-
like y o u r  average Decathlon
style event, there's no joystick
waggling required — well there
is some frantic button pressinginvolved.

Your athlete starts in a similar
manner to that of the triple jump
— poised to go, with a jiggle in
his walk and a javelin in his hand
and music in the background. A
press of the fire button sets him
in motion and rapid and persis-
tent pressing gets him burning itover the cinders. As the athlete
(complete with shadow) runs to
the line the screen scrolls with

him and his javelin bounces in
time with his stride.

The lin e  approaches and a
well timed tug of the joystick is
needed to  break his stride and
send t h e  spear o n  i t s  pa th
through the  air. The angle o f
launch is  determined b y  how
long the joystick is held left_ This
angle i s  as important a s the
speed of the throw, if  not more
so —  too h igh o r  too  lo w a

TEST

This program is absolutely
stunning. This is simplyTHE best sports simulation
yet seen on ANY home

computer. The feel of the
events are all absolutely

superb and the game is so
addictive that you just to

want to play it for hours and
hours on end. In fact the
only reason why/was

dragged away is because
Lloyd trotted in and told me
that d  be sacked if I didn't
write this, What happened

then? Lloyd parked himself
in front of it and played it
until I had to go home.

We've all been playing this
solidly for days and daysand there's been much

hassle and aggression over
who has the current

records. Julian has been in
a foul mood ever since I

broke his kayaking record
and/thought Gary was

going to kill him when,he
smashed his triple jump

record. Mind you Gary got
his revenge when he beat
Julian's equestrian record
with a clean sheet. All I can

say is that seeing is
believing and disbelief is

profanity.
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release will shorten the length of
time that the javelin flies.

If you cross the line before
throwing then yo u  w i l l  have
incurred a fault and the throw is
void, b u t  a f te r a  successful
throw, you will find the crowd
more than a trifle appreciative.
There are three throws in comp-
etition and as many as you wish
when practising.
EQUESTRIAN
Horse rid ing  o n  a  computer?
You bet! In  this exciting event
you not only control the horse
but the rider as well! The object:
9et round the  jumps without
incurring f a u l t s  aga inst  t h e
clock. At the start, a press of the
fire bu t ton  g ives yo u  a  fi ve
through one countdown and .
yeroffi Like the field events, this
is from the spectators' view, the
course scrolling right to left. A
sense o f  d e p th  i s  crea ted
through parallax movement in
three s e t s  o f  backg round
scenery scro lling a t  d ifferent
speeds. The scene is set by the
various tents and waving, clap-
ping or jumping spectators. The
lumps are detailed too, ranging
from simp le  fences t o  walls,
multiples and water jumps.

Pushing forward on the joy-
stick increases the horse's speed
and t o  ju mp  fences yo u  can
either p re ss t h e  fi re  bu t ton
(medium jump) o r  push righ t
(longer jump). Clipping a fence
or landing badly will cause the
horse to stumble and fall along
with you r rider. This incurs a
minor pena lty (yo u r cu rren t
number of faults is shown at the
bottom of the screen along with
the time taken so far). A  quick
press o f the fire button and an
increase in speed soon gets you
on your way again though. To
prevent the horse stumbling on
landing you need to pull back on
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the reins using the joystick.
If you attempt to jump a fence

too early or far too late the horse
will refuse to  jump  and your
score i s  affected badly. Afte r
which you must turn the horse
round and take another stab at
the fe n ce .  Ob vio u sly s p l i t -
second t imin g ,  concentration
and a cool head are needed as is
the case with all of the events.

The course must be complet-
ed within the optimum time of
fifty seconds since for each sec-
ond o ve r th is t ime  l imit  you
incur one penalty point, I f  your
time exceeds 100 seconds then
you are disqualified. The same
happens if your total points from
faults exceeds 99. At the end of
the course you are shown exact-
ly where you went wrong and
course time is shown along with
any faults gained along the way
and your overall score (faults).
The lower your score, the better
as this means that you incurred
minimal faults and completed
the course quickly.
HIGH JUMP
Yet ano ther even t t h a t  w i l l
offend the wagglers among you
— no blood and sweat, just the
tears when  yo u  shatter yo u r
personal best. The h igh jump
presents you with the usual view
of the stadium and your athlete
poised eagerly and raring to go
once yo u  h a ve  selected t h e
height a t  wh ich  yo u  wish  t o
attempt. The bar is initially set to
1.5m and you can accept it or go
for something higher up  to  a
maximum o f  2,5m. Again the
fire button sets your player in
action b u t  th is t ime  continual
pushes righ t with  the joystick
are required to get h im sprint-
ing,

As you pound down the track
you ca n  mo ve  nearer to ,  o r

Just when thought the
sports simulation was be-
coming a nothing more

than a boring waggle, Epyx
release the greatest thing

to ever grace a diskette. The
graphics are absolutelyincredible and the
animation has got to be
seen to be believed — it

really is amazingly life-like.
The multitude of nifty little
tunes seems never-ending
and the sound effects are

first class. Each of the eight
excellent events stand up

well on their own, but
together .

This superb combination of
outstanding graphics,
wonderful sounds and

enthralling and addictive
gameplay put SummerGames II in a class of it's
own. ZZAPI has given a
number of worthy Gold
Medals so far, but never
has there been a game

quite like this— it almost
deserves TWO/f There isn't

a single superlative
throughout the Complete
Oxford Dictionary that can
do justice in describing it.
Summer Games II doesn't

LOOK set to become a
classic — it IS'

C O M P E T I N G  &
S C O R I N G

Before competing in  the  games,  each
player must se lect a  country ha  or she
wishes to represent. There are eighterm
to choose from (as in the origina ll each
with their own national anthem_ which is

eyed on selecoon but can be listened to
the same. Amongst me flags are good

some European countries and a
Epya flag (complete with national
A l I.  the  and of  each event a n

ceremony is  he ld  whe re  the
countries and scores of a ll corn-
are liste d in order of me rit and

awarded medals and points accord
ly (Gold,  Silve r a nd :Bronze meda ls
rth five, three and one pointlsi r

y for the first three places, assu
people took p a l l  T h e

Winner 5 national anthem is
before m oving  o n  t o  f u

or the Champion Ceremony,
This ce re mony come s once  a n

events have been completed. The
number o f  points fo r each M a ye r
armee up and the results of the co
ition are announced in true Olympic f
ion — the runners-up are e ispie rte
through to the  overall champion (a long
with melt respective sec resl• backed with
the sounds of some suitable music. Once
the winner has been declared, the ir nat-
ional anthem is Owe d again taking their
ego trip to its final ditty heights,

Once all this is out of the way. the Clos-
ing Ceremony takes place— a crowd full
Of anticipation- hatati across the stadium
to a  darkening skyline  a nd the  distant

figures d  cal !fideo f  the V D n e s .  The
figure of en a pproe chilte t-ma n,  to the

oun
nears as the  sky turns sick,  floodlights
flicker into * Limn as the Olympic Flame

for the last time  and slowly dies
traces of smoke marking its once

t position T h e  figure  wa ys*
, saluting the and to an exciting

of spectacular games (play I and the
blimp pa sse s o ve r a n  a ma ze d
The music [Japans with the blimp
way to a stunning display of fire-

a fitting rendition o f  Techai-
f812 Ove rture . S o  e nds the

Gimes.. • So ends. Sumnnst

further away from, the  bar.
When you actually reach the bar,
a press of the button gets your
athlete jumping and a  further
push on the stick gets him sail-
ing over, As you may have gath-
ered, timing is crucial. Pressingthe button too late means that
you just run past the bar and get
the chance to jump again (you
aren't p e n a lise d  f o r  t h i s ,
though). On  clearing a  height
you receive due appraisal from
crowd and the bar is raised to
the next height. You have three
attempts at clearinQa height and
knocking the bar off from jump-
ing too early, too late or too low
results in a fault (no DT bugs in
this g a me ,  Jo h n ).  P ract ice
mode, on the other hand, allows
you attempt any height fo r as
many times as you wish.

FENCING
Fencing is one the three optional
head to head events out o f  the
eight and is a sort of Exploding
Fist wi t h  swords. Th e  event
takes p la ce  indoo rs a n d  i s
viewed th is t ime  through the
eyes o f  the referee, complete
with h is  computer, VDU and
even a disk drivel Either one or
two players may take part, a
droid taking the  p a rt  o f  the
second player in the one player
option. Wh e n  practising t h is
droid can be taken on at one of



five skill levels — skill levels one
to four (increasing in skill) and a
random skill when  th e  d ro id
becomes slightly unpredictable.

The bout takes place on the
'fencing piste'. A  t imer in  the
bottom r ig h t  o f  t h e  screen
counts down from three min -
utes and the first player to score
five hits against their opponent
within this limit  is declared the
winner. There are a wide range
of manoeuvres at your disposal
and all must be used to their full
to become profficient a t  th is
event. You can move towards or
away f ro m th e  o ther player,
thrust, parry (block) and perform
defensive sweeping mot ions.
Attacking moves are easily per-
formed by holding down the fire
button and moving the joystick.
Defensive moves are obtained
without the aid of the button.

If two players hit each other
simultaneously then the hits are
nulified, When a player retreats
too close to the edge of the piste,
a hit is scored against them. The
number o f hits scored against
each player are shown on  the
referee's computer screen in the
form of a mini table along with
the player's name and national-
ity. If both players have tied at
the end of the allotted time limit
then a  sudden death fence-off
takes place — the first player to
score a  h i t  ' is declared t h e
winner. If neither player should
accomplish th is then both are
assessed a 'loss'. Strategy plays
an important role as well as the
essential speed of thought and
quick reactions.

CYCLING
This is the only event that comes
nearest to actual waggling — a
sprint cycle race over a 200m
course. Th e  d isp lay i s  twin -
screen s imila r t o  th e  rowing
event, each display seen from a
spectators' point o f  view. The
two cyclists appear i n  b o th
displays (o n e  red, o n e  b lue)
while a fitting rendition of Flight
of t h e  Bumble-Bee b u zze s
merrily a long, A f te r deciding
which player is which (by press-
ing the respective fi re button)
you are given a ready, set, GO!countdown.

At the bottom of each display
is the player's name, a speed bar
and an arrow that spins round
representing the movement o f
the peddles. This is where the
real skill comes in as you have to
rotate the joystick in t ime with
the a rro w to  get you r rider's
leggies p o u n d in g  fu rio u s ly .
Simply keeping u p  wi t h  t h e
arrow g ive s yo u  a  constant
speed, but to attain high speeds
and good t imes you  have to
'lead th e  arrow by rotating the
stick just ahead of it. 'Leading' or
'lagging' too much may cause
the cyclist  t o  sto p  pedalling
altogether! This is easily done if
you re no t  careful and so  the
utmost concentration is requir-
ed t o  ma in ta in  steady h ig h
speeds. Each view of the track
scrolls along with the respective
cyclist wh o  both bob u p  and
down convincingly as they zip
along the course, passing build-
ings, distance markers, running
tracks and o ther such things.The first person to cross the line
in t h e  shortest t ime  i s  t h ewinner.

v4 KEN v u  FiLL-
SPoRT s
-
r I D  
" t ?

KAYAKING
This is probably the most taxingand frustrating of all the events
as you battle your way down-
stream in  the perilous waters,
through the long and windingcourse to cross the finish line in
record time. Although there isn't
any frantic waggling involved,
paddling your kayak efficiently
demands a high degree of men-
tal and physical strain.

The course ,  v ie we d  f r o m
above, i s  se ve ra l scre e n s'
length, the banks being littered
with waving spectators, various
buildings a n d  o the r befitting
scenery, The kayaks (a sort o f
canoe) are steered through fi f-
teen sets of 'gates' spread along
the course, in as quick a time as
possible. This isn't as easy as it
may appear since the rive r is
very fast flowing and it 's very
easy to  get drawn o f f  course,
There are also several little islets
that get in the way and must beavoided.

Three different types o f gate
are used, each composed of two
flags, one of which is always red.
The red flags must be kept to the
player's left otherwise a twenty
second penalty is  incurred in
conjunction with  a  lit t le  beep.
Penalties a re  a lso g iven i f  a
player goes through the same
gate twice. Most of the gates are
of the DOWNSTREAM NORMAL
variety, i e  t h e  p la ye r g o e s
through t h e m facing  d o wn -
stream, bu t  there are DOWN-
STREAM REVERSE gates (steer-
ed through facing backwards)
and UPSTREAM gates (pass the
gate, turn and go through facingupstream).

You paddle the kayak through

TEST
pushes of the joystick. Forward
paddles you in a forward direc-
tion, back, backwards and so on
and each stroke is accompanied
by a splash o r two to comple-
ment the fast flowing sounds of
the river. Th is sort o f  control
proves very realistic and effec-
tive as a single push fo r each
stroke is required — holding the
joystick i n  a n y one  direction
doesn't get you anywhere!

Once you cross the finish line
you are shown a mini map of the
course along with a comment on
how you fared at each gate_ Any
penalties picked up  along the
way a re  sh o wn  against t h e
respective gate and are totted up
at the bottom of the screen. The
total points gained through pen-
alties are added to  the overall
course t ime to  give your final
score a t  t h e  bo t tom o f  thescreen.

ZZAP! 64 September 1985 1 9

P r e s e n ta t i on  9 9
1
%
A wealth of options and brilliant
touches all round.

G ra phi c s  9 7 0 b
Excellent backdrops.
unbelievable sprite definitionand animation

S o u n d  9 9 %
Eighteen excellent anthems plus
a host of other superb tones.
unusual and realistic FX_

Hook a bi l i ty  0 8 %
Immense addict ion f rom the
word GO!

La s ta bi l i ty  9 7 %
Eight  taxing events for up to
eight players and the urge to
constantly improve uponrecords.

V a lue  for  Mone y  9 8 %
A tenner seems a meagre price
to pay for such superlative stuff
(plus the 'merge' facility),

Ov e ra l l  9 7 %
The sports s imulat ion Wend all
sports simulations
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Don't say we never think of you. The first three issues of ZZApç offered
fantastic value for subscribers, and to continue in that vein we've got
together with BEYOND SOFTWARE for this amazing offer. If you take out a
subscription to ZZAPI 64, you can choose TWO of the MariteitOUS Beyondgames featured on these pages a n d  they're absolutely FREE!!

Here's a deal that could save you as much as E21.90, all for the price of an
annual subscription to ZZAp! 64 which costs E14.50 (post included) for the
twelve issues. And we haven't left out you hordes of existing subscriberseither! See the separate panel beside the form

Last issue we said we were confident that ZZAPI 64 offers far more
than any other publication to people who want maximum enjoy-
ment from their Commodore 64, and judging from the letters we've
been receiving this past month, lots of you agree with us. And since
we said that (so long ago) nothing has altered out there to make us
change our opinion

FACT: Zzapl is still the only meg 100 per cent dedicated to the
brilliant entertainment software available on the 64

FACT: Zzapl is still the only mag which publishes a comprehensive
,fully detailed, up to date review of Commodore games.

FACT: Zzap
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fatter than 100 pages

One other thing. As a subscriber to ZZAPI, not only do you get an
amazing initial offer, as detailed on these pages, but you also qualify
for large future discounts on selected games, as the panel for exist-
ing subscribers shows, AND by using your subscriber code number,
you also qualify for the regular. standing discount on software
purchased through ZZAP MAIL ORDER'!
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closes August 30th).
Name

I
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P o s t c o d e
The games I would like to receive are (circle EITHER
two in the British Group OR one in the British AND
one in the American group):

American Group

My-chess II S p y  vs Spy

British Group
Shadowf ire L o r d s  of Midnight

Psytron P s i  Warrior

enclose a  cheque/postal order fo r 04 ,50  made
payable to NEWSFIELD LTD.

ZZAPI SUBSCRIPTIONS, 1-2 King Street, Ludlow,
Shropshire SY8

ZZ4
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institution and one of the
world's most famous bears

has at last transfered into binary
media.

In this arcade adventure you
take the role of Rupert in his
quest to get to a party to see all
his old chums. You see, good or
Roops has been helping his
Daddy (as all baby bears should)
and has made himself late for
the party. Not wanting to miss
all the  buns, ginger pop and
frolics Rupert must get there as
fast as possible. The trouble is
that the route to the party is
through the  evil Toymaker's
castle ( w h y  Roopie  Ba be s
doesn't take a charabanc or get
his Daddy to take him in his
automobile is a mystery — but
then, there wouldn't be a story if
he did).

To get to the party just follow
and col lec t a l l  t h e  pa r ty
invitations Rupe r t's  r a th e r
considerate f r i e n d s  h a v e
dropped, what a jolly bunch of
pals has he! The only trouble is
that the evil Toymaker's toys are
annoyed that they haven't been
invited so they try to stop our v
hero's fun. There are many of
them and they march up and
down trying to get in Rupert'sway. Our favourite bear has to
leap over them in his collecting
quest. I f  he touches them he
loses one of his chances (lives).
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If they are all lost then the game
finishes and Rupert doesn't get
to the party (boo hoc))

There a r e  seven separate
levels in the  castle and each
level is three screens long. Every

level ha s  several floors and
these a r e  connected b y
stairways that Rupert has to leap
up or down. To move onto the
next level Rupert must simply to
collect all the party invites and

from t h e  t i t l e
screen o n w a r d s
this is graphically
excellent. T h e
animation and t
definition o l
main character a
both superb for t
vie of Rupert, w

out live characters hignimat ion of nasties arau
- also marvellous, I

rch up and down
manner with a  go

noise echoing abo
of the castle. The a
nd friendlies are
animated too.

scenery is crisp, d
rful with nice 'c
Sound is 7Jolly',

s you play, great
Is and a  very goo
n tune. The only troub
me matter -  i ts a case
you've got through yr o b e *  won t feel like retu

g to it. Having learned the p
rris of the soldiers and oth

addles, a  level can be easi
mpl h i c h  tends to low
last

at_

go to the level's exit door.
On the first levels there are

only soldiers marching about.
There is also a friendly magpie
which flies around — jump onto
its back and you get a lift to the



other side of the screen. On level
two trains are introduced. These
shunt up and down the screen at
high speed and generally cause
big p rob lems f o r  Rupert. A
friendly plane also fl ies about
which can be used in the same
manner as the  magpie. Level
three co n t a in s  t h e  s a m e
meanies b u t  leve l f o u r  h a s
dangerous b irds and Jack-in-
the-Boxes along with the others.
Levels fi ve (you get two  new
lives here) and six are similar,
apart f ro m le ve l s i x  having
rubble lying  around. The final
level has all the nasties together
and i s  extremely d iffi cu lt  t o
finish.
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about this is, can it  be an
improvement on Commo-

dore's International Soccer, the
apex in 64 football simulations?
Read on dear reader to find out.

The game's presentation i s
very similar to Soccer's with a
one or two player option and a
scrolling panoramic view of the
pitch. The usual two player opt-
ion is present and there's also
four levels of the computer to
challenge you.

There are crowds at both ends

Rupert offers
of a  long lash
challenge t o  t
hardened a r e a
player than ma
games around
the moment.
game is rather It
Manic Miner in t

respect that once you've lea
the pattern for one screen y
can easily complete it time a
a pe  again. However, i t  la*
I lme  learning, especially on t
harder levels, and what deli
ful learning too. The gra
are extraordinarily goad
big sprites, lots of colour,
animation and the sound is
cellent too. I  particularly Ilk
the title screen, which captu

1  flavour of the original b

rations beauti ful ly.  T h
Id be a big hit with young

ers but hardened, grown
, s  ma y  fi nd they ha

n out of teddy &Frs.

and on the far touchline which
move about and make a noise
When you score. They also shout
'here we go' six times every timethere's a kick-off.

Controlling a  player is quite
easy. From kick off you are allo-
cated a man and he is put under
your control. You can run h im
about the pitch and chase your
opponent. If the opponent kicks
the ball and it lands near a player
on your team then the computer
will automatically switch  th e
control to  the man nearest the

This i s  w i t h
doubt a very pre
9arne to look at a
is initially a  ve
lolly one to play.
,Graphics are of a
very high standard
with some wand
fully defined a

1 )

, ated characters (A u
If is  very close to  h i t

id counterpart a nd  the
les all have their own 'char-
' a nd  the game has an
mely polished look to ILL

' e  music is of as high a stand
I

• a s  the graphics but it
to grate after a few gs have succeeded in
open the comic strip
screen and the game

k
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p
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to it. As pick-em-u
rt is a good one but s

the same problem
tara:rs Rat Race in that it do

me rather repetitive to platime. ,...,--..1.,

ball. Using this method you can
actually pass the ball around the
pitch and set up moves. I f  your
player moves o f f  screen then
again control will be automatic-
ally switched to another player.
Winning the ball in  a tackle is
quite tricky — you have to run
over the ball when i t  is in the
opponent's possession. Do  i t
correctly and the ball will switch
from h is control to  yours and
you can then pass it or charge up
the field towards the goal.

Passing is easy, just press the

F I V E - A -  S I D E  F O O T B A L L
Ani rog,  E 6  . 9 5  Gess, one  or  tw o  joys ticks

P r e s e n ta t i o n  7 7 %
No options and a silly start
routine but a polished look,

G r a phi c s  9 0 0 b
Nice, big Rupert and good
Sprites all round.

S o u n d  8 2 %
Great tune and effects.

Hook s bi l i ty  7121
0
43

Initial hook

I -Instabil i ty  6 2 %
but does prove a bit tedious

once mastered.

V a lue  For  Mone y  71clki
Reasonable for this sort of
game.

Ov e ra l l  7 1 %
Middling to good.

fire bu tton  when  th e  ba ll i s
under your control, the longer
you keep the fire button pressed
the longer the pass will be.

A novel feature in this game is
fouling — just run up behind an
opponent and press the fire but-
ton, i f  you are successful then
you'll t rip  h im up. Do  this too
many times and you will have a
penalty awarded against you for
'roughing'

When y o u  c o m-
pare this and Inter-
national S o c c e r
there's quite a diff-
erence. The graph-
ics on this game
aren't qu i te  a s
good as Soccer and
the g a m e p l a y

ms to  be  lacking. This is
ause the members of your
m, other than the one under

ur control, seem t o
nd aimlessly. Passingtamely difficult and the

switching from man to
n't always work effecti
animation of the players

poor and they look litre
ted hunchbacks w

run about the place S
a nice touch but it really

out nerves after you
n to 'here we go' for

The game seems
in style to the ice h

Slap Shot even with
and it makes me wo
r they've used the s
for certain parts of
The impression I

playing the game is
h Soccer is about t

the p n e a r l y
10,. t h e  better
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i t s
we always popular
and this one from
Anirog w i l l  n o
doubt q o  downiwell w i th  m a n
players because
is simply
and

The actual game characters
aren't as big as the ones on the
Commodore but this seems to
make the playing area a lot big-
ger than i t is  (scrolling three
screen-length pitch).

A nice feature is a  penalty
option — this is a game in itself
and allows you to take penalties
against the computer or a friend.

N I C K  F A L D O
P L A Y S  T H E  O P E N
A r g u s  P re s s  S oftw a r e .  E 8 . 9 9  c a ns
1  l o y s t i c k  o r  
k e y s
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When you choose this option
the screen goes to a view seen
from the front of the goal. The
penalty taker can move  the
Joystick left or right to kick the
ball in that direction. The goal-
keeper has similar control and
although it is possible to wait
until the ball is kicked and see
which way it is going it is usually
better to guess.

If the game ends in a  draw
then the decider is a penalty kick
off. This is a nice feature and a
good change from the  usual
extra time system at the end of a
drawn match.

Prossentatkwi 8 2 %
Four levels of computer and a
two player option

G ra phi c s  5 4 %
Poor animation and not much
colour.

Sound132oki
Speech and whistles but that's
all.

Hook a bi l l ty  8 8 %
A good laugh with two players.

La s ts bi l i ty 1 5 7 %
But you can't laugh forever.

V a l ue  for  Mone y  e a %
At eight quid it's only average.

Chners11131:1%
Not great, not bad, especially if
you like football simulations.
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'Mind Games' series, this
golf s i m ul a ti on i s

endorsed by the British golfer
Nick Feld°, as he takes you for a
round o n  t h e  1 1 4 th O pe n
Championship 1985 course a t
St. George's Club. Sandwich.

The package comes complete
with a map of the course showi-
ng the relation of tees to greens,
and then 10 pages detailing each
hole individually. There's also a
very short history of the first
Open held at Prestwick, a brief
outline of the Sandwich course
and its local rules. A few lines
per hole sets the scene for the
tee off and offers a brief pointer
on the drive.

Onto the game itself.
NFPTO is easy enough to get

into, because it is all icon driven
A little under half the screen at
the top is the playing area which
scrolls across the course with
the ball play. Below it are the
various boxes containing the
icons, which may be selected by
moving a cursor (in fact a small
pointing hand). Going from left
to right, box 1 is a bar indicator
for shot strength. The  cursor
may be placed on either of the
two arrows fo r  increase o r
decrease of strength. Below it is
a compass with central refer-
ence point. Again, two arrows
allow movement round th e
circle either clockwise or anti-
clockwise, and the final choice
should be made bearing in mind
the general direction desired
and the  wind direction a nd
speed which alters all the while
and which is shown in the top
right hand corner of the display
area

Next comes an icon which
switches the display from a local
map to a  much smaller scale,
showing the  area a l l  around
your current position. Below it,



Saturday 26th and
Sunday 27th October
The Novotel Exhibition Centre
Hammersmith

aR
Events •  Competitions

More an experience
than Just a show!

j

We're encouraging all our exhibitors to bring lots of bargains and
special offers for you.

ci
Plenty of bargains

A show with pedigree

This is the one for you

Miss the queues, save
money. Win a Koala
Touch Pad

Were organising a weekend of fun, information and bargains.
There will be events for everyone to join in, advice centres to
answer all your questions, competitions with great prizes,
discount schemes and personalities.
We're providing extra catering and rest areas for those tired
exhibition feet.
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• Advice •  Bargains

The Commodore Horizons show Is sponsored by Sunshine
Publications, (publishers of your favourite Commodore
magazine and Popular Computer Weekly) and Computer
Marketplace Ltd., organisers of the Acorn User, 6809 Colour and
Amstrad User Shows. So you can be sure its going to be a great
show.

Use the coupon below and not only will you get into our 'fast*
lanes and miss the queues but you save El per ticket as well. You
also enter the prize draw and could win a Koala Pad Touch Tablet
too!

Computer Marketplace (Exhibitions) Ltd.. Part of the Rushworth Dales Group, 20, Orange Street. London WC2H 7E0
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TO: Computer Marketplace (Exhibitions) Ltd., Part Of the Rush worth bales Group. 20, Orange Street. London WC2117ED.
Please rush me a d u l t  tickets C o m p u t e r  Marketplace Exhibitions Ltd.,
at E2 and l O n t y l  under sixteen f o r e
tickets at El. N a m e :
for the Commodore Horizons Show. I A d d r e s s :
understand I am eligible for the prize draw.  P O s t C O d e :

, 2I enclose my cheque/P.O. payable to
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ging of information
lets you get on with p

e. The sound is
and might havewith some

a few oohs and
applause alter a

shot or at least on hell
but fo r  the  average
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two arrows allow you to scroll
up o r  d o wn  a long t h e  c lu b
choice available (see  panel).
Next door are two larger boxes,
the first containing a graphic of
your caddy and yourself. Activ-
ating th is icon  results in  the
caddy getting the selected club
from the bag, handing it to your
player and him taking the shot.

Golf seems to be
ideal sport to ss
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oddly, there
been manyon the  S
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ng d on a real course

idea, and of course
timed for the TV co
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C L U B  C H O I C E

Choosing th e  correct c lu b  i s
vitally important. When you sel-
ect a club and then return to the
golfer/caddy box and press fire
to activate the shot, if you have
chosen badly, the caddy will ask
you whether you are sure. You
can now return to the club sel-
ection box if  you wish, or press
fire again and take the  shot.
However, a  poo r choice ma y
result in a severe hook, slice or,
worse still, a miss h it o r short
jump shot.

There are 9 clubs in the bag;
wood driver, No 3 wood, No 5
wood, irons 3, 5 ,  7  and 9 , a

NICK FAUX)
PLAYS THE

M i n  W  W W WM I S  I nn  AMIC11.111.1.1111111•1
ammo a w nUM M E M  1111111.1

VISTEIPIZ1 . 1 1 1 1 1 .
Amok •••••• Apo. 1

•
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wedge and a putter.
The wood driver is best used

on a tee. Trying to use it  on a
fairway or in the rough results in
disaster! Depending o n  t h e
length o f  sh o t  required, t h e
other two woods can be sensibly
used on the  fairway, but it's
important t o  c ontrol  t h e
strength of shot well. You cert-
ainly wouldn't get far using, say.
a No 3 wood or a long iron to get
out of a bunker! And once on the
green, the caddy will have a fit if
you select anything but a putter
— after all, he's in the pay of the
club!

The last combined box is  the
score card and hole selection
icon, which also gives the par for
the h o le  a n d  i t s  distance in
yards. Af te r selection, a l l  the
icons are activated by pressing
fire.

At the start you can choose to
play an entire round or just hole
by hole. While running through
the hole selection, the display
area cuts f rom tee to  tee, and
you can cross check with  the
map either on screen o r in the
booklet to  see the general rel-
ationship of the landscape.

P re s e nts tk on 8 4 %
Nice packaging, excellent book
and good options

G ra phi c s  7 4 %
Smooth scrolling, reasonable
golf course implementation,
nice icons.

Bo u n d  IEB%
Very limited to spot FX and nomusic.

Hook s bi l i ty  712%
Easy to get into with the icons

Lasts ibi l i ty  8 2 %
Good 'feel' makes it worth
playing again— especially if yo
like golf.

V a l ue  For  Mone y  7 5 %
The tenner makes it a bit pricey,
but it is the best around.

Ov e ra l l  11311:Pro
Neat simulation for the armchai
sportsman.



GUTS.
STRENGTH. SPEED.
THE WILL TO

You'll need bm alL

ACTIVISIONI
HOME COMPUTER SOFTWARE j,

m o r n
TOUR DE PiIIIRCE

THE OF ic iAL
COtou TER CAME
, OF THE

1 T h e  world 's no. 1 cycle race deserves the worlds no. 1 sports
software. Here it is. The fabulous Tour de France

Strive to win as many of the 16 stages as you can to win the
most famous jersey in the world. The yellow jersey.

Just like our block-busting Decathlon, Tour de France gives
you the chance to combine joystick skills with sheer physical strength
and mental tenacity to win through to become the outright winner.

TM

AVAILABLE ON COMMODORE C64 CASSETTE AND DISK. ACTIVISION UK LTD.,15 HARLEY HOUSE, MARY1EBONE ROAD,
LONDON NW1, TEL: 01-935 1428. FROM SELECTED BRANCHES OF: BOOTS, WH SMITH, JOHN MENZIES, LASKY'S,

SPECTRUM, RUMBELOWS, WOOLWORTH AND GOOD COMPUTER SOFTWARE STORES EVERYWHERE.



SEPTEMBER F R A N K I E  O D E S  T O
O c e a n ,  E 1 9 . 9 5  cams,  j oy s t i c k  onl y.

H ere arrives Frankle, wh o
steps into your 64 to give
you a d ve n t u re s  a n d

experiences yet unimagined . . .
Welcome to the Pleasure Dome_

You play the part of an aver-
age member o f  the public in
Mundaneland, an average sub-
urban surround ing. S ta rt in g
devoid of personality you have
to build up a character by com-
pleting the many tasks and obj-
ectives littered throughout the
game. There are four factors to
your personality, sex, war, love
and religion and these all have
to be built up to their maximum
before y o u  b e co me  a  re a l
person. You also have to build
up pleasure points — these are
awarded fo r completing objec-
tives. The ideal score is one of
more than 87,000: when you get
this you  usually have a  99%
personality and can enter the
Pleasuredome.

Being M r  -lclie Public in  the
urban wasteland o f  washing
machines and videos is a boring
one, inspired only by the fact
that if you can build up enough
of a personality and become a
'real' person then you can enter
the Pleasuredome.

Playing the game is quite odd
— yo u  ca n  wa lk  round  th e
streets o f  suburbia and enter
houses, s i t t in g  r o o m s  a n d
kitchens at your will.  In  these
rooms are the objects of boring,
everyday life, like comfy chairs,
drawers, cupboards, vid e o s,
fires, fridges, flying ducks etc.
You can feel and explore these
and open them up. Sometimes
'feeling' an object will give you
an experience and add valuable
points to one of the four factors
of your personality.

If you explore a drawer or cup-
board then a 'window' will open
up on screen. In this window will
be a hand•like icon. Move this
over one o f  the objects in the
window, press the fi re  button
and you can pick it  up. I t  wiH
drop automatically in to  yo u r
inventory (which you can access
at any time). Depending on what
the object is that you pick up,
you a re  sometimes awarded
personality points or a pleasure
bonus, The objects that you col-
lect can he used to help perform
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a task or may be used to lead you
into the Pleasuredome maze.

Throughout the game you are
presented with objectives, these
happen q u i t e  strangely a n d
unexpectedly. For example; pick
up a video cassette, move to the
TV/video. access the inventory,

move the icon over the video
and prees the fire button — this
will insert the  video in to  the
cassette. You gain points for this
and a big window irises out from
the centre of the screen. You're
behind th is so run round and

enter the window, You have to
be q u ite  f a s t  otherwise t h e
window will close leaving you in
front of the telly. If you do enter
the window then the window
grows bigger, filling the whole



screen, You can then take part in
whatever is happening o n  the
screen, usually a game of somesort.

If you complete these games
then you 'll gain pleasure and
character po in ts and  another
window will open allowing you
to get further into the game (and
sometimes in to  the  Pleasure-
dome). If you don't complete the
game then you'll lose points all
round and  b e  pu t  back in toMundanesville.

You can ge t  to  t wo  o f  the
games b y  go ing in to  certain
rooms and touching the posters
(mini representations o f  t h e
games) on the wall, Both these
games are quite tricky though
and unless yo u  kn o w wh a t
you're doing I wouldn't advise
trying them....
THE GAMES
Sea of Holes
Move your man into the holes to
warp about the screen. Getting
to the bottom of this isn't as diff-
icult as it seems.

The Terminal Room
Plenty of things to see but what
to do? This time it's got to be
floppy to stick it  in. A  pass to
pass and plenty of windows to
enter, if you can get there.

Cybernetic Breakout
Just a good or fashion breakout
but a little bit harder t h e r e ' s
only one 'brick'!

This is a real stunner(
Denton Designs seem bent
on producing some of the
best Commodore games
around. Shadowfire was

good but this is absolutely
superb/!I  Although

seeming weird at first the
game is very easy to get

into and within a few
minutes! found myself

getting involved with an
incredibly strange sort of
game. The graphics are

truly marvellous with
plenty of attention to detail,
the sound is just superb —
all my lave Frankle tunes

compressed and
implimented brilliantly into
my micro. This game is a

real classic and I'd strongly
recommend you buy it

now(

Ow/
AAE

SAc.ic.!

A Frankle game? Would it
be as good as their records!
wondered as I put the cas-
sette into my C2A1 A few

moments later/was quite
surprised to hear a brilliant

version of 'Relax' as it
loaded. The loading screen
popped up seconds later —

great, how will the game
play? Once the music had
stopped I pressed the fire
button with anticipation
and found myself in a
boring old street full of

terraced houses with the
hassline from the start of
the 'Two Tribes' 12 inch

pounding from the
monitor. On entering a
house I was still more

surprised, what nice decor
and furniture. The attention

to detail on household
items is ridiculously

meticulous. Once I'd got
into the game I started to

enjoy myself.

Cupids Arrows
Difficult one this ,  r i d e  from
hell to heaven on a cloud to be-
come a  saint. I f  you complete
your task then you 'll p ick up
something important.

Raid Over Merseyside
Shoot planes and bombs before
Liverpool and  Birkenhead getflattened.

Talking Heads
Reagan a n d  Gorbachev ( o r
should it be Gobachev) spit it
Out. Go left o r right to  choose
your politics.

Running round other
peoples' houses was quite
good fun although I don't

know why they keep
herrings in their washing
machines. Once I'd got a
video I put it into the tellyand was astonished to see

this window thing iris from
the screen. So surprised
was I that I didn't enter it,
although next time I did.
When you start getting

things worked out you can
whizz from situation to
situation quite swiftly.
There are many games

within the game, some of
which are really quite

difficult. The music when
you get inside the

Pleasuredome is brilliant
but the piece on the arcade

screen called 'flower
Power' is just beyond

belief! The graphics are
truly marvellous, with the
screen i n
-
s i n g  
i n  
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Shooting Gallery
Don't miss a thing so take your
time. Really you should free the
ducks before tackling this one.
War Room
Shoot everthing y o u  need to
be a real angel to complete this.
Flower Power
Simply pick a bunch.
ZTT Room
You can get Out of this without
completing the puzzle. Solving
the puzzle is very hard but you
can d o  i t  wi t h  a  reasonable
knowledge of the multiplicationof matrices.

If you manage to  enter the
Pleasuredome then try to map it,
It becomes quite important to do
so — the doors which It contains
lead to all the games AND back
to the outside world. You don't

The subject matter of the
game is very deep with

realistic surroundings and
surreal, abstract overtones,

almost with dreamlike
qualities, especially on the
Flower screen. This piece of
software is brilliant— the

only trouble being that
once you've started you

can go on forever so as you
get deeper into the game

you just don't want to
finish. (Just for the record;

Saturday night 4.30 am
Sunday night 6.30 am)!

This is a stunning piece of
software and unless you've

got several spare hours
(like all night! don't buy it or

play it/
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want t o  enter a  game ro o m
which you've c o m p
-
F e t e d  a s  
t h i s

usually ends i n  t h e  lo ss  o f
points. When you are exploring
the Pleasuredome then beware
of the floating sparks, the ones
which emerge f rom the man-
hole covers become a pain but
are easie r dodged th a n  t h e
former. Y o u  ca n  sh o o t  t h e
sparks but be careful — if  one
touches yo u  then you ' ll lose
points and end up back on the
streets.

Within the  game there is  a
little sleuthing 'sub game'. This
comes in the form of a murder
which h a p p e n s  s o me t i me
during t h e  game .  Wh e n  a
murder happens every new loc-
ation yo u  vis it  thereafter wi l l
give you  a  clue. Using  these
clues th rough  a  process o f
elimination yo u  can  fi n d  the
murderer. Once you are confid-
ent that you have discovered the
killer's identity you can return to
the room. When you re-enter the
room you are given a list of the
suspects and choose which one
you think committed the crime.
If you're right then you'll get a
big bonus, guess wrong  and
you'll lose rather a lot of points!

P r e s e n t a t i o n  912csti
Superb loading screen,
excellent instruction and
easy to use control

G r a phi c ' s  9 1 3 %
Fabulous definition and
colour all round, wonderful
windows and easily
identifiable icons.

S o u n d  9 8 . 5 %
The Pleasure Dome LP
comes to your micro in
style.

H o o k a b i l i t y  9 9
1
: 4 0
Enforced addiction — once
you start, you won't wanna
turn off.

La s t a b i l i t y  9 1 5
0
k i
A tough and pleasurable
challenge in finding your
personality.

V a l u e  F o r  IVionel i
9 7
0
1 c
Great new game, re-mix
and price-

O v e r t on 8 7
1
%
ZZAP l say Y e s '
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After a rather long delay
and a fair bit of hype,

Frankie has at last made it
to the 64—and it's

certainly been worth the
wait! What with the brilliant

and original Shadowfire
and now this D e n t o n

Designs have done
themselves proud and look

set to become the
household name in

computer entertainment.

The game is a doo'dle to getinto with excellent
graphics, outstanding
soundtrack (which is

atmospheric) and easy to
use icons and windows.
The many problems vary

between simple and
complex in both

conception and play and
the fact that you aren't too

heavily penalised for
repeated failure, makes
things that much more

addictive.

, • • • • • •

I've never played anything
so compelling as this— it

really was a case of not
wanting to turn off once I'd
started. I dunno quite what

it is — there's just
something about F rankle
that makes you want to

keep playing and playing
and playing and. .. Relax'!

can't explain it!
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Experience the thl l I  of top international
competition in your own home! Summer Games
brings it all to you with eight challenging new
events. You and up to seven other contestants can
compete in your favourite individual event or go for
it all in the grand competition. Some events, like
cycling, rowing and fencing even challenge you with
realistic head-to-head competition.
First, decide which of the 18 different countries
you're going to represent. Then. in true Olympic
fashion, you will need the proper strategy and
mental toughness. not Just speed and agility to excel
in each of the eight events. That's why we Included
a feature that lets you practice each event until
you're ready for the real competition.
Remember, it's not too early to get ready for 1988.
Wi th the right diet, proper training and lots of
practice you just might make it. In the meantime.
put on your sweatsult. grab that joystick and let
Summer Games II give you eight new ways to GoFor The Gold I

•  Includes Cycling. Fencing. Kayaking. D i p ! .
Jump, Rowing,  High Jump, Javelin and
Equestrian Events

•  Ope ning.  Closing and Awards Ceremony
Wi th  Na tiona l  Anthe ms

•  Compe te  Against The Computer or Your
Friends

•  indiv idua l  and Head-To-Head Competi tion
•  O ne  to Eight Players •
'SUMMER GAMES II DOESN'T LOOK

SET TO BECOME A CLASSIC_
IT IS A CLASSIC

ZZI:IP 64 1 -
PRESENIRTI
ON••99%GRFIPHic5- - • • —97,0
SOUND • - • • • • • —96%
4001411BILITY• —90%
IISTABILITY• -17%

VALUE . . . . .  • ••913,
c
,
OVERFILL •  • • 17%

- ZZAP  64
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Cycling 1111.
Screen shots as seen on

the Commodore 641
4
.

• n A V A I L A B L E  AUGUST
• -• t '  f o r  Com m odor e  644128

CASSETTE £ 9 . 9 5

'Summer Games II now takes the
Gold as the greatest sports
simulation ever created for the 64:

Commodore User
'Summer Games Ills eight
outstanding games rolled into one
piece of soft ware-11:094, value for
money:'

- Com put e r  Gamer

DISK E
1 4 .
9 5

PITSTOP II

TRY THESE OTHER
GREAT GAMES FROM EPYX

SUMMER GAMES I M P O S S I B L E  MISSION

BREAKDANCE

AND COMING sootty.WINTER GAMES,

\41i;‘
U.S. Gold Limited, Unit 10, The Parkway Industrial
Centre, Heneage Street, Birmingham.i

1114 T e l e p h o n e  021-359 3020I t i l  T e l e x  337268

BREAM' 2E

EllYX
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twk And fifty copies of the game
COMP ‘  w i l l  leave again, as prizes

t i n  the
Frankie Say Win

Competition



o you think you're a real person?
Frankie aren't so sure a n d  the

computer game sets you the task
of becoming a  whole human, on
screen, by  attempting to escape
from the mundane world and gain-
ing access to the Pleasuredome.

Strut y our  stuff, boos t  y our
equation, and tell Anropov where
to get off; Sticky buns for break-
fast apart, I've been locked away in
the darkest recesses of the ZZAP!

I
O
C
E
A
N

HOLLY
OF

WELCOME

LOVE
POW
ER

DENTON
DESIGNS
RELAX

E M O C L E W X B T T S E
T T S X M W L A S S T T  I
Y B Y A E R O  I H D S O K
L O V L G X H O D E T N N

F L E  F S N Q B S V  FA
O R F R A N K E F  I  Z N R
H G M R O L H A E G O O F
K E C H N T I P U N T T K
D I W V Y A Z W O S L N V
AE PO A L E H  LWL EW
R K N N P O C C T N E D  I
FR T T Z V M H O O L  RE
X E N L O V E Y  F S T I B

Find these words:
ln"
FRANKIE

LUDLOW
broom cupboard specially design-
ing a !overly brain teaser just for
you so you can feel as unloved and
unhappy as I  do (a  Competition
minion is only there for the kick-
ing). Search through the specially
hand-wrou9ht Fr a nk ie  W o r d -
square until you find the hidden
words and then whizz off  your
entry to reach FRANKIE, PO BOX
10. LUDLOW, SHROPSHIRE, SY8
1DB by 12th September. First fifty
all correct entries pick up a copy of
the game.

NM 11111 E l l  ME IIIE ME El l  M E I  M I
•

• • • • • • • •  • • • • 1  • le • • • • MIN 10 •  ••• • d

1  I I
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the I a  few tomes

ought it time to play
as really pleased to see
r there is a game behind

• title screen lust as goodthe
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ity puzzles
of gameglay

keep eimn the most
jaded of antiplatformites

extremely happy. The
trading element Is really
great and some of the
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were bold and chivalry took
priority in life over a tin opener

for your suit of armour, proving
yourself a  man was the most
important thing in life (things
never change) although what
you had to go through then is a
lot harder than today's untaxing
rigmarole.

Taking the role of a knight inMastertronic's la test release
offers no exception and proving
your worthiness t o  join the
esteemed Knights of the Poly-
gon table plays a vital part in the
game. You can, if you wish, be a
callous and scoundrelous knave
and not complete your task
properly, but then you won't
become a proper knight and you
will lose the love of the girl you
cherish (things never change).

that
wou
graPdra

r a ni
the game w a t c h

well as
a d o r e
d j  Keepers 
and a t

low budget price it is •
game that no one can

afford to overlook— it's a
lent
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ON

n't know how
tertronic can afford to

Met this game at such
ridiculously low price. If it
was la95 I'd still shell our

for it because it's that
smart The graphics are

extremely good with tcartoon-like animation an
truly humourous baddies.
The game is challenging

and has o f
taste

played the Spectrl
ion months ago Iv
came out, It had th
i l
e
l m i
l

distinction of being
Mastertronic's first budget
once without the budget
look and feel Now they

have used the Ms  T
)

capabilities to the full and
made something which is .more than a mere

translation, Finders
Keepers needs mapping

and I'm sure the maps will'

d , istart rolling in very quickly,once it's been release
(hint hint). This is d We
masterpiece and anyone

' I  • ing to hand over the two
quid for it will not be
' disappointed,

IL

The event leading up to your
quest is an age-old problem, one
still common today, Your liege,
the King of Isbisma is stuck for a
birthday present f o r h is  lush
daughter Germintrude. S in ce
you re a  magical kn igh t and
quite a  cool cookie, the  king
assigns you the task of getting
something h igh ly unusual fo r
the gorgeous Princess. Before
you can argue about it, you're
spirited o f f  t o  Spriteland t o
complete your quest.

What should you do now? If
you're a good knight then you
go about your quest without
question, but on the other hand
if you're a scoundrel then you'll
grab what you can get and try to
escape the castle (and le t the
Princess down

The game starts at the king'sthrone, w i t h  i t s  encumbent
imperiously waving you on your
mission, a n d  thence i t ' s  t o
Spriteland where lies fame and
fortune, a l o n g  w i t h  e v i l
strength-sapping meanies anddeath,

The castle is essentially made
up o f  platforrns around which
are dotted objects that can be
picked up  o r examined. I f  you
think an object may come in use-
ful you can pick it  up, trouble
being that you can only carry a
limited amount of things so pick
objects up with discretion, There
are 'traders' at each end of the
castle and two  on every level
and these people trade, buy or
sell objects that you  p ick up.Some objects can be  used in
conjunction with others to make
better and more valuable items.
If yo u  se l l  ob jects then th e
money raised from the sale is
totalled u p .  Once  t h is  to ta l
reaches a required amount you
can buy something special forthe Princess.

On exploring the castle you'll
discover two  huge 3D mazes.
These have to be negotiated to
reach other parts of the complex
and there are holes and gates
which have to be explored and
examined to do so.

To t h w a r t  y o u r  p resen t -
seeking quest a re  th e  ma n y
meanies of Spriteland, creatures
that roam the castle and, if  you
touch them, sap value from your
energy bar. If the bar diminishes
completely then you'll lose one
of your five lives.

When y o u  h a v e  e n o u g h
money to buy a present you can
go for it or try to actually escape
from th e  castle wit h  lo t s  o f
goodies and money, all for your
very own selfish person a r i d
be a  REALLY unch iva lrous
meanie (things never change).

Yet another qualify pro
from Mastertronic,

enforcing their powerful
hold on the budget range of
games. Both graphics and
'sound are of a high stand-

- a rd with some lovely char-
actors and animation (the
King in his chair Is gre
The music is also supe
ith the SID chip beingto excellent use and th
are some nifty sound

spreatithroughoitol

d e a
r sappear to be just a platformgame on the surce

after a little playing y
soon fiqd it isn't There a
some very good adventure

overtones with plenty of
objects around to pick up
and trade or put to good
use. Loads of locations

exist to explore and 'su
although mapping is n
entirely essential as it I

possible to team your
rotmd if played often

hich is in fact
case).

a been extre
impressed with

Mastertronic's previous
arcade adventures on the

Sit but this really does stand

I
o
u
t
.  
D
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o
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o
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t

ilection and at the o
:  n;would be plain stupid

py it and not for* o• cash.

trigNT rOft *
Tati CPIRATilex . . _  M g  i HAD To G a f
AgAilltNop % p p m  .,. I T  UP  CDS I  CO4tay/d7
- (0.0P.k Af r  KmcgTS f

TEST

P r e e e nto t I on  8 9 %
Definable keys and other
such useful touches.

G ra phi c s  8 7 %
Wonderful cartoon style.
humourous animation and
definition.

Bo u n d  9 5 %
Certainly some of the better
sounds we've heard.

Hook a bi l i ty  9 1 %
Plenty to see, do and workout.

Le s ta bi l i ty  8 3 %
and TWO ways of

finishing the game'

V a lue  for  Mone y
989113
Two quid is a joke!

Ov e ra l l  9 0 %
Fabbo little game at a fa bbo
little price.
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game which takes its roots
from Pitstop II. It's a head

to head flight simulator/game
where the  scenario is  Korea
(1950-1953) and you've got the
choice: shoot down the enemyor die.

The format of the game is
extremely similar to Pitstop I I
with a  split screen view from
both aeroplanes, o n e  player
using one screen and the second
player using the other. These
screens are quite realistic in the
way they behave, if you are fly-

, -  A  two player he
- AllE•"', t o  head fighterst
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Alley A c e  f a t a
short. Microproso
may h a v e  h a d

good Intentions when they cant
calved this game but something
seems to have got lost along the
way. The graphics don't real
work as they are far too sl
juddery and bloc *  No atmo
phere or feeling of flight is g
erated as in say, Dambuste
which doesn't help much, T l i
sound isn't much either and lit
reminiscent of other Micropms*
hying games such as Spitfir0
Ace The sluggish controls givt,
the impression of flying th
syrup a nd i t becomes
infuriating when you can't
quickly enough to shoot some-
.thing. Nice idea, shame about
the end result. i

38 Z Z A P
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ing towards each other then you
will see the other player flying
towards you and if you look at
his screen then you will see
yourself flying towards him.

There a re  several settings
when you load the game and
you have the choice of either
having a single player game, a
two player head to head or a two
player cooperative. If you have a
one player game then the com-
puter takes over the  second
player's screen. You can also
select the number of 'Wingmen*
if you need them. These become
part of a team and they fight with
you. You can vary the amount of
Wingmen between two players
so, fo r  example, player one
could fight solo against player

two with two Wingmen.
Each screen contains infor-

mation to help you fly. There is a
speed indica tor,  a l time te r,
engine powe r  a nd a  radar
showing any aircraft within the
vicinity of your plane. Unfortun-
ately i t  doesn't distinguish
between enemy and friendly
planes, it's up to you to track
them dow n visually (player
one's planes are dark grey and
player two's  are l ight grey).
There are also low altitude ind-
icators and a low ammo indic-
ator (you have a  very limited
amount).

There are five different scen-
arios to tackle, each scenario
representing a  different situa-
tion during the war. The first is

When I first played
this I  was really
impressed. A f te r
playing a few more
times I 'm not so.
The game itself is
quite fun to play,
especially with two
players, the  only

is that the game is let down
mbly by  its  graphics and

. The graphics are extr-
ely blocky and the  whole
een tends to slow down badly

there's more than two
flying around. The 'fear

plane is a bit sluggish and
makes actually bringing

n the enemy a real chore. ft
a nice saanario. however,

d the instructions are very
ad, the trouble is that the
ole game is too slow, bo

1
d unrealistic to be wo .

the Battle for Pusan and you
have t o  defend U S  troops
against enemy YAK 90 fighter
bombers. The  second i s  the
Sunchon Airdrop where you
have to pilot a modified C-119
transport plane across enemy
lines whilst beating off attacks
from enemy YAKs. Mig Alley is
an exciting scenario y o u  have
to fly your F9F Panther into Mig
Alley a n d  destroy a l l  t h e
MIG-15s you encounter.

Sinuiju Airfield puts you in a
defence situation. While your
Thunderjets strafe the airfield
you have to supply air cover
against the attacking MIGs in
your F-86 Sabrejet. The  fifth
scene is similar to the fourth and
again you have to supply air
support against the maraudingMiGs.

There are points to be scored
for shooting down planes and
bonuses for completing levels
etc. You ge t ratings for  the
amount of points scored from
Novice to WGFP (World's Great-
est Fighter Pilot).

P r e e e r t t a t k on  8 9 %
Nice array of options with one or
two player head to head.

G r a p h i c =  5 8 %
Rather blocky, slow graphics but
convincing planes.

B o u n d  3 %
Pretty feeble jet noises and
machine gun clatter.

Hoci kabi l l i ty  8 8 % e
With two players it's quite goodfun.

La i s t a bI l l t y  8 7 %
With one it's not.

V a l u e  F o r  M o n e y  5 8 %
Rather limited gameplay.

O v e r a l l  54910
Just about above average.

1
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'SOME ALREADY HAVE...
mix ot ideas and excellent graphics

Variety is certainly the key word in this highly unusual game
which has surely gone far beyond what anyone ever expected.

a beautiful program, an adventure o f g r e a t
.
i m a g i n a t i o n ,  w i t h  
s o m e
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It's nice to see a game that can match the quality and the style of the group.
-action and strategy -and there are a number of slick touches that will keep you on your toes.

sPrc  M  118 K

S
Ocean Software Limited 9 . 9 5  Ocean Software is available from ,
• 1 • 0 , V v r H S M I T H

6 Central Street, Manchester M2 5N .FACE12271 WOOLWORTH S  • Rumbelows.Greens
Telephone: 061-832 6633 Telex: 669977 Oceans G Spectntn Shops and all good software dealersrnmAAr-incle6
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straight: This is not a flight
simulation —  it 's a  fi gh t

simulation, Skyfox puts you in
the flying seat o f  the latest jet
fi9hter plane defending a land of
frightened colonists f ro m the
marauding forces o f  invading
aliens. The  game takes place
over t h e  co lony, o r  comba t
arena, (represented as a grid) of
25 by 25 squares (sectors) with
tanks, e n e m y  p la n e s  a n d
motherships to contend with A ll
action takes place with in  th is
grid and should you leave it, a
tone sounds a n d  a  warn ing
message is given.

You are given three lives and
can choose one of five difficulty
levels (from the easiest ICadet)
to the hardest (Ace of the Base)
to play any one of fifteen differ-
ent scenarios (rang ing  f ro m
simple tank and enemy plane
training to  fu ll scale invasions
and specifi c enemy invasion
patterns). Tank training pits you
against nothing but tanks and
plane tra in ing, p lanes (p lane
training t h re e  p u t s  y o u  u p
against planes and tanks). High/
low training throws tanks at you
followed b y  p lanes, co mb o

40 ZZA P !  64 September 1985

training gives you both at once.
A small invasion consists of one
mothership (a sort  o f  floating
city) that must be destroyed be-
fore it  launches enough planes
and tanks to destroy your base.
Full invasion has three mother-
ships attacking and the massive
onslaught has six! The five diff-
erent attack strategies each fol-
low specific patterns that must
be studied and understood.

SKYFOX —THE PLANE
The Skyfox plane is fully equip-
ped to  cope with all situations
that ma y arise (providing the
pilot i s  u p  t o  i t ,  o f  course),
coming fu lly armed with  laser
cannon, heat seeking missiles
and guided missiles. The laser
cannon are activated by simply
pressing the fire button and an
unlimited number of shots are
instantly at your disposal. Heat
seeking and guided missiles on
the other hand, are in short sup-
ply with only five of each being
provided a n d  th e y mu s t  b e

-
Software seems to have

made a sudden leap
forward this month, what

with Summer Games II and
now Skyfox, it shows that
the ever increasing qualityof software on the 64 is still
striving to reach its peak.

Skyfox is a state-of-the-art
30 shoot-em-up. The

graphics are absolutely
stunning with a really

convincing
view-through-the-cockpit

type 3D scenario. The idea
behind the game is rather a
crusty one— defend your
base from the maraudinginvaders— but the
approach is a novel one.

L.00ks
weADA(0,

Although being a flight
simulator type game
there's sophisticated

auto-guidance systems,
missiles and a computer to
help you on your tricky task
of destroying the whole of
the invading force single

handedly. There are
motherships, tanks,

heat-seekers and planes to
destroy, and all come

towards you in stunningly
realistic 3D. The plane itself

has a tremendously
authentic feel to it as you

turn and twist to avoid
oncoming hostile forces.

The sound, however, is a
bit of a let down, just rather

standard booms and
explosions as you fight to

save the base. I really liked
this program and along

with its wealth of options it
offers a good challenge
which should keep all

suicidal pilots happy for
months.



primed before fi ring .  Shields
surround the  plane as limited
protection b u t  d imin ish  wi t h
each direct h it against you ion
higher levels, hitting the ground
weakens t h e  sh ie ld  heavily).
Shield strength, along with fuel,
can thankfully be replenished by
landing at home base.

The speed of the plane is con-
trolled by the keyboard. Press-
ing numbers f ro m nought t o
nine gives you respective per-
centage speeds (eg pressing 1
9ives you ten percent o f  max-
imum speed) and slight adjust-
ments of 100 mph can be made.
Sudden bursts of speed are also
possible b y  e n g a g in g  t h e
plane's afterburners b u t  t h is
proves expensive on  fue l, so
careful u se  o f  t h is  function
should be made. There are indic-
ators either side of the control
panel to  show fuel and shield
status a long  w i t h  numerous
other things such as speed, alt-
itude, current compass heading
(in degrees), your current X N
coordinates, a  clock (to  show
elapsed t i m e  s in ce  launch),
number of heat seekers, guided
missiles and a  radar scanner
display.
SKYFOX —  T H E  B A S E
COMPUTER
At any time during the game you
can call up your base computer
to keep track as to what's going
on (providing your home base
hasn't been destroyed)! Th is
computer allows you to  check
on your score (plus a summary
of h o w ma n y  co lon ists a re
living/dead, h o w many tanks,
planes and motherships have

At last! The chance to pilot
a high speed jet fighter and
zoom around blasting the

living daylights out of
anything that moves (and

anything that doesn't),
thanks to Skyfox. The

graphics are superb and
give an excellent

representation of flying at
high speeds over not-so-
barren terrain. The effect of
the tanks, motherships and

enemy fighters moving
towards/away from you is
ace— it really does put the
wind up you to turn round

and meet a rather
aggressive tank poking its

dirty great gun barrel
through your screen.
/
/

My first impressions of this
game were that it was

another flight simulation
game. This couldn't have

been further from the truth
— it is a simulation, a

simulation of high speed,
air warfare. Multitudes of
tanks, motherships and

high speed jet planes are
just some of things you
come across along with

plenty of exciting action.
Tactics vary considerably
depending upon which

level you have chosen —
another amazing thing
about this game: the -

variety of levels!

Control of the plane is very
sensitive and tricky to get to
grips with at first, but with

practice you soon find
yourself zipping aboutwithout too much of a

problem. Sound is really
the only weak point about

the game — FX are few and
average (although the

engine roar is quite good)
and the title screen tune

could have been better. A
great shoot-em-up of high

addictive qualities and
plenty of great options and
fast, furious action to keep

things that way.

Air-to-air combat is so real-
istic that I began to sweat

after a while (especially on
higher levels) with jets

whizzing about the screen
at such high speeds that
half the time you don't
know whether you're

coming or going! Low level
ground attack is also

startlingly realistic with
menacing tanks grinding

their way ominously
towards you, firing

constantly and
uncomfortably accurately.

been destroyed etc). check on
shield status f o r each insta l-
lation (and which, if any, are still
functional) and plan your tactics
on a tactical map (a simplified
map of what is where). You can
also zoom up  on a  particular
sector t o  see exactly what is
there.

To c ut Out needless a nd
monotonous fl ying around in
search of aliens to kill, there is an
auto pilot function. When there
are no enemy targets to be seen,
activating the  on-board com-
puter controlled auto pilot will
speed your-craft to the vicinity of
the nearest enemy. If you've dis-
posed o f  a ll the  enemy then
you'll be  taken back to  home
base instead.

My overall opinion of this
game is that it's very well

thought out and extremely
well finished. It's not only
very realistic as a flying

simulation but as a tense
war game. Terrific fun and

worth every penny.

P r e s e nta t i on  9 8 %
Heaps of different attack
waves and levels.

G ra phi c s  9 4 %
Superfast 3D as you fly
around.

Bo u n d  8 1 %
Rather boring boom blast
noises and feeble title tune,

Hook a bi l i ty  9 8 %
Once seen you'll want to
keep at it.

La s ta bi l i ty  8 8 %
Plenty of levels but the
same old aliens may pall_

Va lue  For  Mone y
B O %
Not expensive for such a
quality program.

Ov e ra l l  9 1 %
The best 3D shoot-um-up
available.
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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).

r : tReEli 'M
FIREBIRD SOFTWARE •  WELLINGTON HOUSE
UPPER ST MARTIN'S LANE • LONDON WC2H 90L
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IT CERTAINLY looks like the
arcade conversion fans'll b e
catered for in a big way in the
not-too-distant future. Talking of
coin-op conversions, Datasoft
are soon t o  release Elevator
Action which is a cross between
Gumshoe and Impossible Mis-
sion. Also on their way are 'sev-
eral others'.

Epyx have been busy and are
soon to  release Two on Two
Sports which allows two players
to team up against computer
opponents in beach versions of
volleyball, American football,
soccer and baseball. If you can't
find a friend then the computer
will supply one! Also from Epyx
comes Moreta: Dragon-Lady of
Pem, the sequel to the award-
winning Dragonriders of Porn,
and follows the same sort of suc-
cessful format. A  struggle for

SUPER
ZAXXON
(Hesware)
SuperZaxxon is the follow-up to
the hugely popular arcade andcomputer hit Zaxxon (believe it
or not). The game presents a
similar sort of scenario to the
original Zaxxon w i th similar
blue 'point of view' 3D graphics.

The aim of the game is to in-
vade the Zaxxon space fortress
and destroy the dragon which
controls the  whole complex.
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Global domination is the awe-
some scenario of Empire as you
command land, sea  a nd a i r
forces in an attempt to controlthe world.

Other games from Epyx are
Barbie, a  game based around
the exploits o f  the  famous
globetrotting doll, Speech plays
an important part in the game,
especially when her boyfriend
rings! Hot Wheels is the aptly
named game allowing you to
make, break and race your own
cars. Once you have built your
own car you can choose to race
it against a a friend's.

Watch this space, they'll be
here first B y  the way, please
DON'T go ringing me up to ask
from where and when they'll be
available. Be patient, you lot willbe the first to know.

You start in space and have to fly
over the fortress wall to begin
the first run over the airfields
and missile launchers. There are
also the familiar electric force-
fields to fly over (or round) and
gun emplacements which fire at
you. Deadly heat seeking mis-
siles are fired at you from some-
where off screen which must be
shot down or dodged and they
get to pose a real problem on
high levels. Fuel is supplied via
the traditional formula, le shoot
the dumps which are littered
over the complex. If you shoot
them then fuel is automatically
added to your ever-diminishing
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Yes! not content with last month's news from
abroad JULIAN (nowhere else i s  good
enough) RIGNALL is continuing in his search
for foreign gold. This month he's tracked
down quite a few arcade conversions along
with some new original stuff, for original-
stuff fans.

stock.
After the space fortress comes

the tunnel run. You enter a
tunnel and are attacked by many
saucers — and as we all know,
saucers have this unpleasant
habit o f  firing a t  you.  The
amount of saucers you have to
destroy depends on your perfor-
mance over the fortress. The
more things you shot over the
fortress, the  less saucers you
have to bring down. Once the
saucer sequence is completed
it's back to the second, more
hazardous run over the fortress.
Many electric forcefields stand
between you and the dragon,
making y ou fl y  through the
small gap between the field and
the wall which supports it.

Once the second run has been

TRACK AND
FIELD
(Konami)
The sports simulation that took
the video world by storm is very
well converted to the 64 with
Konami's official Track  a n d
Field. The  original keyboard
thumping/joystick t o g g l i n ggame that started off the craze
for 'Decathlon' ga me s  l a s t
summer h a s  a t  l a s t be e n
converted in its entirety, down
to the little cheats and bugs that
give you extra points.

Track and Field has the six

negotiated there's the final con-
flict with the dragon. You haveto shoot it before it breathes fire-
bombs on you, and should it be
killed, then it's back to the start
with a much more difficult run
over the fortress, more vicious
heat seekers, accurate gun em-
placements and missile launch-
ers. Your fuel also drops more
quickly so you have to be a really
accurate shot and pick off as
many fuel dumps as possible.

The graphics are very similar
to the first Zaxxon game but are
much improved. The game itself
is far more challenging and al-
though being TOO similar to
Zaxxon, nevertheless provides a
good follow-up that could wellbe successful.

original events: (in order) the
10Orn dash, the  long jump,
javelin, 110m hurdles, hammer
throwing and high jump, Most
are a  te s t  o f  speed a n d
endurance a pa r t  f r o m  t h e
hammer throw which tests your
timing and reflexes.

The game still has the same
rules as the arcade game: you
have certain qualifying times
and distances that you must
meet; fail, any one and your
game is over. The game starts
with the 100m dash which is
purely a test of brute strength.
(There is a way to cheat on this
but I'm not telling you how). As
soon as the referee fires his gun,
smash the keyboard to bits or
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hurl t h e  joyst ick around th e
room.

Once that is over it's time for
the long jump. Run up  to  the
scratch line as fast as you can
and press the jump button when
you're near it_ You have to get
the angle of the jump as near to
42 degrees as possible to gain
the optimum jump (it is NOT 45
degrees).

Onto t h e  jave lin  a n d  t h e
approach is very similar to the
long jump, the only difference
being that the angle should be
as n e a r t o  4 5  degrees a s
possible. After the javelin comes
the 110m hurdles, Use the same
technique as the 100m dash but
use the jump button to get over
the h u rd le s .  T h e  h a mme r
follows and this time it's timing
that counts. You r ma n  sp ins
round automatically a n d  yo u
have to time the release of the
hammer at the right time so the
thing actually goes out o f  the
safety netting and lands on the
field. After this is the final, and

WHISTLER'S
BROTHER
(Broderbund)
This oddly t it led game is  re l-
eased by Broderbund and is a
sort of platform game. The idea
is a simple one — guide your
brother to a certain point on the
screen to complete it. It sounds
really easy doesn't it?  Unfort-unately i t  s much  easier said
than done  a n d  i f  Whist ler's
brother would take his head out
of the newspaper he's reading
then the game would be far, far
simpler.

Each screen comprises of one
complete construction, the first
being a  scaffolding a n d  t h e
second an old sailing ship, com-
plete wit h  rigg ing, sa ils and
masts. Each construction is sev-
eral screens long  a n d  th ree
screens high and has a maze of
platforms, ladders and holes.
You take the role of Whistler and
it's your responsibility to guide
your brother to the end of the
screen. He puts a lot of trust in
you and never looks up from the
paper he's so engrossed in!

There are all sorts of artifacts
to pick up for points and also,

most boring, event, the  h igh
jump. Your man runs up to the
bar and you have to guide him
over by using the jump button.

Once that is over the winner of
the match is acclaimed and a
good rendition o f  'Chariots o f
Fire' plays. After that little break
it's b a ck t o  t h e  joyst ick (o r
keyboard) f o r  another round,
only th is  t ime  the  qualifying
times a n d  distances a re  a l l
increased (or decreased as the
case may be). There are all the
options o f  th e  arcade game
including 1 - 4  p la ye rs  a n d
number o f  opponents. T h e
graphics are very similar to the
arcade and the scrolling is very
smooth. T h e  so u n d  c o me s
straight from the arcade version
and apa rt  f ro m th e  la ck o f
speech th e re  i s  h a rd ly a n y
difference. Although 'Track and
Field's are quite common on the
64 there isn't one which scores
like a n  arcade game. Hig h ly
recommended t o  Tra ck a n d
Field fanatics,

more importantly, tools which
help you perform different tasks
like fixing the holes in the floor. If
your brother falls down one of
these you also lose a life. Little
brother spends most of his time
running about blindly and you
have to keep whistling to him to
keep him after you. The screen
won't scroll if you're trying to go
one way and your brother the
other (gosh I  review AND can

tig C ;
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A CUTS  W e l t  f

write poetry. I  should be paid
more).

You also have to whistle when
you're up a ladder otherwise he
won't follow you. When you first
play it  all gets really confusing
and even  a f te r a  coup le  o f
games you  have problems in
getting your brother to go where
you want. The game is played at
such a frantic rate that you have
to think really fast and rely on
reflexes quite a bit. This doesn't
detract f ro m t h e  g a me  a n d
makes it even more fun to play.
The control is quite tricky but the
game is  one which demands

ADEPT (ARCHON II)
(Electronic Arts)

Archon wa s  a  min o r h i t  bu t
those who own it all agree that it
is o n e  o f  th e  best strategic
games available o n  t h e  64 .
Archon can be described as a
sort of chess game with interact-
ive pieces. The game is played
on a standard chess board and
the pieces are laid out very sim-
ilarly with 'pawn' pieces taking
the second rank, 'rooks' the four
corners etc. The pieces move
similarly to  chess but taking a
piece is where Archon comes
into it s  own .  Mo ve  onto the
square occupied by the  piece
you want to take and a battle will
ensue. You take control of your
piece and the  computer, o r a

and deserves perseverance.
The graphics aren't superb

but they're quite detailed with
nice animation and little touches
like a rainstorm, complete with
t h u n d e r
-
fl a s h e s  
( w h i
c h  
a r
e  
f a
t a
l

if they strike you). The sound is
great with a frantic tune playing
throughout the  game making
everything se e m even  mo re
frenzied and other touches, like
the excellent whistles and splat
noises when you fall off a build-
ing, add a lot. Overall this is an
excellent game and one that I
hope wi l l  be  brought over to
Britain soon.

f riend takes control of  the other.
You then fight a battle using the
two pieces. The pawns have to
come into close contact and hit
their opponents with a club but
pieces o f  a  higher value can
throw fi re, f o rm power rings
about themselves etc. To defeat
your opponent you have to hit it
repeatedly u n t i l  i t s  e n e rg y
reaches zero. If it does then you
are judged to have won the fight.
If you are beaten then your piece
is removed from play.

Using th is type o f  play it  is
possible t o  defeat the  oppo-
nent's queen with  a pawn, al-
though the job is extremely dif-
ficult w i t h  t h e  odds stacked
against you.

Archon I t  is slightly different
since i t  i s  p lay ed o n  a  bone
shaped board,  the out er board
containing f o u r  i nne r  boards .
(Confused? You should try expl-
aining i t ) !  Y o u  con tro l f o u r
adepts which represent each of
the fou r elements ie  fi re, a ir,
water, and earth. The game is
played in  a similar way to the
original with  the same sort o f
fights between pieces. Move-
ment is different, though, with
you be ing a llowed t o  'warp '
around the board. The game is
very easy to get into and highly
enjoyable to  play. I t  may well
convert  some shoot -em-up fans
to s t rategy  due  t o  i t s  f renet ic
batt les bu t  as  i t  s tands  i t ' s  a
wonderful mixture of think and
arcade.
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BALLBLAZER
I was really pleased to discover
that Lucasfilm's Ballblazer, an
absolutely superb  futuresport
simulation, will be marketed in
Britain for the 64. Ballblazer or
Bal(blaster, as it was called orig-
inally, is another Atari 'legend'
from the makers of Fractalus.

The game is  a  sp lit  screen
view-through-the-window t w o
player head to head, although
there are n ine levels o f  com-
puter 'droids' to challenge you.
You a re  pu t  in  control o f  an
incredibly h igh speed cra ft  in
which you sit, and in turn it sits
on a  large playing arena. The
object i s  t o  ou tscore  y o u r
opponent.

When y o u  sta rt  a  b a l l  i s
blasted in to  the arena — you
move towards it ,  co llect and
head towards the goal (usually
Out of sight by now). The ideals
simply to blast the ball into the
goal when you are in front of it.
Sounds simple doesn't it

The speed at which the game
is played makes things difficult;
you zoom around at the most
horrendous rate. The craft also

The second i n  th e  Pac Ma n
series was never a real hit in Brit-
ain, not even with the females
that it  was primarily aimed at.
Perhaps it was because it never
reached a  large arcade circu-
lation or perhaps because video
garners found it too hard, well
that's all over now and we can
see how well it'll do on the 64_

This version is  an excellent
copy of Ms PaC Man and capt-
ures the speed and difficulty of
the original exceptionally well.
Eating dots is still the name of
the game and the four familiar
ghosts still chase you, although
this time they are far faster and
much m o r e  inte lligent, T h e
mazes are also different f rom
the original and contain some
very d e v io u s  ro u te s.  E a ch
screen consists o f  a  different
maze, although they still contain
the same o ld  four power p ills
they are much more varied than
the original_Most mazes h a ve  'su icide
passages' which only have two
exits, in which the ghosts usual-
ly try to trap you. The fruits are
different too, instead of appear-
ing in the centre they march on
from one of the four exit doors
and you  have to  chase them
round the maze to catch them.

All th e  cartoon screens are
included in  th is version (cute
and h igh ly amusing they are
tool and the graphics and sound
are iden t ica l t o  t h e  arcade
version.
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turns automatically to face the
ball if  you haven't got posses-
sion or turns to face the goal if
you have the ball. The actual
turning is a snap through ninety
degrees wh ic h  happens s o
quickly i t  can be REALLY dis-
orienting. If you collect the ball it
will float in front of the craft and
it behaves elastically, so when
you move it  wobbles about in
the forcefield that holds it.

When yo u r opponent i s  in
possession of the ball it 's poss-
ible to tackle by pressing the fire
button at the right time, blasting
the ba ll f ro m h is possession.
This sends the ball flying down
the arena. Real battles ensue
and the exhilaration of burning
round the arena is marvellous.

I won't say any more about it
because there'll be a full review
in the next issue w e ' v e  seen a
pre-production co p y  a n d  th e
game captures all the speed and
thrills o f the Atari original_ It's
hot, really hot!

POLE
POSITION
(Datasoft)
This race game follows the foot-
steps of the arcade sequel to the
phenomenally successful Pole
Position, The graphics are a lot
better than th e  orig ina l Po le
Position, wh ic h  we re  ra th e r
crude, blocky and didn't move
too smoothly. The graphics, in
fact, are quite similar to those of

MS PACMAN (Atarisoft)

Pastop l l  being pretty smoothand fast.
The game plays very similarly

to the arcade counterpart and
contains the same four tracks as
the orig inal, th e  orig inal Fu ji
racetrack, the  test course and
the two  other very twisty and
tricky tracks which, like the orig-
inal, a re  d ifficult t o  negotiate
safely. As with the original there
no speed limit is imposed so you
can chase those course records
at really breakneck speeds (like
409mph I I).

A facility to design and race on
your own tracks is also provided
— a really superb idea that is
implemented perfectly. You can
make n ice , lo n g  stra ights t o
zoom down followed by horren•
dous twisting corners to catch
out all your friends_

Although Pitstop l l  seemed
the be-all and end-all o f  race-
games Pole Position II is excel-
lent. Although not having the
two player head to head facility,
the speed of the program makes
up for it, and with the track des-
ign feature it is a worthy addition
to any racers' collection. (Yeah!
a well-known mag's best loved
cliche)!

DIGITAL
DRUMS
This is an odd piece of software
from, i t  seems when I  invest-
igated, Holland_ Neither market-
ed or copyrighted, this absolute,
ly amazing program is one of my
favourite a l l  t ime  compu te r

games. The actual program is
simple, load it  up arid when it
has loaded RUN it .  The com-
puter will NEW leaving 11,999
bytes f ree  a n d  th e  message
* M O *  on the screen. This is not
a SYS call, but the name of a
group of hackers, also known as
the Professionals. Type in aT1
and you will get a fantastic bass
tom to m thud f rom the com-
puter. There are four toms toms
at your disposal along with two
high hats, t wo  cymbals, t wo
bass d rums, t wo  snares and
three cow bells.

By typing a simple BASIC pro-
gram using FOR N E X T  loops
you can bu ild  fantastic d rum
solos which have to be heard to
be believed. There are two sets
of POKES which speed up, slow
down or blend the drums to add
even greater rea lism t o  your
creative bashing. Some o f  the
ones Gary and I have program-
med are incredibly realistic and
would do Cozy Powell proud.

The quality of the drum sound
is unbelievable, it's s00000 real-
istic it sounds just like a record-
ing! There are also joystick and
keyboard modes you can use,
keyboard uses all the keys on the
top row and joystick mode requ-
ires two joysticks. Using the joy-
sticks is ace fun and I  kept on
playing and playing until some-
one threw a brick at me and told
me to turn the monitor down by
90 decibels.

This p rogram i s  absolutely
wonderful and i f  you can get
hold of it in any shape or form I'd
thoroughly recommend you do_
With the memory left from the
digitising you  can make solos
which go  on for hours on end.
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Commodore 64
and all

48K Spectrums
£7.95

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 game's two player option you can
challenge a friend.

There are 4 levels of difficulty, and depending how fi t 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 hardwareadd-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.
.BARRNGION'S-

FREEPOST. Bath BA2 4TD. Tel: 0225 316924

New Generation Producu are
sold according to their terms
of trade and conditions of sale.



Here's a bit of fun for everyone, and at the same time you
can help Mikro-Gen with a few facts...

Please tick or delete when 2. Generally, do you think the 4. Do you think the Wally Week 6. Do you think each of 'the
appropriate Wally Week games are

Excellent / good / average /

'formula' is g e tt i ng . . .

better each game /

gang' should have their 'own'
game as Herbert has done?

poor / terrible? much the same /
getting stale?

yes / no

1. Which of the games do you
own? 1  How do you rate the 4 games

Out of 10? 5. How much are you looking 7. Do you think the puzzles to be
Automania forward to the next 'Wally' solved should be
Pyiamarama
Everyone's a Wally

Automania
Pyjamarama

game easier /
Herbert's Dummy Run Everyone's a Wally a lot / moderately / harder or more of them /
None of them Herbert's Dummy Run not at all? less of them?

8 Are there any ideas you would like to see incorporated into the
Address games that you haven't seen yet?

HOW MUCH OF A WALLY
ARE YOU?

, W h e n  Mikro-Gen released the
"tif/ first Wally Week game,

Automania, they reckoned they
had a good game and a useful
hero, but no one reckoned with
Wally spawning a whole series
of games and an entire family to
boot! Pyiamarama and
Everyone's a Wally were huge
hits and still have a massive
following, the combination of
cartoon graphics, multiple
locations, games within games
and adventure-like puzzles to
solve, proved immensely
popular and satisfying.

Mikro-Gen plan to expand the
range of characters around
Wally Week and use all sorts of
different scenarios to create
new games, but with Herbert's
Dummy Run they feel they hit a
snag in ZZAP!'s review. In our
sister mag CRASH, the
reviewers said it was a Smash
hit, the fourth in the string, but
the reviewers in ZZAP! said
otherwise, and while still liking
it. said that it was too similar to
the previous games to be that
good.

Mikro-Gen, being a sensible
company who like to know
what's going on, are naturally
concerned that two magazines
published by the same company
should say such different things
about the same game (both
Spectrum and M versions being
as identical as it is possible to
be). At ZZAP we  are also
concerned at the difference
between the views— and
curious. Reviewers are human
(believe it or not) and can make
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mistakes or misjudgements,
and of course personal
preferences do come into it,
even with three people's
opinions being used. So we
decided to ask you, the readers,
some simple questions to help
us all out and we would be
grateful if you would fill these inand send the forms back to us at
ZZAP! We'll let you know the
results of the questionnaire as
soon as possibleThere s a small 'bribe'
involved too n o t  to get you in
favour of Wally if you're not, but
to persuade as many of you as
possible to send back the forms!
Without looking at your'
answers (I) we'll draw 3 forms
Out of the bag on the closing
date and those readers will each
receive a Z2API T-shirt and a
ZZAPI cap.

P o s t c o d e
Age
If my form is drawn for a prize, my T-shirt size is S/M/I_

The questionnaire forms must be received by 12th September and
will be drawn on that date for the prize winners.
Fill out the form and send it to:

WALLY QUESTIONS, ZZAP! 64, PO BOX 10,
LUDLOW, SHROPSHIRE SY8 1DB
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Stop p husing out zeds, walte up and count thern1

CONFUj  1NG
COMPE j•IinetleTso,„!ONe e  t s

A task to tax your brains . . . forty
ZZAP1 readers will win either a
sweatshirt or a l  Shirt in this
CONFLIZVZ)N competitiou ge n  --- if youWITIZ, V O
t z  
t h e  
c h o i
c e .

All you've got to do • . . well, alll
yes why not. Pal you've got to do
is count how many 'Zisthere are in
this issu
eh
e  
a g
e s  
r

of ZZAP I Zip you way

through all t p
,  l o t  
d o w n  
t h e

total number of 'Z's you find and
send off your grand total with you
narne and address to I
comp, Z.ZP2 64, PO Box 10,
Ludlovf, , Shropshire, SVS 1OB to
arrive by 12th September. first
forti ace Zsters win an item of
Contuzion clothing. Thatz
simple really -- and don't forget,
count the Zs on this page as well,
and the ones besid thosent a n d

de the page

numbers, a n e  in the little
logos the art departm d o t t
around the top of the page --
iust to make lite that little bit
ilarder --- here's another tor you —
'1 -- so there.

A real Zariaz competiton, eh?
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WALKING THE
PLANK FOR TWO
YEARS
A report from our Specialist in
Illegal Matters
Okay me hearties — its official.
The Queen has monica-ed the
papers and outlawed all you
naughty pirates. Making illegal
copies is OUT. A possible two-
year prison sentence is IN as
well as unlimited fines. The
amendments to the Copyright
Act now declare a computer
program as copyright (so long
as it isn't in itself infringing an
existing copyright) the moment
it is stored in any form and
qualifies for for copyright
protection at the moment of its
creation within the computer. be
it novel or program.

To help co-ordinate a
campaign against illegal
copying of programs, FAST
(Federation Against Software
Theft), set up a year ago, has
hired a former police chief, Bob
Hay, to co-ordinate information
received from all over the
country and help get
prosecutions against offenders.

Two years is a long time to
walk the plank, me hearties

BUBBLING OVER
WITH WIZARD
SUCCESS
Bubble Bus' Wizards Lair, a
Spectrum game of high regard
(a CRASH SMASH no less), is
currently being translated to the
64 due it's successor, the
aforementioned machine. Pot
Hole Pete, an explorer of
integrity, stumbles upon aforeboding and previously
undiscovered cavern — the
Wizard's Lair! A place inhabited
by all form of unimaginable
horrors, lusting for blood —
Pete's! Pete must collect the
pieces of the Golden Lion
scattered about the lair, in order
to escape. It's essentially a sort
of AticAtac cum Sabre Wulfwith
improved graphics, more
screens (256 locations over 7
levels) and is much faster and
more frantic. Price and release
date are as yet unconfirmed, but
Bubble Bus say it's likely theCommodore version will be
ready for mid-September.
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NEW ULTIMATE
GAME
Ultimate Play the Game will
shortly be releasing their third
game for the Commodore 64.
following the success of their
two previous titles The Staff of
Kamath and Entombed. Said
Tim Stamper, Director of
Ultimate, 'Ellackwyche
continues the adventures of Sir
Arthur Pendragon in a
compelling arcade adventure
game with superb playing
characteristics, utilising top
quality animated graphics,
enchanting tunes and sound
effects that ensure total player
satisfaction and involvement
with this new number one
software product.'

Well, the press release said it
for him, after all you would get
pretty tired actually speaking
like that all the while.

BLACKWYCHE; A shape in the
mist.
As related by SirArthur
Pendragon

Out of dark rolling mists it
came, a shadowy outline
drifting slowly through the silent

waters of the night. As it drew
closer, there formed the ghostly
shape of a large galleon.

My eyes beheld a strange
luminescence surrounding the
vessel, as though it was being
driven towards me by some
powerful supernatural force.

My heart began to pound with
fear as I knew that this could not
be real. How could this timeless
ship have roamed the seas for
more than two centuries? If so,
what terrible fate could have
befallen the crew?

As I gazed in wonder at this
astounding sight, the ship
slowly came to a halt close to my
meagre craft, almost inviting me
to investigate it's long since
deserted decks.
I drew my craft closer and

climbed aboard as my curiosity
began to burn with desire to
know more of this mysterious
ship. The presence of some evil
force became even stronger as I
wandered down these God
forsaken decks and I felt it's very
essence surrounding me like
some shadowy veil.

I began to realise that I was
being drawn towards a small
doorway at the ship's stern.
Going through the door/found
what appeared to be the
Captain's quarters and .  .

and what? Well I'm afraid
you'll just have to wait until the
game's released to find Out
Blackwyche will retail at the
usual Ultimate price of E9.95 on
cassette and looks well worth
the wait.

TONI/ POPE is a
pleased man.
He's the
Manager  of
FRANNIE GOES
TO HOLLY-
WOOD, and
Ocean have
given him a
game to play
wi th that
pivbably helpshien et least
think he has
measure of
control  over the
gr oup!

T h e  g a m e  WE I S
put  together  by
Denton Designsbut the deal was
put together
through some
ni fty  pulling of
several
interested
strings, not
least being TIT
and the groups
itself. Tony was
invi ted round to
Ocean to see a
finished copy
for  his approvaland is now hanl
at it, trying to
become a Real
Person — good
luck Tony .  .
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ANGRY AMAZONS
Rod Evans of New Generation
was pretty upset with our review
of their Amazon Warrior in issue
3, not because the review wasn't
so hot, but because it kept
sneakily implying that the
programmer, Geoff Sumner,
had attempted a copy of the US
Gold classic, Forbidden Forest
and because the review
managed to 'smear' NewGeneration at the same time.

Geoff Sumner himself, a
quietly spoken Mancunian, was
also upset that it received an
Originality rating of only 8%. He
presumes this was because the
reviewers were aggrieved that
anyone should have had the
temerity to attempt a copy of FF.
But he considers that even if it
was to be considered a copy, it
would only be the second game
like it, whereas many other
games are copies of copies and
have received much higher
ratings in ZZAPI

'I had never seen Forbidden
Forest,' Geoff said over the
phone, 'at least, not that I know
of. I have seen it since writing
Amazon Warrior, and it has
some quite primitive
programming techniques in it,
whereas my programming ismuch better, for instance the
scrolling, which is very jerky
block scrolling in Forbidden

From our Exclusive PS
correspondent, Paul Sumner

Ever eager to please, PSS have
decided torelease a compilation
of some of their older, but
popular, games. The tape, to becalled '55 (that's 'five, five' not
fifty five), contains five classic,
PSS Commodore games and
five Spectrum ones on the same
tape (now do you see why it's
five, five)?

The tape will be sold at a retail
price of five quid (well it's
actually going to cost E4.99, but I
thought it sounded rather jolly
with all these fives) and on the
64 side there will be such
classics as Neoclyps a  personal
favourite and a fast scrolling.
Defender style shoot-em-up),
Krystals of Zong (a sort of
Pacman stroke arcade
adventure), CitrliS I  don't
remember that one), Metro Blitz
(I remember that (one of Oli's
faves) — a fast, furious shoot-
em-up that takes place over a
nicely disintegrating futuristic
city) and Hyper Biker (a very
popular Decathlon style BMX
(no, not MSX!) game). Phewf
quite a list.

Richard Cockayne, joint MD
(that's Managing Director not
Medical Doctor) of PSS feels that
the programs contained on the
tape are 'all of a very high
quality' and 'represent excellent
value for money' to both
Commodore and Spectrum

Forest, in Amazon Warrior the
scrolling is very smooth, as the
review pointed Out,

'The review also said that I set
out with the intention of
improving on Forbidden Forest,
which I couldn't do because I
hadn't seen it before, and
besides which !wouldn't want to
improve on an established
game. Having seen it now, I cansee there are similarities like the
joystick control, but there are
many differences too.
Forbidden Forest only has the
one forest, but in Amazon
Warrior there's the forest,
caverns and temples.'

Geoff is also upset at the
remarks made about the music.
'Being a musician I wrote the
music myself_ I studied for four
years at the Royal Academy of
Music, so I've no need to copy
Forbidden Foresrs.'

Geoff in fact is an expert at the
piano and does composition, as
well as earning a living from
scoring and arranging for the
BBC among others. He got into
computing by accident, having
bought a 54 for his children, but
they weren't interested in
programming, so he took it up
himself. After the review of
Amazon Warrior in ZZAP!, Geoff
said he almost gave up in
despair on his second game.

owners. Couldn't agree more
with you Richard.

I won't bother relaying the
Spectrum side of things to you
as you're probably not that
interested anyway. You are? Oh
well, in that case

No. I'll tell you about PSS'
new wargame instead_

As a the follow upto the highly
successful Theatre Europe (as
reviewed exclusively in ZZAP! 2)
PSS are releasing the third game
in their Warmaster series, Battle
of Britain. Set over one day of
the long drawn-out aerial battle,
the game has the same

which is a 3D arcade/adventure,
but he has since restarted work
on it, and expects it to be
released by New Generation
when it's finished_ He hopes that
it will receive a kinder review
from ZZAP!, not so much in the
sense of giving the game the
benefit of the doubt, but in the
sense that the previous,
unnecessary editorial
vindictiveness will be absent—
so do we.

MAIL ORDER/
SUBSCRIPTIONS
QUERIES
We have been asked by both the
subscriptions and mail order
departments to request that
d n v o ne writing in with a query
relating to goods ordered,
should include their telephone
numbers if possible, as the staff
like to try and contact you
directly if there is any serious
problem arising. A contact time
would also be helpful

successful approach as that of
their previous titles, complete
with some smart action screens
that play more of a role in
determining the outcome of the
fight than before.

You get the chance to take out
a few Deutcher planes from the
cockpit of a Spitfire or knock 'em
out with anti-aircraft guns as
they attack your airbases, towns
and cities on the map.

Battle of Britain will be
available shortly at the usual
PSS Wargamer Series prices of
£9.95 on cassette and f 12.95 on
disk.

German Television was very interested in THEATRE EUROPE
a nd sent a crew r ound to PSS to record a program about the
game. The hor r i fying scenario has rather  more impact on
West Germans, who see themselves as the 'fr ont l ine' in any
East/West confr ontati on .  .

THE ELECTRONIC
ART OF RACING
DESTRUCTION

From our demolition
correspondent, Gazza Penn,
Ariolasoft are due to release an
exciting new racing game from
Electronic Arts, the highly
acclaimed American software
house who brought you such
classics as Sky fox, Archon,
MUL E ,  and, ahem O n e  On
One.

Racing Destruction Set gives
you the chance to race around
your own tracks in a vehicle of
your choice, against either the
computer or a second player in a
head to head. It follows the same
sort of split screen format as
Pitstop If except that the view is a
Zaxxonesque one. The two
screens scroll with the players to
follow their progress over
bumps, jumps, ice, mud,
pavement and torturous bends.

You can design tracks and
vehicles or use those ready
provided — amongst them a
moon buggy, motorbikes, a
stock car and other such
vehicular modes of transport
(hover mower?)! There's even a
choice of which gravitational
field you wish to race under!
This is where you can zip around
your racing circuit with one of a
multitude of different planet
gravities such as that of lo, the
Moon, Mercury, Venus, Earth,
Mars, Jupiter, Sat I  won't go
on as there's loads of 'ern.

Defining your own tracks is a
doddle and you can make things
as nasty as you wish with
devious twists, turns and
different heights of track and
types of road surface. You can
select how many laps you want
to race over and even which type
of surface you want in the
background such as a lunar
landscape or a mass of abstract,
op-art style lines,

This is a really excellent
variation of the race game
format and one which we'll be
reviewing in full next month.
Hey! Quit drooling on the page!
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HORROR HOLIDAY
From our Package Holiday
Correspondent

Paul Byrne, Melbourne House
Wonder Woman, has just
dashed off a quick note before
going on holiday. She doesn't
say where she's going, but I bet
it won't be that favourite, fish'n
chips, bitter-swilling Spanish
resort Terrormolinos, because
some kind programmers have
sent her a brochure on the place
— and it doesn't look nice at all!

Which bringsme onto the new
game from Melbourne House.
Oddly enough it's named after a
fish'n chips, bitter-swilling
Spanish resort, Terrormolinos
and has been written by Peter
Jones and Trevor Lever, the
authors of Hampstead. The
game is about all the things that
can go wrong on an awful
package holiday to Spain.

The object is to take the wife
Beryl and the two kids Doreen
and Ken for two weeks in
Terrormolinos, survive various
hazards such as being buried up
to the neck in sand, being gored
by a bull, getting heatstroke,
tussling with a shark and all
those little things that make a
Spanish holiday such a genuine
delight. To prove you survived
you must take ten snapshots.
Terrormolinos boasts a new
technique for transfering those
popular naughty seaside
postcards to the screen, which
the programmers, tongues
firmly in cheek (I hope!), have
called Saucivision.

Terrormolinos will be
released on August 20th, price
0 .95  on cassette only.

WRONG ROCKY
Frank 'n Furter's a bit put down
with us for wrongly quoting
CRL's The Rocky Horror Show as
costing £9.95 last issue when it
should have been E8_95, same
price in fact as the Spectrum
version. As this was one of the
points mentioned under its
Value For Money rating in the
review, it means we would have
to up our percentage by several
points. Please don't send Eddie
after us

RIGNALL LOSES
CHALLENGE!
Julian Rignall today lost his
Challenge notepad and all his
incoherent scribblings with It.
When asked to comment, he
replied: •MGHMIVIFI
MINIHHJHGG! G I
,
H G F H G ! ' ,  
a s  
h e

had a mouthful of food at the
time
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AN ALTERNATE
REALITY
Datasoft Europe have
announced the late summer
release o f  t h e  fantasy ro le -
playing series Alternate Reality.
The first in the series (and the
only one which must be
purchased in order to play the
other six games) is called The
City. In this game the player
must learn basic survival skills,
not only fighting but also how to
earn money, eat sleep and avoid
dangers he or she is not able to
cope with at that time. The
action takes place in The City, an
alien location to which the
player has been abducted. The
goal is to learn the role
sufficiently well to eventually
seek revenge on the alien
captors and return to Earth.

Following titles are The
Dungeon, The Arena, The
Palace, The Wilderness,
Revelation and Destiny. These
Datasoft games are released
through US Gold at £19.95 and
unfortunately will only be
available on disk.

1985

There are some other Datasoft
licenced titles up and coming as
well, which include The Goonies
based on Spielberg's new film,
Zorro, Pole Position a n d
Elevator Action.

Zorro is based on the matinee
hero created in 1911, and who
featured in many great
American B movies following on
from the major ones when
Douglas Fairbanks, Tyrone
Power and George Hamilton in
turn played him. The game is set
in Los Angeles in the 1800s and
begins with the abduction of a
fair maiden by the evil Sergeant
Garcia's soldiers. There are 15
screens of increasing difficulty
for Zorro to battle and duel
through at £9.96 for cassette and
E14.95 for disk.

The Goonies is based on the
recent film and follows the
adventures of the kids seen in
the mo v ie .  I t ' s  a n  a c t io n /
strategy game which uses eight
screens of 'elaborate Rube
Goldberg' type mazes. The
game involves multiple
characters wh o  mu st  b e  co -
ordinated in their actions to get

Al l  suites have an
uni nter r upted view

of these&

HE'LL

HI3 DEA111
LIKE' VAT!

CATt14

Don't  for get to tip
the porters, 15%  is normal,
but  anything up  to 115%
wil l  be grateful ly accepted

through the pitfalls
encountered. Prices are the
same as those for Zorro.

1541
ENHANCEMENT
The Evesham Micro Centre has
launched a cartridge based
enhancement program from the
1541 disk drive. The Ouickdisc
Plus based on the Ouickdisc
package but with improvements
and the advantages gained from
being on a cartridge. Evesham
Mitrocentre claim Ouickdisc
Plus can load/save and file copy
u p to 5 times faster than normal,
has a 10 second format lime and
can backup disks in 3.5. There
are other features too, such as
improved DOS commands and
it comes complete with a
centronics user port. All this for
only £19.95 can't be bad.
Evesham Micro Centre is at
Bridge Street, Evesham,
Worcestershire (0386) 49641.
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TOUR DE
ACTIVISION
A sweaty last minute report
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Puff! Pant Harumpfl Phew'
Activision have just released a
brand new sports simulationbased on the Tour De France
cycle race. The game is a sort of
Decathlon on a cycle and there
are 16 etapes (stages) to race in.
each with their own piece of
music as you ride (very nice).

You can race the etape of your
choice (tiring) or go the whole
hog and race the Grand Circuit
of all 16 (very tiring x 16) with up
to six players competing against
each other. Each of the routes is
very long and has to be loaded
up from tape because of this, so
you can see there's a lot of
lengthy waggling required.

Mere are two gears at your
disposal and you may choose
from a selection of different
cycles, all with different
properties of braking, speed and
gears etc. All text throughout the
program is in French for
atmosphere (I) but at least the
instructions are in English!

Certainly looks promising and
well be reviewing it in full next
month (if our hearts and leggies
don't give out first, that is)!

DOOMDARK'S
DECISION
Good news from our no longer
despondent correspondent

Yeah; Beyond are going to go
ahead with the 64 conversion of
Doomdark's Revenge, the
follow-up to the classic strategy
game Lords of Midnight, after all
— thanks to you, the ZZAPIreaders!

After we exclusively revealed
that there wasn't actually going
to be a version of Doomdark's
due to initially disappointing
sales of the 64 version of
Midnight, Beyond received so
many phone calls from
distressed ZZAPI readers that
they have decided otherwise.
So, we can now look forward to
seeing a version nearer the end
of the year. Drinks all round I
think lads (oops! Sorry Beryl —
and lasses). On the phone
yesterday, Midnght author Mike
Singleton said he had sent the
Spectrum code off to the
programmers working on the
conversion and it shouldn't take
too long. He can't do the job
himself because he is still
putting the finishing touches to
Quake Minus One (hopefully
something more concrete on
that one next month).
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Three f  the
finalists in
MIRRORSOFT'S
SPITFIRE 40
Chid/once hell"at the
Commodore
Show in June,
line up for the
battle. The
winner was
JOHN SILKY
from Anderley,
South London,
and for his
sterling wartime
efforts he
receiveda 1511
disk drive from
Michael Fopp
MOH a former
curator of the
Battle of Britain
Museum.

BT DOWNLOAD
British Telecom have now got
two programs to allow 64 users
to download programs from
their Dialsoft Communications.
One of the programs, for users
with the OEUPRISM comms
pack, is already available. Ring0206 &Mato find out how to
download these programs via
your telephone.

ENGLISH
COMPILATION
Having done rather well on the
Atari, English Software
Company are releasing two
compilation tapes for the 64,
called Henry's House and
Friends, Volumes One and Two.
Each contains Henry's House
plus three other titles. In volume
one (released September) there
is also Jet-Boot Jack, Stranded
and Neptune's Daughters.
Volume two (released October'
also contains Witchswitch,
Soldier of Fortune and Legend
of the Knucker-Hole. Both
packages retail at £9.95
(cassette) and £12.95 (disk).
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The Commodore
goes Under-
ground — and
AR/OlASOFT's
fault. They gave
STEPHEN
ffiND-FLETCHER
a brand new
Commodore
SX64, the
self-contained
computer withmino Tit screen
built in, as a
prize for
winning their
month pr i z edraw a
buying two
games.
ARCHON and
LODE RUNNER.
The trouble is
that Stephen is a
Metropolitan
line tube train
driver on
London 's
Underground.
and the
computer would
lust about fit
into his cab
But computers
need not fear,
Stephen already
puts in 15 hours
a week
unwinding esMill
computer
games, so
rattling

UNDER 0 U N D
g  L O C I  TINANSPOIT

between
Watford and
Aidgate for
eight hours a

day comes as
light relief to the
Nathan of
rrapping claws.
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What do you do if you develop a dicky SID
chip? ZZAP!'s own flying doctor takes a look
at some repair firms and offers some advice
on the symptoms.

With careful treatment, your
Commodore 64 should be cap-
able of providing you with hours
of fun without breakdown, It is,
by all accounts, a reliable piece
of machinery b u t  there's
always the chance that one day,
your trusty computer will blow a
chip or two, or suffer a power
unit meltdown.

Taking care when plugging
and unplugging peripherals is
the most important way of pro-
longing your machine's working
life— make sure the computer is
switched off! If you're unfortun-
ate and faced with a broken
Commodore, the first worry you
will no doubt have, is how much
will it cost to fix?

From a straw poll of Corn•
modore fixers, it became clear
that the 64 is a comparatively
reliable computer— which is a
GOOD THING, because Com-
modore does tend to charge
rather a lot for replacement
chips. The SID chip, for instance,
weighs in at some E23.00, and
what with shortages and erratic
supplies experienced by some
independent Commodore Doc-
tors, one or two firms have taken
to cannibalising brand new
machines for parts. They find it
cheaper and simpler to buy the
complete machine in at trade
price and dismantle it for spares.
How long till we have a national
network of computer scrap-
yards?

At the moment, a brand new
C64 comes with a twelve month
warranty, and if it packs up while
under guarantee the thing to do
is: take it back to the shop! If,
however, your machine snuffs it
out of warranty, you'll have to
pay for the repair yourself un-
less you've bought insurance
against breakdown.

Most computer shops have
access to a firm of computer
doctors, and you might consider
taking your poorly Commodore
to the local shop. If you do, bear
in mind that the shopkeeper is
only acting as your agent, and is
unlikely to follow up delays and
sort out problems with quite the
same verve as you will!

Commodore themselves have
a flat fee fixing service. Send
your broken 64 off to them with a
cheque for E35 and a note saying
what's wrong and they should
be able to fix it and have it back
to you within 21 days. Vagaries
of the postal system permitting,however — one machine took
nine months to arrive at their

Corby Ha! !We'll move on to a
few golden rules about sending
off your Pride and Joy for repair
in a moment.)

Some of the independent
Commodore Doctors can offer
you a better deal, either on price
or turnaround a n d  if you can
find someone local you might
prefer to drop your computeroff
in person.

Some firms have a standard
fixing charge for the 64, while
others prefer to let you have a
quote before starting work—
and they may wish to quote for
availability of the damaged part
tool But if you're asked to pay
more than E35 on a quotation,
unless you're in a desperate
rush t o  g e t  back t o  joystick-
bashing, it would make sound
financial sense to let Commo-
dore handle the repair them-
selves w o r d  reaches us of
one firm that charges customers
E42 to repair broken 64s, and
then sends thern off to Corby.
Shark°, eh?

More than likely, you'll need
to post your computer to your
chosen doctor rather than del-
iver it by hand, and there are a
few golden rules to bear in mind
when you're about to send the
beloved computer through the
post:

Rule Number One has to be,
pack it carefully — using the
original box if you still have it.
It's no use cramming it into a
paper bag, sticking on a stamp
and hoping the Post Office will
handle your Commodore 64
with kid gloves.

Rule Two: always send the
package Recorded Delivery — it
only costs a few extra pennies.
and it means that someone at
the other end has to sign for
your computer before the postie
hands it over. It's not a bad idea
to pay for an 'advice of delivery'
while you are at the post office
counter. This means that the
postman sends you a card when
he's got a signature from the
people you've sent the package
to. Keep the recorded delivery
receipt and the acknowledge-
ment card safe— just in case
there are problems. Remember,
your computer's worth quite a
few quid, and a few extra
pennies spent on postal services
can mean there are no argu-
ments along the 'it must have
been lost in the post' or 'it never
arrived' lines.

Rule Three: always telephone
in advance. Explain the fault and

the symptoms, ask how much
it's going to cost to fix or arrange
for an estimate, then find out
what sort of turnaround the firm
can offer you. If a company
usually offers a two-day turn-
around, that's fine, but it just
might be that they're snowed
under with work when you send
your machine to them, and they
could be running late. Find out
before you send your computer
off, it's less painful than waiting
for your postman to bring it back
to you and having to phone and
moan when it's not arrived
when you expected it to.

Rule Four: always make sure
you describe the fault as fully as
you can in a note which you've
included with the computer. If
it's an odd fault, that only occurs
with particular programs, first
check that it's not the program
that's causing the grief by run-
ning it on a friend's Commodore
64.If the program's OK, but your
computer can't cope with it,
send the cassette with yournote.

Rule Five: make sure you've
found out how much the repair-
er's going to charge and remem-
berto arrange to pay e i t h e r  by
including a cheque, paying on
invoice o r  b y  A c c e s s /
Barclaycard,

Rule Six: when choosing who
to send your computer to for
repair, ring round several firms
to get an idea of likely costs, an
indication of their current turn-
around time, and details of any
warranty offered on their work.
Remember it might be worth
spending an extra couple of
pounds to send your repair job
to a local firm. They might be
that bit more expensive, but if
there are any problems you can
always go round and bang on
their door fairly easily. Some
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companies charge more than
others, and often will overhaul
the whole computer for you
rather than just repair a spec-
ified fault — a sort of 50,000 mile
service. Generally, you get what
you pay for.

So, in conclusion, check out
the deals on offer, choose your
Doctor, pack up your Commo-
dore 64 carefully and send it by
Recorded Delivery and you
shouldn't have too many
problems.

We've printed a list of some 30
Commodore 64 Doctors here —
we've not checked them out as
to relative cost of repairs, turn-
around or reputation, but have
no reason to believe any of them
are less than honest, up-front
organisations.

If we've left anyone off the list,
or you've had a bad deal from a
firm, please drop us a line
addressed to Commodore 64
Doctor, PO Box 10, Ludlow,
Shropshire, SY8 I DB and we'll
try to incorporate your
comments in a future update.

COMPUTER
REPAIRS IN
SOUTHEND

•  zx Spectrum repairs 1.19.91
anc

•  C64/Vic 20 Fermin. Irom
£10.00 Inc post.

Mom tvmpu ten i repaired
within 4g hours, Please phone
(wean in for more death open
7 days, a week).

MINNIE MICRO
ELECTRONICS,
12 EASTERN
ESPLANADE,
SOUTHEND-ON-SEA
ESSEX.
Tel: (0702) 6)033,(6 i 5809
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Micro Seer
lifort 4. betels Wort: opeco
Denny
Sectioned
FK4 SOW
I t 41324 123440

Walker, Computer Serene
Repairs
NI Orford Street
Birmingham BS SNX
* 4 2 1  141 5474

Rainbow Elm u :r * .
246 S t r e e t
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eAlltil C om te r  $l'•  Road
p u e r v i e l e

Cardiff
CIO 4AA
IT 0222 4144411

-

Mennormr Ltd
PrintwOrite Lane
Manchetter
MIS 3.1
* N I  224 10114
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Te c hna n Services
OD Colston Street
aristol
651 51311

0914 1143440

*mos  Woe
GC Bence RI Son,
No 35 theilegron
Burnham
Berkshire
Ski 790
RI OW 11013 10041

Acesure Ltd
43 Old Street
Antiton tinder Lyme
Lanceehire
et DOI 339 9203

Compote. Httptit Como
Entiaid Communicatione
135 High Street
Ponders End
Middlesex

1 SOS 7712

MCE Service*
3 3
A .
I . '
T
S
4
r
e
e
t

Mart
ott11 0423 11202

Comp:dell. Servioes
Allarie Pad:
Franiev Road
Cemberley
Surrey
IT 0220 IRMO

WWII Vein
140 High Stmet %Nett

Ile
14 Ster,55

Commodore UK Lid
1 Hunters Road
Weetem
Cechy
Northern:I
We i l  1QX

205252

Hemel Computer Centre Ltd
52 High Strele 104d Town/
Kernel Hertipsteed
Helms
HP1 3AF

0442 21.2414

P Eltioniniw &WOK.
The Lomeli.
Wending
Denereon
Norfolk 104II212
14 0 E 2  r7 3 2 7

Thetiord N a te
Service
Unit 4, Leyland Clow
Fle e  indeed:lel Eseati
Thetford
leorecili
i t  0442 15197

R A E lectron..
(PERSONAL CALLERS 0141.11
SO X imibeetes Rood
and 111U:in:den Rood South
Lowestoft
SONO:

13-17 a  0502 fi lltS

Minme Macro E le c t
-
r om a
12 Easton, Entandido
Southend
M 0702 42013

Odium Computer Centro
Datilow Rood

Luton
Sorltedvishiry
LU1
it  OMQ 4556.64
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HEMLtsam,

the excitemelit of a real f/b/slig
aid don '  Ma t o  get qotir feet wet:.

'I believe Match Fishing brings a whole new meaning to computer
entertainment joining up to 8 players in an atmosphere of friendly rivalry

and competition. Combining the power of the computer, its memory
and speed of action with the skill and excitement of Britain's most
popular outdoor participation sport, Match Fishing is the first of its

kind in allowing all players to participate at one and the same time.
Computer enthusiasts, games players and fishing addicts alike, I'm
sure you will enjoy the excitement
as much as I do.'

Alligata Software Ltd 1 Orange Street, Sheffield Si 4DW Tel: (0742) 755796



ZZAPI could have produced this
as a full-scale review of the new
game, because the demo disk
we received seems remarkably
complete, and thus gained
Brownie points for being the
first in print with an exclusive
review. Still, it is only a demo
and, unlike some mags (no
names), we won't mislead you.

After the success of the first
translation of Mad magazine's
zany secret agent twosome to
micro, First Star have decided to
produce another game based
around further exploits. The
original game had two spies
(one black, one white) running
aroundQ foreign embassy in
search of top secret plans and
other items (a passport and
some money) to aid departure
from the country. The two spies
could lay traps for each other
and bash each other senseless
with clubs — in other words, all
good clean fun.

Spy vs Spyllfollows the same
sort of theme as the original in
that the two spies are in search
of a common element, this time
a secret weapon. This weapon is
lost somewhere on a  large
island (in another place, another
t ime . , , )  and the first spy to
recover it can escape by sub-
marine (which can be hidden in
the same manner as the door to
the airport in the first game). The
island has a multitude of trees,
rocks and pools of quicksand,
and even has its own volcano!

The familiar split screen
display and music have been
retained as have the graphics of
the spies. the hand to hand
fighting and the use of traps.
This time however, the traps are
not ready to hand but must be
created from the materials to be
found lying about the island — a
shovel for tunnelling under your
opponent (I), crabs that can be
converted into booby traps
(ouch!) and coconuts that can be
fired from trees that have been
converted into catapults using
the tools available (amongst
other things).

Each spy's screen shows
where the spy is on the island in
a similar way that the Embassy
rooms were shown in the orig-
inal except that when moving
from left to right the screen
scrolls with the spy instead of
flicking from room to room. Ft is

PREVIEW
S P Y  V S  S P Y  II
T H E  I S L A N D  C A P E R
A not-so-sneaky look at the long awaited
follow up to the very popular classic SPY VS
SPY from our undercover espionage
correspondent, Gazza 'Sneaky-Boots' Penn
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also possible to move 'into' the
screen through certain exits
along the way, giving the same
'depth' as the Embassy had and
the screen flicks to the locations
in front/behind in the same
manner as before.

All the humour of the original
cartoons and game has been
translated successfully and Spy
vs Spy II is even more enjoyable
to play than Spy vs Spy. Fighting
is as rewarding as ever and
being able to sink in the quick-
sand and walk under the water
surrounding the island (in true
cartoon style) is a great laugh.
The traps are more awkward to
use (but more fun) arid add to
the strategy side of the game
which plays a more important
role than before. Sounds fun? It
certainly is and it should prove
Just as popular as its
predecessor, if not more so.

Spy vs Spy II— The Island
Caper wil I be released later this
Autumn from Beyond at a price
of £9.95 on cassette and C11 .95
on disk. Expect a full review in
the very near future (ie next ish).
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SO YOU'VE BLASTED THE ALIENS AND SAVED THE WORLD!!
BUT CAN YOU COPE WITH BLOPPERS, GLOBS AND SPUDNIKS

AND FACE THE TERRIFYING NIPPLE OF DEATH ?!!

I I Iottri
:1
111
1

olgutoEtascpsserTsi
ilkt40 DISK • w

(
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Enter the dangerous world of the Nurds where you meet hungry Companions Naples
Yerty, Hoosety Nurd, Ham Ish Pupkin and Melvin WV (  Join them In their Insatiable
quest for sustenance, negotiating 50 rooms full of deadly obstacles. And beware! Slinky
snakes, Jump Bugs, Bug Eyes and Bouncing Baby Billiard Balls are lust some of the foes
that lurk ready to blop the unwary! Negotiate these; avoid deadly force walls, dodge
the Blinking Bankers and escape

Death and the Ultimate Feasts
might just beyOur delight! C A S S E T T E '11"DISK
your encouters with the Nipple of

Selected US. Gold software Is available from good computer stores and
selected branches of

BOOTS-JOHN MEN2IES•WH SMITH -WILDINGS- wOOLWORTH
In case of difficulty contact U.S. Gold Ltd., Unit 10, Parkway Industrial
Centre, Heneage Street, Birmingham 87 ALY. Telephone 021-359 8E1E11.
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have overrun (althougThe cih there
are still PalyatS around) . t y
is very large and is situated in

• the middle of a desert. In this ci
ty

are approximately vector different
eighty differ-

ent large 3 D c o n s t r u c -
tions. They all have
purposes, r e c o g n i s a b l esome ,

• -  like airports, but others like two
, c o m p u t e r  total mystery. logos arefamiliar

shrouded in
Some e  under
,

buildings hay
ground c omple  t h e s e  by

xes benea th

them and you can enter ing oing down in a liland a n d  g f t .then lova* round themYou can
and explore. The complex we
saw was like an aircraft hangar
and it even had a streamlined
futuristic ra ft suspended in it.c
-There are corriclors connecting
the rooms sand you can stroll
around these to see what i
going d
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• JULIAN RIGNALL and GARY PENN have been
best, certainly fastest, games on the 64. It
designer of the superb Novaload and the
3D battlezone game) and has the fastest 30

you just won't

• •
•

.. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .

•••••••••••••

• • • ! •
•  .

-
S
e
p
t
e
m
b
e
r  
1
9
8
5  
•  
•  
•
•  
'  
•  
•  
•  
.
•  
•  
•  
.
•
:

•

• •'!-:
•
•••:

mcx,.•
• :••.!•• • • •••
• • •

•

6:
•:
e• 
• •••

•

.6

•  •



OF VECTOR GRAPHICS.
een ooking at what could possibly be one of the

omes f rom PAUL WOAKES (Novagen
the qighly underrated ENCOUNTER, the fastest
3D Vector graphics ever seen, When you see this
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the ground It's lust a little dot
high up in the stratosphere but
once you obtain a good enough
ship to be able to reach a suit-
able altitude you can go and ex-
plore ItAs you fly around, BENSON, ' , „

••.....

your shipboard computer and -:---x .
communicator, will give  you •••:•:::-:%.

• information and pick up mess
-

 :::,

ages- Using him you can con
verse with the outside world He
will also tell you about your
status a nd how  well  you're
doing

Once you get into Mercenary
you are asked to pertoml all
sorts of tasks, for example one
of the first is to accompany and
protect a Paiyar ship as it flies
over the Mechanoids city, If you

• are good then you'll do it and
collect the  money. I t  you're
really evil then you can d o
something rather wicked .

Aerial combat becomes part
of the game once you are good
enough and there are also air-to- . .
ground attacks to accomplish •:::::: _
Ground-to-air fi r e  threatens 7  ::•' :-•.. --.::::::•:
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your ship but this can be neutral-ised with good play -
There are all sorts ot minor

tasks to  keep you bus,/ like
, checking your Wel and supplies
while you play the game iust to
constantly keep you on your
toes, Money plays a very import-rt and II you get enough
then you b u y  a better equip-
ped craft if you wish . A  save

•  -, • ga m e  feature is  inclu
ant pa c a n  d e d  to  > ,

:k.  a y i n gallow you to keep pl a n d  ''
There are toads of elements to ,"..z playing.

actual game itselt and many l a
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E N C O U N T E R
N e w m a n ,  £ 8 . 9 5  cams, E l  1.915 disk, joys tick  only.
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hen we  say tha t  th is
game is a sort of Battle-
zone don't react with

shock, be sick and turn the page.
NO! This is a really superb, fast
shoot-em-up which has a Battle-
zone type playing area. Every-
one must  know o f  the  much
copied arcade game — the vec-
tor graphic tank game wh ich
took all day to play because it
was so slow; the one where the
battle was fought over an infin-
itely large playing area littered
with obstacles and where you
tackled the tanks one at a time
and as time progresses the tanks
get faster, more intelligent etc
you do remember it?

-
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This same is 8 realclassic. The sheer
speed o f  eve ry-

0_, thins makes i t  so-
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ding to play. Trav-
elling from level to
level must be one
of the most nerve

rending sequences of all time. I
usually fi n d  myse lf  joggling
about in  m y  seat and going
'aaagh' a n d  "00000' a s  th e
spheres just skim by the craft.
The game itse lf  sounds very
boring but once you Starr to play
irs extremely difficult not get
totally involved with it. hove this
game and ever since I saw it on
my Atari it has been one of the

Lmees
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from.11opord go...,
es. It never became a classic;
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Okay, this game has a similar
sort of scenario, with an infinite
playing area and obstacles litter-
ed over the plain. These obst-
acles can be used to your advan-
tage and you can use them to
hide behind o r from which to
ricochet bullets, The main differ-
ence is in its speed and in the
graphics. Instead of the original
vector graphics everything is fil-
led in  and the program moves
about 100 times faster.

There are no tanks present in
Encounter, instead flying sauc-
ers warp  in  and move about.
There are also guided missiles
which h o me  in  at horrendous
rates and, unless you're moving
backwards rap id ly, fi n d  th e ir
target swift ly and detonate. On
level one most o f  the saucers
Just move about and are cannon
fodder, o n  h igher levels they
start to shoot back, not just little
bullets b u t  great b ig  spheresthat fill the entire screen! Occas-
ionally you 'll get a  bleeper —
saucers t h a t  t ru n d le  a b o u t

harmlessly u n t i l  t h e y  s e l l
destruct in to  a  huge wa ll o f
spheres (very difficult to dodgel.Enemies can be seen on the
radar a t  t h e  bo t tom o f  t h e
screen, which makes it easier to

If you can 'magia solid  Battle
played at a  tea
fast speed with
rapid fi rin g  t
then you're close

visualising I
game. T h e
graphics are am

y fast especially on hig
levels where  yo u  can  rea lly
zoom about the screen as you're
chasing the UFOs. The feeling as
you t ra v e l  be tween le ve ls
through the warpgates is great,
one o f  total panic and exhilar-
ation! Encounter is  a  su
game and one I know the Z A
P lteam go back to time after rime.
If you haven't got it then go o
and b o x i L
m
. i r s  
a c e .

remember when I
first got this game
(men a  sh o p  i n
Milton Keynes —I
was a w e s t ru c k
The speed o f  the
graphics a n d  the
game play was andindeed, i s ,  u n -

believable. I  couldn 't under,
stand something so good could
,go un-noticed — b u t  i t  d id i
!Wil ly  a review or a comment
the press anywhere. A  class
shoot-em-up t h a t  ce rt a in
hasn't aged much  since
re/ease a year of so ago.

find a tank i f  it's out of sight or
behind you. There are also other
readouts telling you whether a
tank is harmless or whether it's
going to shoot or not.

To fi n ish a  level you  must
shoot a  va ry in g ,  specifi ed
amount o f  enemies. When a ll
are destroyed a  black, square
warp gate wi l l  emerge. Enter
this q u ickly (o r  e lse  i t  d is-
appears) and  you begin your
journey to the next level. To get
to the next level safely, dodge all
the sphe res a s  y o u  t ra ve l
through them. The only trouble
is that the spheres are massive
and you feel like you're moving
at about 1,000,000 mph!!!

As y o u  p rogress th rough
levels the  saucers ge t  faster,
more intelligent and fi re  like
crazy. Also travelling from level
to level gets faster and more
hazardous.

There are no lives but you do
have shields. Every time you are
hit you lose a shield, but you do
get extra ones fo r entering a
higher level. I f  you d ie during
transportation then you'll lose a
shield and go back to the prev-
ious level and  have t o  shoot
another number of tanks before
being allowed to advance again.
As levels increase so does scor-
ing potential so the aim of get-
ting t o  higher levels i s  even
greater.

P r e s e n ts t  icn 77pki
Three options from novice to
expert.

G ra phi c s  e la k t
Megaspeedy graphics that'll
make you gasp.

Bo u n d  4 3 %
Bip! Bipl Boom!

Hoc k s bi l i ty  9 4
0
k i
When you see the speed you
want to play.

La s ta bi l ty  8 7
1
: 4 1 0
Each level takes a lot of beating.

V a l ue  for  Mone y  9 1
0
k 1
Below average price for an
above average game.

Ov e ra l l  0 0 %
Still a brilliant shoot-em-up,



keurate
900 screen
scrolling map of the
Royal St. Georges
Golf Course, venue tOr the
Open Championship 1985.

Can you make par on this
course of Champions*? With stronr
winds and deep bunkers you'll need all
the help your caddy can give you. Full
animation and live action bring your game to life.
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222 Regent Stmt.!.
lon(Iun %Vitt 71)11
Tdephione111-439 066o

NICK FALDO
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No, you're not reading the wrong sort of
magazine t h i s  is a competition about
cricket which will result in fifty copies of the
new game, GRAHAM GOOCH'S CRICKET
zooming past the boundary of the ZZAP!
offices and landing in the laps of luckywinners.
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I n e ve r  d i d  l i ke  cricket
much. When I was made
to play, I was always put
away o n  th e  boundary
when o u r  t e a m  w a s
fielding, and had to  walk
miles at the end o f every
over a n d  no-one ever
hit a  bal l  ou t to  where I
was s t a n d i n g .  L o n g
periods of boredom inter-
spersed w i th  walks was
all I got out of fielding.

When i t  came to  bat-
ting, th i n g s  d i d n ' t  g e t
better. I  was always bat-
ting at the number eleven
position, a n d  I  s p e n t
longer putting m y  pads
on than I  d id actually a t
the crease. Trouble was, I
was t o o  b u sy try ing  t o
avoid be ing  h i t  b y  th a t
nasty hard ball to actually

get i t  together to  h i t the
thing, I  w a s  u s u a l l y
bowled clean ou t b y  the
third ball. (That's enough
of your boring life story,
get on with it-Ed).

So i t's a welcome relief
to get to play the game on
a computer screen n o
tedious padding u p ,  n o
hoots o f  derision w h e n
I'm o u t  f o r  t h e  f o r t y
seventh c o n s e c u t i v e
Duck. Bliss.

AUDIOGENIC have put
together a fine willow and
leather simulation, which
Uncle G r a h a m ,  t h e
famous Essex cricketer, is
putting his name to, and
they're o f f e r i n g  fi f t y
copies o f the game in this
competition. Can't be bad
eh? S o  h e r e ' s  t h e
questions:

1) What's the the  di ffer-
ence b e t w e e n  a n
Australian Ove r  a n d  a n
English one?

2) E x c l u d i n g  b o n u s
points, how many points
does a  te a m g e t  f o r  a
Championship W i n ?  a )
20; b) 22; c) 24; d) 26?

3) Name the county sides
which p l a y  a t  t h e
following grounds: i) The
Oval; i i ) Old Trafford; Hi)
Trent Bridge; i v )  Head-
ing ly; v) Lords

4) What is the Cricketing'Bible' called?

5) What are The Ashes?

Send y our  entry, o n  a
postcard of the backe of a
whaled (makes a change
from sealed) envelope, to
GG's CRICKET,
PO BOX 10, LU D LOW,
SHROPSHIRE, SY8 1DB to
arrive b y  1 2 t h
September, and you too
could e n j o y  pa inle s s
cricket from the comfort
of y our  armchair a s  a
result o f  y e t  another
Sporting c o m p e t i t i o n
brought t o  you b y  the
ZZAP! Non-Sweaty Dept.Taraa!

4 riT
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THE BIRTH OF A
PARADROID
Part Three

Thursday June 13
Decide today that the doors on
the s h i p  d id n ' t  l o o k  g o o d
enough. Played about o n  the
graphics editor with  in tent t o
draw the doors in the same style
as the walls. Had to  alter the
door rou t ines t o  handle  th e
doors differently, and needless
to say, on the first attempt got it
wrong. Vertical doors worked as
intended, but I forgot that horiz-
ontal doors were done differ-
ently. A lso  changed th e  alert
status block to be in the same
style,

Friday June 14
Redesigned the graphics for the
side elevation to get rid  o f the
herring-bone effect. Used the
same style fo r the rest o f  the
deck plans. It 's nice to  have a
style for the whole thing, other-
wise it starts to look like a hotch-
potch of all sorts of meaningless
patterns, rather like many plat-
form games these days! The
side v ie w p lan a lso  required
alterations to fit the new graph-
ics, a n d  lo o ks v e ry  tastefu l
indeed. Sneakily altered ST's
gory sunset colour scheme to a
blue decor, much nicer. No taste
that bloke!

Designed two new robots to
look o n  t h e  ro b o t  e n q u iry
screen, a  d u mp y lit t le  lit te r-
cleaning beastie, and a  huge
sentinel droid, Get past that if
you can_ The system is holding
up well with  the input of more
words and pictures and has not
faltered yet.

I also wanted a nice dark and
dingy g rey colour scheme fo r
some decks. Used  d a rk  and
middle greys all over the place,
and b lack.  Did n ' t  lo o k  d a rk
enough unt il I  brightened the
border to yellow, which gives a
better contrast. The lighter the
border, the darker the on-screen
colours appear to be, and vice-
versa

Monday June 17Keyed in  some new characters
that I  had  designed a t  home
yesterday for the new consoles,
again in the same style as every-
thing else. Also keyed in the data
for the title screen, with PARA-
DROID writ ten  i n  giant-sized
letters. Since this data is only
required one in a blue moon, I've
found a nice little cubby-hole in
the C64 for it, along with some
seldom required text. Thus my
plan to  use 68K o f  the C64's
memory is realised! I 'm usingthe 64K RA M and 4K o f  I /O
devices. Had to do some fancy
RAM bank switching during the
game, but it leaves more room
for important things.

Also mended one or two little
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Sneakily altered Si's gory sunset
colour scheme to a blue decor, tntlettnicer. No taste that blokel

A
Ny.

We continue with our  everyday story of
programming folk as ANDREW BRAYBROOK,
the man who wrote GRIBBLY'S DAY OUT,
struggles over the creation of his next game
for Hewson Consultants called PARADROID
Here we are given a priviliged insight into
what it must be like to cull from the keys of a
Commodore 64 the thrills and spills that will
make a hit game. This month Andrew suffers
from errant disk drives and missing robots,
but at least Kenny Everett is looking better...

What do I want the bullets to look
like? They must look OK travelling in

any direction. Do I want them
animated, and to change colour? The

answer to these questions is,
possibly.f t

errors that I  had noticed and
after some minor modifications,
the title screen appears. Looks
good.

Lo and behold, half past four,
and Commodore strikes again.
Entire user-defined character set
disappears from disk. Directory
says it's still there, 9 blocks long,except that there are now 673
blocks on the disk, 9 more than
physically p o ss ib le .  G r e a t ,
thanks a lot guys! I really wanted
to key in the console data again.
This sort of thing really annoys
me, Ca n ' t  anybody wr i t e  a
decent, r e l i a b l e  o p e ra t in gsystem?

Tuesday June 18
Changed most of the small-scale
deck plan graphics as they were
looking rather ugly, still reflect-
ing the  o ld  look o f  the  ship.
Simplification is the order of the
day. I t 's n o  good being over-
complicated if you need a may-nifying g la ss t o  se e  wh a t  s
happening. Now the small plans
look sleek and modern, muchbetter.

Sat down and scribbled some

more routines to run the robots.
The sa me  rou t ine  ca n  a lso
handle explosions and bullets,
except W h a t  do I want the
bullets to look like? They must
look OK travelling in any direc-
tion. Do I want them animated,
and t o  change co lour?  Th e
answer t o  these questions is,
possibly. I 'd  like  the different
robots to use different weapons.
From simp le  shells t o  electric
clouds and energy blasts. Thus
some robots will be very difficult
to tangle with , spitting doom
and disaster all over the place.

Tried to draw some bullets on
the sprite editor. Some days you
can sit for hours and not come
up with a decent graphic. This is
one of those afternoons, Inspir-
ation has failed, best to leave it
for a while.

Wednesday June 19
Worked out some lively-looking
routes fo r patrolling robots to
zoom about on , and  marked
them on my maps. Then took my
robot round to  a l l  the  patrol
junctions and noted the co-ord-
inates. Finally keyed the points

and valid directions from them
into the assembler.

Lifted a few more useful rout-
ines Out of Gribbly's that used to
run the Meanies and after sev-
eral adjustments they should be
capable o f  running the robots,
missiles and explosions. Think
I'll s t a r t  o f f  w i t h  a  s imp le
demonstration that can just dis-
play so me  sta t ic robots. N o
point in being too ambitious at
the moment. So many new rout-
ines and data need to  be co-
ordinated just to introduce one
new element into the game.
wait until tomorrow before I try
to assemble all of this. I'm sure
it'll put up a fight!

Thursday June 20
Put i n  th e  last f e w b its and
assemble it  all. Fired it up, and
on attempting t o  d isp lay a n
enemy robot we ge l. .  a  blank
screen. Restore doesn't recover
it, neither does the reset switch.
Load it all in again, same thing
happens. Try cutting out differ-
ent suspect routines, each time
it either gives me a blank screen
or a mess. Spent most of the day
staring a t  routines tha t were
swiped from Gribbly's and must
therefore work. Even ST super-
sleuth can't find anything wrong
with them, I can't isolate which
lump is causing the crash. I can't
even think what sort of error can
cause this type of crash.

At about 4.30pm I was dread-
ing going home, as I get night-
mares when I can't find mistakes
in my programs. I mentally scan
all the possibilities and usually
find it in the end, at the cost of a
night's s le e p .  O n  skip p in g
through an ancient routine that I
keyed in weeks ago knowing I'd
need i t  later, I  discovered on
close inspection a  single one
byte instruction that caused all
the damage. It's one of the most
devastating single instructions
known to mankind, the PLA. One
of them too many and it's good-
night forever! Feel very, ve ry
relieved a t finding error made
when copying it across by hand.

Friday June 21
Amended t h e  sp rite  d isp lay
routine and got to grips with the
collision de tect  a n d  h a n d le
routines. T h e s e  t o g e t h e r
analyse what object is touchinganother, and deal with it accord-
ingly. Such  th ings a s robots
exploding when shot are hand-
led by this. Got that wrong as
well! First time, instead o f  the
gunsight causing explosions, I
had to ram the other robots with
mine to blow them up. That was
quite good fun. I think I'll incorp-
orate it into the game. After all,
the big battle robots would be
able to just barge past the litter-
clearing robots.

Managed to get another PLA
instruction into the proceedings
which had  a  simila r effect to
yesterday's one. Not quite sure
why it  thinks it 's necessary to
blank t h e  screen  w h e n  i t
crashes, perhaps it's just embar-
rassment. It doesn't help to diag-
nose things when you can't see



Not quite sure why it thinks it's
necessary to blank the screen when it

crashes perhaps it's just
embarrassment. It doesn't help to

diagnose things when you can't seeanything.

anything.

Monday June 24
Tidied up the sprites for  the
robots currently in the game.
Only five so far. Kenny Everettnow looks a bit more like a robot.

The task within the game is
becoming more concrete now,
and with the fixing of the sprite
collision routine ,  a  certa in
amount o f  game tuning can
begin. This is the part that many
programmers don't bother with
at all, witness the  reversing
witch in Caukiron_ Rather like
building a Rolls-Royce, then not
tuning the  engine a t all. The
object of the exercise is sup-
posed to be to make the game as
playable as possible. Is it easy
for many people o f  differing
abilities to play? Pottered about
for some time, experimenting
with speed and acceleration of
the gunsight. Might have to
make it slower-

CEGB caused machine crash
at lunchtime. Thunderstorm
caused another crash later in the
afternoon.

Tuesday June 25
Put i n  th e  robot patrolling
routine. Fired it up with great air
of anticipation. I've been think-
ing about this for weeks. Could it
possibly work first time? Just
caught a glimpse of a couple of
robots as  they hurled them-
selves off the screen at break-
neck speed. Change decks. 'Hi
guys,' Vvoom, gone. The ones
on deck one however are just sit-
ting there, contemplating, but
never moving. I  can make the
robots reverse direction if I can
get in their way before they
migrate. Occasionally one leaps
across the screen, but rather
fast. They take little or no notice
of my patrol points and as for the
walls and doors, they are totally
ignored.

Wednesday June 26
Discovered the  bugs i n  the
patrolling routine. Upon correc-tion I observed several robots
wobbling along the predefined
courses, shudder as they make
up their minds at the corners,
then toddle off in another direc-
tion. Followed a couple of them
all over the deck and observed a

number of unforseen problems.
1. Upon meeting, two robots

instead o f  bouncing off each
other, lock together in mortalcombat.

2. Robots slowly drift off their
courses until they are in great
danger of missing the junctions
altogether.

3. The robots are so fast that it
is nigh on impossible to shootthem.

Of these, the first two are fairly
easily cured by  more careful
programming_ The third prob-
lem is one of design. If the game
system doesn't give you a more
than adequate ability to com-
plete the  task in hand, then
either the game must be made
easier, o r  the  weapon more
powerful.

Thursday June 27
Robots are now moving along
their preset courses. They pause
at junctions as if they are looking
around, then move off, They
also wait for the doors to open
before going through them,
which is jolly decent of them.
The whole game is looking more
complete. I've slowed some of
the robots down to keep them
on the patrol routes, and hope-
fully ma k e  the m  easier t o
thump.

Friday June 28
First day working at home as ST
has gone on holiday for the fort-
night. Tried to assemble game
after making some changes. My
disk drive seems to be causing
problems. After 20 minutes of
assembling with no errors, i t
didn't produce an output file.
Feels rather like landing on Mars
and finding someone's been
there already. All that effort for
nothing.

Assumed that the disk was
worn Out. Copied everything I
could t o  another dis k  a nd
reassembled. Finally produce an
output file. Load the code in,
with anticipation. • % We l  Now
the data files such as the char-
acter sets and deck plans won't
load. Two duff disks? I  don't
think so. Tried loading someother disks. Seems to be labour-
ing somewhat. Seems to be a
50/50 chance of loading some-
thing even slower than normal,

PARADROID's opening screen, with the inetalic 'relief'
effect on the lettering.

Plan view of one of the decks,

or not at all. Panic. Why didn't I
bring ST's disk drive home?
Sunday J u n e  3 0  —
Supplemental
Race over to  Robert's house
with disk drive. Confirm that my
drive can't load files properly.
Try assembling new code on
Robert's drive, No output file
produced. The  plot thickens.
Robert has some useful utility
programs to  try. Disk doctor
program reveals that one disk
has a bad track and is thus faulty.
A head alignment program con-
firms that my disk drive has a
bad head alignment. I expect it
of Commodore tape decks, but
not the disk drives.

Monday July 1
Get good old reliable disk drive
from ST's  house a nd pains-
takingly copy all source files to a
new disk for  the  umpteenth
time. Finally assemble all the
game to see the effect of the
changes made last Friday morn-
ing. I think things have returned
to normal at last,

Designed some more graph-
ics for the shuttle ship and two
landing vehicles for the cargo
decks, have now mapped Out On
paper most of the other decks.

Now I have to sit down and con-
vert them into computer data,
which is just a case of hard graft.

Tuesday July 2
Converted the remaining twelve
decks into hex and keyed them
in. Took about five hours for
each process. Boredom set in
towards the end. Lucky Wimble-
don was on TV. Fiddled the
game to start me off on each
deck in turn. Only two came out
as planned. The rest had some
errors in turn. Only two came
out as planned. The rest had
some errors in them, causing
some very weird deck layouts
indeed. Nothing that can't be
cured. The  shuttle ship and
landing vehicles look as differ-
ent as intended, very pleasing.
In carrying out a l l  the  new
changes Only one disk file man-
aged to  get mangled by  the
operating system. I  wouldn't
mind, but it wasn't even one that
I had changed recently.

Wednesday July 3
Corrected the new deck data
then wandered around, notingthe lift locations to tie in with the
lift routines. Forgot one of the
limitations of the system that
says lift shafts mustn't be placed
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Unfortunately since the other robots
damage each other, the little robots

get duffed up by the bigger onesbefore I can get to them!

DIARY

at the very top of the deck. Had
to alter two decks of data to cure
that one. Noticed also that one
particular shaft is marked on the
side v ie w a s  accessing fi ve
decks, whereas it should access
three.

I seem to have become noc-
turnal working at home. With no
fixed hours I  now wo rk f rom
1 lam t o  5 p m then  9 p m t o
around 2am. Having just real-
ised that there's only four weeks
to go to my expected finish date,
things are  starting t o  go  in tooverdrive.

Thursday July 4
Worked o u t  the  robo t  patro l
points for the new decks and sat
in the garden converting them
into hex. Another four pages of
gobble-de-gook roll off the prod-
uction line and are then keyed in.
Found one o r two stray robots
upon touring around, and found
the errors that caused them to
and u p  le a n in g  d ru n ke n ly
against a wall.

Still can 't  think o f  a  way o f
prettying-up the console menu
screen. It looks rather boring atthe moment.

Friday July 5
Activated t h e  'h idden  ro b o t
removal' routine f o r the  fi rst
time. After correcting the usual
'Did i t  rea lly want that value
preserved in register?' error, it's
working fine. Rather disconcert-
ing to watch as anything going
out o f  v iew disappears, a ll a t
once as opposed to sliding out
of view. One thing I forgot was
that robots in  adjacent rooms
which you can't see, open doors
which yo u  can't see opening.
This again is rather disconcert-
ing. I t  should be OK like that
though, a s i t  gives you more
advanced warning of approach-
ing meanies. Have to  see how
the test-pilots react.

Received a postcard from ST
on holiday. He'd apparently had
as much fun as me last Friday. A
true tale of disaster.

Monday July 8
Designed a n d  imp lemen ted
another seven robots. I'm exag-
gerating the ir designs to  su it
their purposes t o  make them
more obvious a n d  different. '-
Some of the robots, when seen
'bolted together' f o r  the  fi rst
time look rather different from
my expectations. The ir colour
schemes affect th is consider-
ably. Some look better, some
not. Two  o f  the  n e w robots
require alterations due to them
looking dreadful. Others spark
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off ideas fo r new robots. Any-
way, twelve down, twelve to go.
Also designed a small block to
decorate the store rooms, and
prepared a lot of changes to thecode

Tuesday July 9
Gave most of this month's diary
to the word processor to eat. It
seemed to  enjoy it. Spent the
rest o f  t h e  d a y (and  n igh t)
arranging the pre-game screens
into small enough sections to fit
into the space on the screen
Towards the end o f  the fourth
page I  to tted u p  h o w much
memory this would all take. I'd
allowed about 2K o r 2048 let-
ters!. That really doesn't go very
far. Realise very soon that I need
more like  4K. Fortunately the
space saved b y  t h e  sma lle r
patrol-routes table can be used
for the title screen, which leaves
me w i t h  4 K  u n d e r t h e  I / O
devices, (SID, VIC and the CIA
twins), for the new text.

Arranged the text neatly like a
word processor would, which
involved a lo t  of vigorous rub-
bing ou t and rewriting. In mycurrent character set the small
'm' and 'w'  letters are twice as
wide as the others, which makes
things more awkward. I suppose
that was my own choice. Can't
blame anyone else for that.

Wednesday July 10
Keyed the  n e w text  in to  m y
Basic ASCII to ,AB codes conver-
ter, and after 3K of instructions
had been entered, I had to dunk
my typing finger in some coldwater.

Got d o w n  t o  t h e  me a t y
business o f  putting th e  n e w
changes into the game. Had to
amend n e a rly e ve ry  fi le  t o
source code, about twelve o f
them.

Thursday July 11
Tested th e  n e w amendments
and m a d e  s o m e  f u r t h e r
changes. N o w  i t ' s  t i m e  t o
incorporate the Transfer Game
into the system to see how the
game plays. Space is  getting
rather tight so I have to split the
transfer game code into the two
sections, one to be put into the
main game, the other to set up
the other end o f  the machine
where there's some free space.
This operation is going to be a
long one, and because o f  its
complexity, must be done in one
session. Began th is marathon
session at about 7.00pm, having
been working fo r most o f  the
day already, bu t I  was in  the
mood to get this done.

A close up of one of the decks.

A schematic side view of the space ship showing each deckand the. l i ft Shafts.

No I ts  not Kenny Everett, nor  is it Steve Turner 's holidaY
postcar d—  this smiling, relaxed face is that of none other
than Andr ew  Bra ybrook having just recovered a piece of
missing code_

Time: 2.00am. A f te r mu ch
chopping a n d  changing, I 've
now got a  workable program.
The power flowing along the
lines is  now animated fo r the
first time and works as hoped. I
can now play the game roughly
as it  will be. Since it 's deliber-
ately difficult for a lowly servant
droid to  transfer to a great big
hairy ba tt le  dro id , t h e  in it ia l
transfer i s  d iffi cu lt .  T h i s  i s
because you start off as the low-
est o f  the low. First problem,

where are all the lowly robots?
Every robot so far has been a
nasty security droid. Unfortun-
ately since  th e  o the r robots
damage each other, the  lit t le
robots g e t  duffed u p  b y  the
bigger ones before I can get tothem!

Finally fi n i s h  h a ckin g  a t
7.30am. Watch a bit of Breakfast
TV whilst waiting fo r the pro-
gram t o  assemble. I t 's much
more comfo rtab le  p ro g ra m-
ming in the cool of the night.

1



"These days, my favourite
things are in bits..."

WITCH'S CAULDRON
Hilarious Graphic adventure in which you
must regain your human toms.
"General rating: An excellent and origmal
adventure. Overall value: 10/10" - Crash

48K SPECTRUM & COMMODORE 64
£9.95

EVERYONE'S A WALLY
15t ever multi role arcade adventure. Help
Wally and his gang to stop the town talhng
span.
"The graphics are excellent - GRAPHICS 10
• PLAYABILITY 10" • Computer & Video
Games.
48K SPECTRUM, COMMODORE 64 &

AMSTRAD CPC 464
£9.95

1JJAIAQbEJ

HERBERT'S DUMMY RUN
Baby Herbert has lost his mum and dad in
the department store. Can you find them
for him? There's a pile of jelly babies in it if
you can.
"General rating. more al the same excellent
stuff". Overall rating: 90% - Crash.
48K SPECTRUM & COMMODORE 64

£9.95

Future Releases include: GLADIATOR, SHADOW OF THE UNICORN and BATTLE OF THE PLANETS. Watch Press for details.

44 The Broadway
Bracknell, Berks.

0344 427317
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variations on the 3D racingtheme since the release of
Pole Position in  the arcades a
couple of years ago and Creative
Sparks have obviously decided
it's about time they had some-
thing t o  o f fe r in  the  fo rm o f
Kayak.

As the title suggests, this is a
water based 3 D racing game
that puts you in the driving seat
of a  kayak (a  fo rm o f  canoe).
Instead o f  battling yo u r wa y
around the harsh surface o f a
race t rack avoiding ca rs etc.
Kayak has you bobbing down
the length o f  a  not•so-serene
river, weaving in  and  o u t  o f
markers. No waggling or actual
paddling needed here, though,
as yo u r kayak seems t o  b e
equipped wi t h  some fo rm o f
outboard motor — pushing for-
ward on  the joystick gives youan increase in  forward speed
and pu lling  back s lo ws yo u
down. Turning the canoe is also
made simple as you only need to
push left and right to move in the
respective directions,

The fi r s t  co u rse  (so u n d s
rather like a menu than a game)
presents you with some tricky-
to-negotiate 'gates' which must
be passed through correctly so
as not to  incur any t ime pen-
alties- So long as you keep the
white flag to  your left as you
pass through a gate then it will
have been cleared successfully
and a little black square appears
at the top of the screen to let you
know you have done so. If you
clip a flag while passing through
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a ga te  then  a  wh ite  square
appears. Missing a gate adds a
time penalty to your final time
and n o  lit t le  square appears
(shame).

Small currents (not of the little
black variety!) appear along the
course and throw you off direc-
tion should you run in to  one.
These currents usually appear
right in front of a gate to make
life awkward and generally foul
things up for you. The time you
are ta kin g  t o  comple te  t h e
course is shown in the top right
of the screen and at the end your
final t ime  and  a n y penalties
incurred a long  t h e  w a y  a re
given. You then move on to a
tougher cou rse  —  t h e  fi sh
course perhaps?

1 0 1 P  O t h e r  t h a n  N e wGeneration's excel
lent S h o o t  t h e
Rapids a n d  t h 0
superb k a y a k i
event in the stu
rung S u m
Games I I  t h is
really t h e  o

canoeing game on the 64. T
Pole Position style 3D view is a
good one  a n d  gives a  n e w
approach and feel to this sort of
game. Sound is a bit weak with a
meagre tune and minimal eft!.
eels_ Steering t h e  canoe
slightly sluggish and isn't ex
ly realistic but it 's st ill fun
play. A  good variation on
Pole Position theme that w•
break the bank.

4111b-

, F o r  Commodore164

This is a novel, i f
somewhat s l o w
POle P o s i t i o n ,
which takes place
on the water rather
than t h e  t ra ck.
Graphically i t ' s
excellent, i f  rather
slow and the game

allows you to actually turn right
round and head up the river.
There's plenty of challenge for
any b u d d in g  w h i t e  w a t e r
champion and the courses are
all pretty difficult and challeng.
ing — some of the rapids make
precise contro l o f  the kayak
highly difficult. I  quite enjoyed
playing th is  a n d  i t  certainly
makes a change from the usual
speedy race games. Although
)we've given pretty low overall
Innings I can see this being really
popular game with the canoeing

Premas ita tion 8 8 %
Standard instructions and a few
options.

G ra phi c s  7 7 %
Good 3D effect and background
detail.

S o u n d  4 5 %
Selishy splashy noises and a bit
u' music.

Hook a bi l i ty
Splishy splashy fun in trying to
beat the courses.

Limatability 041%
Little variation in the 24 courses
but some playability.

Voltam For  IVkInsty 7 8 %
Sensibly priced

Ov e ra l l  111 IRS
A simplified, but fun, Pole
Position variant_
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last lea PP lonths nro, ad( entures on the Commodore 64 have became few and Mr
between. This month in itself has seen a record all-time low in adventure
sollteare releases. 01 the two adventures 1 receiver/pa viewing lfan_roll believe
that dear reader — i l l  .
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Napoleon's Sandwiches /  didn't find spina!). as it would not '
,
y e n  l o a d .  I
tried all mr best .spells and the thing still refused to even make a murmur, Not
surprising really, because u hen 1 gave upon magic and tried scimee played a
thmsigh m
t 
g r a m
o p h
o n e !  
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an to empty the entire slot 4 01 nor wine cellar in one fell snoop (A I  ThePip's/id .
5 6 ) !Anyway, for n o w
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Velnor's Lair and until the admatirt drought is wet. something special in the
war ol help_ Can it  really be that software houses think of 61 owners as
unintelligent alien blasters only?
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sent in, Three ree received. THREE! What is happening? Are and admit
arers becoming a rapidly dying breed fart the software houses correc0
,•mhodY getting stuck with anything. anywhere. anymore.
) N e x t  m o n t h  t h o uhopefully improve dramatically. In Jac, 1 know they will as hope to mi.,

rsperiences with Level 97s Red M/1481 which am'ved a touch too
this. issue. flinmph!

(

VELNORS
LAIR
Atlantis Gold. .C.2.99 cass

lest. m y  exper-WriceS w i t
h  h  
t h e
only ( i s h )
release I could la%

wizened
hands on

tirtitor7s Lair is
Actualtv i n  i t s
second re in ca r-

nation. has mg liven written aeons
ago for the Spectrum In  the well
known adventurer Derek Brewster
a mere mortal who undertakes to

instruct Spectrunt owners in  the
joss ofadvemtering in CRASH mag-
azine). BY all accounts. it  shinthl
have seen I hr light of the 4i4 some
little ago. but S011ie problems in
mleasing it seem to have occurred
along the line. As a result, the pmg-
ranuning techniques o f  this text-
, g a m e  are slightly dated.

1Vbile Tiro old and trust % C2N
whirred on into the night ( it takes an
age in an age to km& I  bnnysed
through the instructimis. Hnimm,
sounds like my evil doppleganger.
the Black Wizard. is afoot and ern-
and% abinti to cause a stir.

The shm% creature's gone into
hiding in the Goblin Labyrilith of
Nlinnit Elk and has stumbled t ito
iidie Tomb of Grako. This is written
in man% of my ancient books as Ira- •

A complete monthly guide by the infamous White Wizard
for all 64 owners who prefer games involving typed commands

rather than wiggled joysticks.

Ong its disarcroi  11,,oine a 11,0
-demon upon earth wielding huge
powers.

With this problem albot there's
ma any time even to raise an army
io reach him bek.ire he realises the
isnyers under his find nose so it's up
to a single. brave adventurer to pen-
4' r me his domain and destroy

After seeing this challenge how
could I refuse? Es
-
e n  t h e  
p r o s p e
c t  
o f

encountering the evil creatures in
his employment and the traps
know he can conjure. my heart was
strong as I entered what seemed to
be a promising adventure.

Upon starting you are  asked
whether vou would like to take the
role of a Wizard. Warrior or Priest.
Each character has different powers
allowing him a greater advantage in
certain situations than the others.
The Warrior can take a lot more
punishment and fight with much
Injure success (hrmnimphl). the
Priest has three sorts o f  special
divine powers (bah!) and the 1Via-
ard. by far the best. has three sorts of
powedid spells under his control
Wuxi! The Witard's and Priest's
piearrs earl only be used sparingly..
every time a power is used a certain
amount is knocked off a spell powerstotal and %%hen this reaches arm
you're in trouble.

crovericarze

•rtii, ad k cliturr itself Ot ot a t• plu -
all% classic Labyrinth/Dungeons
and Dragons style, a ll the action
taking place with in  caves and
caverns. Most of the locations are
east/west o r north/south passages
with caverns coming off each one in
the form of antechamber's or cross
passages, thus making cartography
that much more simple.

The Black Wizard is reknowned
for h is devious underhandedness
but I 'd  never thought he'd sink so
low as to use limited vocabulary to
try- to thwart my attempts. The act-
ual words that the adventure uses
are mostly standard and this one
understands a l l  the basic com-
mands— it just takes a little time to
find the words it actually uses. For
example i t  doesn't understand
LOOK but i t does EXAMINE.
MOVE and u m -  don't seem to
exist but some more obscure ones
do, like BURN hor example. The
one thing that did get right up my
cloak was the fact that I picked up a
tinderbox at the very beginning of
the ad ven urt. Any references to it
from thereon were given the replyPARDON? Th is does tend I n
annoy slightly, but these language
quibbles aside the %ocabulary isn't
too bad once You can think at its
level,

6 0
(1
/o
31%
61%
5No

5 2 %
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The problems involved in  d ic
game itself are quite old.
and d o n ' t  requ ire  t o o  mu ch
thought, bring rather obvious once
you've seen the problem and its
answer, although perhaps an Eliot-
Hobbit might find much satishic-
ion and enjoyment in solving them.

For the small price I suppose it
could be called reasonable value lin-
money, although the set of
offerings at the same price make it
this doubtful. One that I could rec-
ommend for the budding Wizard
rather than a seasoned and very
wist
, 4  
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AtmosphereInteraction
Lasting Interest
Value For MoneyOverall
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ILJITlO well
know. the %Vhite
Wizard has high
regard f o r what
some people con-
sider t o  be  the
text adventure —
Colossal C a r e s '

(.'azernleic. So. tbr this month ottls, I
shall give you the complete guide
(Inn not the complete solution, as
OW %%like Wizard is not so foolish)
to this classic adventure •

There are many versions of this
masterpiece to be liamd over manyniachines. O n  th e  COM widow
alone there are three widely avail-
able implementations t h a t  t h e1Vhite Wizard knows of: Level 9's
Cohnsal ittreraure, which is perhapsthe best version iodate. Melbourne
I HISC
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contender fo r second place and
finally there is Duckworth's Colossal
Care Adrentetre. All three ycrsions fol.
Ion the original Mainframe adven-
ture quite close's. but 14-y el 9's has
an additional ending to make things
that much more interesting

YOU ARE OUTSIDE A SMALL
BRICK BUILDING
Y, our quest to recover the 16 treas-
ures from deep within the caves and
surrounding area, begins outside a
small brick building in  the deep
gully that is so fiamiliar to most. Far
beneath the gully there exists a
series o f  colossal caves in  M hich
some intrepid explorers have foundtante and fortune, sy hi 1st o t h e r s
only • - •
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I 'he building houses the essential
ingredient to be found in all good
adventures — a lamp! Food, waterand the ever faithlitl bunch of kevs
are also present within the walls of
the house. which serves not only as a
haven br all treasures recovered but
as a transportal to the cases them-
selves! Un like  other implement-
ations, in the Level 9 one the food is
to be found by a picnic spot in the
woods complete with a Immoumus
sign that should be obeyed at alltimes!

Further into the gully, out past
the woodland and hills, is a polished
marble spire of little use other i ball
to interest and confuse. An active
volcano spouts ,iust behind the
house and a locked grating (aren't
you glad you picked up those keys?)
set into the ground in the depths of
gully is the emrance to the eaves!
Now Voll have located the actual
caves it 's time to wander around
(with the aid of your lamp) collect-
ing treasures. Things are not so
simple my friends lior as those of you
who have previously dared to brave
this journey will well know. There
are many problems and obstacles to
overcome before you can begin to
claim Your wealth. Not only do you
have this multitude of traumas to
face but you must contend with
knife attacks from a  nasty little
dwarf with a  greasy hatchet and
even a treasure thieving Pirate!

A dark. low hands and knees
crawl leads to the discovery of some
interesting etchings on the wall, a
rusty rod (wand) and an old wicker
bird cage. Further into the cave you
will find an elusive bird that you
cannot catch. It 's scared of some-
thing vou might be carrying so get
rid °fit!

Two sets of some steps lead dosy
into the Hall of the Mountain King
that is inhabited by an extremely
large snake, blocking further prog-
ress. This is a good time to show
sour love for our poor old feathered
friend who objects to being cooped
up near such loathsome reptiles (in
some versions eg Classic Adrenture it
is wise to show your musical trait
before you r humanitarian raw).
This should make getting that bulky

nugget above ground a bit easier lin
you!

Once you have disposed o f  the
snake, yet more locations and treas-
ures will unfold. The silver bars arc
easily gained as is a giant clam.
clamped tightly' shut and housing a
large valuable pearl within. Getting
the pearl a tricks problem? I think
not once you find a few more crusts
treasures to help_ Past the myster-
ious rock marked Y2 there is a figure
waving from over the other side of a
50 lOot chasm. Who is this figure
and w ley is he there? Relleet upon
the problem, it's as clear as glass.

Through a small hole in a dusty
mom and down, down into ever in-
creasing danger. ‘ 'h a t  lies alx_nr
the Twopit room? Green lingers
help along with a drop of suitable
liquid to make the stem rise to the
occasion and show you what's up!
At one point you will come across a
greeds 1
.
1
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across his bridge unless you give
him something valuable, There's
only one treason. that you can give
him and retrieve at a later point in
time (FEE FIE FO FILM)! How-
CVer, once you have crossed the
bridge and explored the other side,
you will still have to come back the
other way. encountering the Troll
for a second time, Suffice it to say
that the key to passing the Trull on
this occasion lies in the fact that y't PU
must have picked up somohing
whilst yin, were on the other side,
something that wil l  be accepted
without diminishing your treasures,

When returning the Ming vase to
the house remember how valuable
and fragile these sort °fillings are —
it might be in o u r interest to put
something soft down to cushion the
vase's fall.

BRIDGE THAT GAP
II you ignore the snake and move
deeper along the misty corridors
instead of down the steps, you will
come across a seo'nlingly uncross.
able and bottomless chasm. So how
do you get to the other side? Try the
age old trick of waving your rod in
the air „  f o r surprising results! On
the other side of t he chasm there lies
a valuable diamond for the taking
and nearby lurks something feared
by a m a
,
j o n t y  
o f a
l  
a d v
e n t
u r e
r s .
_  
a

maze! Fear not! For at worst you can
only get lost in  the never ending
number of devious twists and turns,
have your lamp run out and expirein the soft cloak of darkness.

DWARF ATTACK
The knife throwing dwarf mention.
ed earlier i s  easily disposed o l
(temporarily at least) by returninghis axe in the self same manner he
gave it to you! Should you delay too
long in  killing the dwarf he will
eventually k i l l  you  with  a  wellaimed knife thron_

AMAZIN• PIRATE PROBLEMS
The Pirate has the rather dist 'irking
habit of swiping all of the treasures
you've just spent hours and hours
collecting' and hiding them in his

treasure chest deep Yy ithin a MAZEOF nvIsTv I. rrrLE PAss-
AGES A L L  ALIKE (Ha! Ha ri'
Because you can't finish the adsent -
ore without accumulating all
treasures it  is lineman to  firstly
find the maze and secondly kg-an
the treasure chest within! I f  sun
should succe-ssfully locate the chest
then you still no longer get bat herril
Iry either Pirate or cha art!

Unfortunately' there a re  t wo
mazes lurking in the caves and both
must be entered and solved in order
to complete the game. As previously
mentioned one contains the Pirate's
chest, the other in fati hides a vend-
ing machine deep inside. Th is
machine dispenses fresh batteries
for your ever fading light source in
exchange for the rare coins ((bumf ai
the bottom of the dark well inside
the small brick building a t the
start). The 'solutions• to both of
these mazes are very
- s i m p l e  
o u c c
you know them but essentially die
maze should be mapped (and be-
lieve me, the W'hite I.Vizard has
been caught in some mazes in his
time, and that's a long time to have
been taught in tine)!

PLUGH
Returning treasures to the starting
point would be along and laborious
task i f  it weren't fior i  ley., magic
words, PLUGH and XYZ7Y. two
of the most we l l  read words
ihnoughout the whole I I  the Com-
plete Necromancer's D ie t  ionoary
and indeed many other people's.
There is in lact a third helplid wordbut the White Wizard doesn't led
he should entmst you with  its
power. The mere mention of these
words helps transport you to and fro
about the caves and cuts down on
unecessary travelling around.
TREASURES
Here is a complete list o f  all the
treasures that you need to return, in
no particular order. The  White
Wizard feels this doesn't affect the
game too strongly as the real chal-
lenge is in finding arid recovering
the treasures, not merely know
yy hat they are
The Rare Coins
The Silver Bars
The Gold NuggetThe Diamond
The Glistening Pearl
The Velvet Pillow and MingVase
The Golden Eggs
The Rare SpicesThe Golden Chain
The Emerald
The Persian RugThe Pirate's Treasure Chest
The Precious jewelry
The Jewel Encrusted Trident
The Platinum Pyramid
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RESCUE ON
FRACTALUSL
Activision's 1st release

from Lucasfilm Games
Hear what Jeff Minter says:

'One of my all-time favourites...
Stunning, solid 3-D visuals, The most

amazing impression of flight through
mountainous terrain.

Look out for this one. I think it's ace:'
ZZAP 64

£9.99
Rescue on Frottalus! I . &

LLICASFILM GAMES
Rescue on F rac
-
t a l u s !
1 .
6
1
1
1
3
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t f 7m
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MIT I
IPiACTIVISION

HOME COMPUTER SOFTWARE

Available now on C64 Cassette and Disk, and ARC Cassette and Oink A rtivinton I lit 1 1 4  I-I I  I -
4
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From selected branches of Boots, WH Smith, John Menzies, Lasky's, Spectrum, Rumbelows• Woolworth and good computer software stores everywhere.
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Here is a lisi iiirOph •  to aid you in your quests should problems arise. These
genertRIN and land contacts volunteer to help adventurers plagued by grues,gsl l i . 1 ,  drags ms or had beasties.

you would like to contact these quest solvers lin further inti)rmation
111411 on ' t  li trim III Send along an ,SAE with your letter. their generosity is
great Ind to ask them to gisi• up their gold as well as their time is anothermatter.

II you I e lco infidels' enough tit join the din' ranks and ran spare the time
dwit h% not drop nw a line t% ith a list ofall oldie games you ran offer 1»liiwith. to:
CLEVER CONTACTS,
The White Wizard's dungeon.
PO Box 10„
Ludlow,
Shropshire SI% IDB

Y4 mr help iN gnriith appre, laced —  There are Mall!, people out in the big.
ts ide %%twirl slowl% las:tinting more and more demented over the problems%4111 ma% have "arrived k% it h dew!

IX ) \ 1  i m o .  ifs
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HELP OFFERED

A lantastic little Chelmslin'd based group sent me a letter in last month.
Because ofthe turmoil eaused in the Ludlow olfices in moving the contents 01
my well furnished ca% ern from Yeovil. their address was not published.
Apologies my friends and I w ish you well as you contintw your excellent
%%ork in aiding troubled strangers.

For those stuck on ANY text based adventure. thr Adventureline advert--
lord's ty ill livable to hdp %on. Send your SAE and prsiblems to:ADVENTURELINE

R Garrett.
52 Mintwber Way.
(:helmsford.
Essex.
•fel112 15--1420111.

/ttest 411Iklerravid.
Slierlt wk. Gremlins

more
Trolly
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Tel (1110;71) tili7t1

Heroes of Kant. Empire of Karts, Erik the Viking,
Enchanter, Hitch Hikers Guide. Castle of Terror and

Fernhill Rd. Beghroke. Oxford. O M  !RR.

Heroes of Kam. Empire of Kam, Zim Sala Bim, Ring of Power,Eureka! (Roman), Valhalla.
I t:o l i o  I  AXPIWIIN) re•  2 9  C • I r d ( 1 1 S .  T O i  14111. S o s i t h a m p u m .  S O 4  I T A
I t ' l  1 n7o31 117 1964
1 a l i v r  
1 . 1  
N  )  
p m

Spiderman, Hulk. Voodoo Castle, Pirate Adventure, Mission Imposs-
ible. Adventureland, The Count, guest for the Holy Grail, Hobbit,Classic Adventure, Ten Little Indians
s Mims ' s .  32 Hornbeam ( lose I I  r PI sham. Sussex. RH 11 SNP,

Any Level 9 adventure, Heroes of Karn, Hobbit, Valkyrie 17, Witch's
Cauldron. Urban Upstart, Golden Baton, Arrow of Death I and II,
Wizard of Altryz. Circus, Waxworks. Ket Z o r k s  I and II,Deadline.
Nik W, i lk l i t d.  HI Kendal Road. Hillsborough, Sheffield. So 4Q1-1

Colossal Adventure. Dungeon Adventure. Lords of Time, Snowball,Hobbit.
Philip Chau. 7 Ruslintead r u t t e r b s t r y  Kent .  CT2 7RP.
i n  (IPII27) 43391 I Islys ern tilsit and giro p
n
,74 ZZA P !  64 September 1985

The Hulk, Spidermam Gremlins, The Sorcerer of Claymorgue Castle,
Nuclear War Games. Empire of Karm Heroes of Kam. Twin Kingdom
Valley. Crystals of Carus, Witch's Cauldron, Mystery of Munroe
Manor, Aztec Tomb, The Search for King Solomon's Mines and allChannel 8 adventures.
Nit G Mitchell.  ti3 Brownlow Si, Hash% Road. York 703 7I.W,
Tel 1094)4) 97111(t bets, ce
n 1 0  ( S I  
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Adventureland. Tomb of Xelops. Fools Gold. Escape from Pulsar 7,
Ten Little Indians, Time Machine, Perseus and Andromeda.
Feasability Experiment, The Golden Baton and Waxworks.
'sirs Stu- Beddow es. 19 "slay fair Close. Birmingham BS I it )113

The Hulk, Catacombs. Eureka, Forest of Doom, Pyramid of Doom.
Heroes of Kam. Empire of Kant, Quest of Mem vid, Aztec Tomb,
Ring of Power, Twin Kingdom Valley. Castle of Terror and MerryChnstmas (Ho! Ho! Ho!)
Situ, i (Eiout ,  52 kshlatrion Close. Ads% ick Le Street, Ni Doncaster DNii7DE.
Tel fo34r2) 72691 7 alte, i(WI pm V.. rvk days and any t ime weekends

Pirate Adventure, Secret Mission, Voodoo Castle, The Count, Strange
Odyssey, Mystery Fun House, Pyramid of Doom, Ghost Town, Savage
Island (parts I and 2), Golden Voyage, Sorcerer of Claymorgue Castle.
Hulk, Castle of Terror. Subsunk, Urban Upstart, Eric the ik ing andEmerald Isle.
K Lees, 25 1%1) in
-
fl a t t e r  
P i a v e .  
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thank MikeGat t ing (not the rrirketer) ofTerside for his interesting epistle
(one oldie %AT% li'%‘ I  have received ()Hate. as I previousl% mentioned) ol
praise ( thank you). criticisms (always appreciate& and tips.

Mike commented on the Si2C ormy rather small section its this Illap/1114'.
romplaining that it is far too thin. This is due to the fact that test ads entun's
on the fi4 are hard income by these days and has nothing t o&  with the
that the White Wizard is getting past it or drinks too much Pipistrel '16 to
actually be aisle to play the games!

He also suggested that readers send in any unusual mum-lands or actions
that they haw found during play and gave some examples that he has
discovered whilst play ing that est-ells-at 11114i-0m 4-lassie, Zork. Try entering
the lisibswing commands lin
- s o m e  
h u r n i m m u s  
r e s p o n s
e s ;

HELLO GRUE
ZORK
SCREAM
JUMP
E A T LAMP tor any ) aher objects kir that matter)
FEEL or SMELL ME (yourself)
KILL ME t
HE L L O  ( repeat )
and litsalls try repeatedly entering some form ofrather crude expletives (n(,t
that the WhiSe Wizard condones this sort of talk)!

There are so mans things in Zak ! (und its all other I tiliastm adventures
1r ir that matter) to iiitd out that you can spend hours just typing in pointless
and obscure words and having a lot ()Him in the process. Quite true Mike. as
the White Wizard has found out over a multitude ofsimilar lengthy sessions.

Here' are a selection of some of Mikes tips. Greatly appreciated litt le fate.
RING OF PO W ER
Search the lower levels very carefully and don't litrget any objects.

Can't  pay the lift attendant to escape the lower level. through lark of cash
To coin a Phrase 'That ' ll do nicely. sirf•

The boat unseaworthy ?The answer to this problem is a real corker —
Oops! I think that %%as a plug!
AZTEC TOMB I
Stuck at the cliff in your boat? Take a dip with suitable attire and dr) what
should I come Ilattilall!•

The ke% or your goal can he on a head — but not yours.
ZORK
( :an't get the Gold coffin through the dark hole? Maybe you eat] altar this
with a lets holy words.

.‘ Mrs  Sue Beddowes also w rote to me to say how much she enjoyed
looking over os% column after faithfully reading another magazinds lin-some
inse, Such kind words do nor go amiss in my heart and I thank you lig %oar

praise,

Unlisrtunairly my chronicles most draw ma dose for now, but I will join you
again shortly I  must also point out that I cannot answer any rorrespond-
dice personally as assizened wizard such as myself needs his sleep some-
time. D i  not be disheartened as l t i l le r i jov  reading your mail and I wouldw grateful for more.
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Price C9.95 Inc.
Cheques/POs payable io Monolith
Credit cards call 01-8372899

Mail Order M UNu L i l  r 1,
3rd Floor, Lector Court, 151 Farringdon Road,

London EC1R 3AD. CBM 64
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There's no mail order catalogue involved— just use
the prices quoted in the pages of ZZAPI 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 E20 and 50p off orders worth more than
CIO. 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!

S.

•

•  • •  •

a

•

• •  '''''

• •
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Retailers don't always have everything an stock you R I G H T  T Omight 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 y o U R  •  •exists we will get for you.

ZZAP! 64 Mail Order is backed by the resources of •  F I N G E R T I P S !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 in

service.

BRINGS
THE.•

VORLD OF
COMMODORI

SOFTWAE

•Nifi r



ZZAPI 64 MAIL ORDER FORM
Telephone Ludlow ( O M)  5620,

Please send me the following titles: Block capitals please!
Title Producer Amount

All prices are as quoted under review ,
headings or known retail prices and inclurie
VAT ZZAPI  64 mattes no charge tor post or pecking
inside the UK. Customers in Europe should add
the equrvalent oll 70p per elem Outside  Europe:
write first so that we may advise on postage r totes

Please make cheques S u b  T o t a l: tor postal o dare
payable to ZZAPI  se  L e s s  D i s c o u n t  t

Total Enclosed: E

Name
Subscriber No,
if applicable

Address

Postcode

ZZAPI 64 MAIL 'ORDER, PO BOX 10, LUDLOW, SHROPSHIRE SYS 1DB
Please do not send any mail order correspondence to the lisp! 64 editorial address as this will only reauh in delays.

OFF AN Y OR D ER  WOR TH
M ORE T H AN  t  2 0

OFF AN Y OR D ER  WOR TH
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DROPZONE:
An explanation and
survival tactics

AFTER the devastating robot
wars of 2084 the few remaining
humans can only survive by
building a Tachion propelledstar cruiser to find a Nu-Earth.
This ship needs Ionian crystals
for power so a consignment of
men have been sent to planet lo,
the real life volcanically active
and orange coloured moon of
Jupiter. It is your mission to
protect the men from being
attacked by a bunch of
disgruntled Jovian aliens who
are annoyed by the presence of
humans on their moon. You are
equipped with a Pulse-Laser, a
jet powered back pack, a
Cloaking Device and planet
shaking Strata Bombs.

Getting Started.
You'll never get more than a
novice rank unless you have
read the Dropzone mission
briefing thoroughly and
mastered the the coordination
required to survive. This is
greatly aided by using a decent
joystick. The best sort are ones
that give a nice tactile click when
they ve switched into position
and have as little movement
from side to side as possible.
This is because some of the big
waggly ones give no idea as to
what position it's in unless you
look at the screen, by which time
you've been blown up.Advice.
The most important piece of
advice I can give is DON'T
THRUST TOO MUCH unless
your reactions are really fast and
you've kept a beady eye on the
scanner for approaching
trouble. Consult the scanner
regularly as it does help to know
what's corning.
At the start of every fifth wave a
fresh consignment of eight men
arrive and are placed near the
base making it easy to quickly
save all of them for a good
bonus. In the first couple of
waves it is quite easy to save all
eight men but on later waves
you'll end up running into aliens
more frequently if you
continually rush off to try and
save the men, So, it's often a
good idea to shoot a few men so
that you're only protecting twoor three.
Generally speaking, it's best to
clear each area as you enter it,
except perhaps for spores which
can be distracting and may well
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TIPS
The result of yet more of Gary Penn's sorting
of your playing tips, cheats and POKES etc.

Something rather special to start the tips off this month in the form
of some Dropzone tips. So what's so special? Well they're from the
author himself. , Archer Maclean! He's also included a few POKES
to make things a bit more interesting, so if these aren't good enoughfor you...,
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need a Strata Bomb. It is a good
idea to try and conserve Strata
Bombs as you will need them in
later waves. Only release one
where it will earn you a
replacement.
Alien missiles fired at you will be
accurate 85% of the time so
unless you chan9e your speed
and direction quickly you'll gethit.
Blunder Storms are best
destroyed on sight else you will
only be rained on or struck by
Proton Lightning later on. If you
have to pass under one check
that it's not rumbling different
colours priorto striking and time
your pass.
Spores are fairly harmless, slow
moving blobs until triggered
where they release four Trailers
which can become a damn
nuisance and very hard to hit.
Strata Bombs don't always
completely destroy Spores as
they sometimes leave a few
Trailers behind.
Trailers can be shot more easily
at the top of the screen by
turning quickly from side to side
and firing like hell.
Trailer Invasion Waves are quite
easy to finish once learnt but
they have to le  completed fairly
quickly as th iNmeye appears
after thirty or so seconds. As the
wave starts, move along
blasting all the Spores with a
few shots then activate the
Inviso Cloak and let all the
trailers follow you on screen.
Simply detonate one or two

Strata Bombs to wipe
everything out and clear up any
stragglers left behind after the
blast. If necessary shoot all
remaining men as you'll get a
new set next wave anyway,
The Man Attack Sequence goes
as follows: When a Planter
drifting over the planet surface
detects a man below it, it stops
to attack him. The man sees this
and lets out a loud whistle for
help which echoes around the
atmosphere. An Android then
emerges from the Planter and
they both descend to the
ground. At which point the
Android is released and rolls off
to kill the man. Meanwhile the
Planter mutates into a suicidal
Nemesite, hell bent on
destroying you. When you hear
the whistle the shortest route to
the attack in progress is found
by looking at the Attack
Direction Indicator arrow above
the scanner. Check the scanner
to see if you can save the man in
time without endangering
yourself.
Shooting the attacking Planter
first THEN destroying the
Android as it falls under gravity
to the surface will reward you
with 500 bonus points. If it
reaches the ground it will still
chase the man it was initially
going for. If a man is saved by
picking him then the Android
will wander back and forth until
it detects another man to chase.
If it does find someone then a
second whistle for help will be

heard.
There is in fact a limit to the
number of Androids that can be
active at once. On waves one,
two and three this is set at a
maximum of two so if you save
or shoot the first two men
attacked WITHOUT blasting theAndroids then no more attacks
or Nemesites will occur.
Androids will actually invade the
Moonbase to kill men if you
have dropped them off. This
invasion can be prevented by
either saving all eight men or by
always carrying the last man
about with you.
Listen for Nemesites entering
your area as you won't have
much time to react on sight. If
necessary use the Cloaking

OKEY POKEYS
For those individuals who have
no doubt twigged how to alter
specific bytes and still run the
desecrated program, here are a
few one byte wonders
POKE 2311,100 gives 100 lives
POKE 2316,100 gives 100 StrataBombs
POKE 8575,0 increases the
attack rate
POKE 13151,7 increases enemy
bomb firing
POKE 5901,192: POKE
5930,128:POKE 59472 gives
increased vertical speed and
gravitational effects
POKE 32789,7 tricky one this, but
if it doesn't work try again as it isworthwhile.
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Device to protect yourself.
Nemesites never fly at the same
height as you unless they're
close enough to move in for the
kill, So if you're flying low they'll
be flying high and vice versa.
The best thing to do is to quickly
thrust away from them and at
the same time move up/down
until your height is the same as
theirs. This will force them to
change their height and cross
your firing line where you can
turn and blast them. If you miss,
carry on and try again but watch
Out for oncoming aliens.
N you do lose all the men then
the planet becomes unstable
and an earthquake will result.
This triggers off previously
harmless volcanoes which start
to spout highlydangerous white
hot lumps of magma. To passover them needs skill or use of
the Cloaking Device if it hasn't
already run out. If it has, then
your best method of survival is
to hover above the region
between the Ionian sea (an old
lava lake) and the smallest
volcano. The magma doesn't
rise up very high here and it
can't reach you. All Anti-Matter
nodules will eventually bounce
towards you so that you can
complete the wave but beware
of Nmeyes.
The Nmeye (pronounced N-M-
EYE) is sent in to interrupt your
wave if you take too long to
complete it. Each one moves
faster and is generally more
aggressive than the last so that

you can't hang around shooting
them all day. The best time to hit
them is within the first half
second of their arrival as they
haven't built up any speed and
are still blinking.
On completion of a wave you get
up to 500 bonus points per man
saved, 50% cloak time refill and
a chance to wipe the sweat and
space flies from your helmet's
face mask.
The various ranks are: NOT
LISTED - PRACTICE
RECOMMENDED, DEXTRAL
DODGER, TREKIE, MOON
CADET, PLANETSMAN, ACE,
PLANET MARSHAL, PLANET
LORD, STAR WARRIOR, SOLAR
PRODIGY and finally
MEGASTAR - MISSION
COMPLETED.

Food for Fact Freaks and
Sceptics...
The 64 Dropzone is about 46K
long and consists of a 300 feet
long listing of 15,000 lines of
sparsely commented code with
around 350 subroutines and
around 3000 labels.

Those who can reach
Megastar status on the 64
should have had enough
practice to attempt an Atari
supervised Dropzone mission.
The Atari, being the Porsche of
home computers, is capable of
running Dropzone 2.5 times
faster than the 64 and can
handle any amount of blobs on
screen, even when you release a
Strata Bomb, It is visually,

POKES!!

sonically etc, identical and about
I2K shorter. However, the 64 is
still a respectable BMW316 (S
regL

TIM LOVE'S
CRICKET
(Peaksoft)
Richard Kamyczek of
Mansfield, Notts is a big fan
of TLC and sent in some
interesting, unusual and
useful POKES for it
(honestly)! He feels that
while the game is at it's best
when two people play, there
may still be the need for
some people to play the
computer and therefore the
following POKES will be of
help in making the game
more of a challenge.

Firstly, skip the first part of
the program with the VERIFY
method then LOAD "",1,1 to
load the second part of the
game. Once loaded, LOAD
the third and final part of the
game in the same manner
and enter any of these
POKES:

POWERFUL UTILITIES
THE BEST RANGE OF UTILITIES FOR THE 64. w n i rrEN  BY PROFESSIONALS—SOLD BY PROFESSIONALS

DOUBLER
The tape  beta  up -
d e v i c e 'Doubler has beers an enormous success

arid continues t o  seil 0 , 1 1  We i y ?
Because it  is the host  product  o f  I ts
type  cal the market Doubter uses a unique
method M a t  copses a l l  t yp o s  o r
s o f t w a r e  re card l e i s o r sp e e d  I t  (  o n S
,
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Shop  p le a se .
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You wOn t believe haw mall Lett ?au itatt used It
as well al these programs • Disc CwieCtOr" ekorporates
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DATA itECOnDEM
A d e d i c a t e d  l a t  c l e s , 9 n e n  I ,  • • •

on The ( BM  h t or VK l a  S ix , th, Arlon
iN  but wa ft  pause button. rasrs
,,,Available lo t the  P1.164 or  16  M

p o re
LA TISPACTOOld GU A A A I 4 ve I D .

ONLY  1.29.1ai

MICRO CENTRE
1756 PERSHORE RO AD,

CO1TERI DGE,  BI RMI NG HAM.
Tel : 021-458 4564

POKE 31747,7 will make the
computer play better against
fast diagonal balls
POKE 29523,21: POKE
29524,24: POKE 6178,76:
POKE 6179,0: POKE 6180,28:
POKE 5002,40 to stop the
computer's fielders getting
drawn too far out of position
Enter SYS 29430 to start the
game.

CHINA MINER
(I nterceptor)
Further to the crusty POKES
printed in issue two, here are
some more to make things
easier still. Load up the
program in the same manner
as usual and enter these
small 'routines'

Firstly, some POKES to
ignore sprite collisions:
POKE 34493,169: POKE
34494,0: POKE 34495,234
SYS 64738 will start the
game.
Finally, a small routine to
remove all nasties from the
game:
FOR A=9320 TO
16385:POKE A,O:NEXT
SYS 64738 to start the game.
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INDMNA JONES IN
THE LOST
KINGDOM (US
GoIdtMindscape)
Screen One:
Simply touch the coloured
balls to the left of the screen
and when Indy turns the
appropriate colour, cross the
cliffs using the three lifts,
avoiding the flying creatures
as you go (or transform them
temporarily into harmless
butterfl ies by hitting them
with your cane). Touch the
white balls on the other side
to transfer the colour and
repeat for the other two
balls.

Screen Two:
There are ten numbers and
eleven spaces at the bottom
of the screen. The ten
numbers must be
rearranged in the correct
order corresponding to that
of the column of numbers to
the left of the screen (the
order from top to bottom
should match that left to
right). To pick up a number,
press the fire button and
push up on the joystick when
positioned correctly over the
required digit. To drop a
number press the button and
push down when over the
necessary gap. Once the
numbers are correctly
arranged wait until the six
balls are in motion before
leaving via the exit to the
right of the screen. Speed is
of the essence as the roof is
continually getting lower
and the six balls start to
bounce furiously about the
place.

Screen Three:
Move Indy up to the icicle
with the zero on it. Press fire
and pull back on the joystick
to collect the number
(moving the joystick left or
right whilst holding the
button down will increase
the value of the number) and
carry it down to the centre
bottom of the screen. The
block of light blue is in fact
the exit, composed of nine
squares and you have to
place nine different numbers
on this exit in the form of one
of those 'magic number'
squares.

Move over the square you
wish to drop the number on
and press the button and pull
down on the joystick to drop
it. If the number has been
placed in the correct position
then the respective circle to
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the left of the screen will go
black. In which case you
have to go and get another
number from the icicle, bring
it down and try the next slot.
If the number you've chosen
to use doesn't do anything
then you need to try another
number, so go back up to the
icicle and

Once you've hit upon three
correct numbers, the
respective line of exit will
disappear altogether leaving
the next line ready for
'opening'. No two numbers
used will be the same so as
you whittle away the exit
things get slightly easier.
Beware of snowflakes as you
trot around screen and

Screen Four:
On this screen you have to
move the blue colour of the
crystals from the left of the
screen to the right. Touching
a blue crystal with your cane
will turn your cane blue and
the blue crystal white. Move
to the next column of
platforms and turn the white
crystals blue in the same way
that you made the blue
crystals white.

As you turn the columns of
crystals blue, other lifts will
be activated enabling you to
move further across the
screen. When you reach the
other side of the screen and
all of the right hand column
of crystals have been turned
blue then an exit will open up
in the top right corner of the
screen, allowing you to
escape.

Be careful not to fall from
too greater height or run into
any of the 'nestles' released,
Hitting the nasties with your
cane will temporarily turn
them into harmless
butterfl ies as before.

Screen Five:
Start off by killing the green
monster with repeated hits
of your cane and take out any
bats flapping around in the
same manner. Once the
beastie has been disposed
of, hack away the wall to the
right of the screen with your
cane. When you've done this
and you have moved
through the hole a lift will
start moving and a bell will
appear to the far right of the

, screen.
Walk over the lift when it's

at its lowest point and touch
the bell with your cane,
causing it to disappear.
Another bell will appear at
the top of the screen so use
the lift to collect it. When you

have done this a small hole
will appear in the wall and
with each bell you collect it
will enlarge, until all the bells
have been collected and the
hole is finally big enough for
Indy to go through. When
this happens, go back to the
far left of the screen and exit
through the hole.

Screen Six:
Collect the five challices
scattered about the cavern,
without getting killed. Press
the fire button to teleport to a
different part of the cavern.

EDDIE KIDD'S
JUMP CHALLENGE
(Martech )
Hold down the fire button
and when you get to the
second post on the wall,
press F3. As soon as you see
the ramp press F5 and as
soon as you are on the ramp,
let go of the fire button. As
you come in to land, pull
your front wheel down to
stabilise the bike. This will
work fine for four and five
cars but you need to release
the fire button later for
longer jumps.

SPEEDING UP
GRAHAM
GOOCH'S TEST
CRICKET
Tony Murphy of London
found out that if you press
down the SHIFT LOCK. then
the game will race through
the overs, giving you the
runs and wicket situation
without showing the
graphics. Audiogenic told
him that this was so the
programmer could test out
the program quicker—
certainly helps!

ENTOMBED
Due to extreme public
demand, here are some
teensy weensy little tips for
anyone stuck with this smart
new (ish) Ultimate game.
Right, first the Pool Room
(room N with reference to
the map in issue 3)
Move Sir Arthur into the far
left pool, trot down the ramp
and immerse him in the
centre pool (he should turn
invisible — use the whip to
see where you are) and then
over to the far right pool
(make sure he really does get

a good dip 'cos if he doesn't
then this ain't gonna work).
Finally it's back over to the
far left pool where Arthur
should reappear. You're now
free to leave
The Boulder Room (room K):

11 reckon it is in fact a disk
but everybody seems to
want to call it a boulder, so
Go to the far left corner of

the screen, in front of the eye
and turn to face the left wall.
Jump up and down without
changing your position and
the boulder (now you've got
me at it), sorry, disk will
move — slowly but surely,
but it will move!
One more t h e  Bird Room
(room H):
Collect the glowing 'things'
dropped by the bird, by
jumping into them. If
successfully caught you will
hear a ping (I find it helps to
jump in front of the
sarcophagus itself), so walk
over to the pot in the far right
corner of the screen and
drop the bits in there (where
you will hear another ping
(or is it a ting))? The moon
will set and the sun will rise
and when the weight of the
droppings proves heavy
enough, the sarcophagus
will open.

THE FOURTH
PROTOCOL
Some excellent tips on the
Part One of the game, The
NATO Papers, from Andrew
Lewis of Leicester.

CENCOM contains the file
Telephone which lists three
telephone numbers:
Blenheim Computer
04382731
Medical Security 71288989
Sir Anthony Plumb
12377563
The last of the three numbers
is to be used when the player
knows all the details about
the traitor and his contact. If
these are not known and this
number is dialed then
valuable prestige points will
be lost.
Medical Security can only be
successfully called after
Bracton has called you.
Beware as Bracton seems
obsessed with calling you —
read his file and that of
Thom_
Blenheim computer can be
dialed at any time. By linking
up with the Blenheim
computer and giving the
relevant password, decoded
from the memo using the



'one time pad', various files
can be transferred to
CENCOM for recall later.

The following files are
known to exist at Blenheim:
NATO, Paper 1, Paper 2,
Paper 3, Paper 4, Paper 5,
MOD, Cabinet, Foreign,
Abbs, Stanistav, Pizza,
Maras, Pasternak, Faulkner,
Bracton, Thom, Blodwyn,
Trade, Names, Delivery,
Nilson, Omparde, Shoukir
and Fox.
By analysis of the files Paper
1-5, MOD, Cabinet and
Foreign it is possible to
narrow down the name of
the traitor to one of the
following:
R Night, D Faulkner, A
Sopwith, F Janes and T Allen
Since these are the only five
people who had access to all
five documents and a
photocopier.
•Generally, the more
watchers there are on a
target, the faster you will get
results.
ItAlways answer the phone
as soon as it rings as some
calls are very important.
•Never have watchers on
targets which have already
been dealt with as this loses
prestige points after a nasty
memo from the boss!
• As  your prestige increases
so too does your allocation
of watchers. The opposite is
also true!
•Some targets, such as
Warburton and Banister,
require the maximum of 25
watchers allowed to ensure
correct results.
GENERAL STRATEGY FOR
PLAY
At first, read all memos etc,
decode your password
(usually Phoenix, Firebird or
Rocket) then transfer all files
from Blenheim.
Assign 25 watchers to Abbs.
When asked what to do
about Stanistav select
OTHER SUGGESTIONS and
enter TURN STANISTAV•
This should get things
moving.
Put 25 watchers on Allen, not
forgetting to remove the
watchers from Abbs once
Stanistav has defected.
When one of your watchers
calls you about Allen and
gives a phone number, ring it
then search the flat.
Interogate the landlord,
arrest Allen and TRANSFER
him. Do not use the HEAVY
METHODS option as this
loses prestige points.
It is also interesting to put
watchers on Sopwith but do

not arrest his contact. Maras,
as he has diplomatic
immunity . Actually Sopwith
isn't the traitor as revealed
later in a memo.
You will need 25 watchers on
both Warburton and
Banister (after you have
been notified about them).
You will then be asked to call
a phone box number. Do
this, then dig up the object
and inform special branch of
your findings.
When contacted about
Johnston via a memo, put
watchers on him. Eventually
you will be asked what to do
about Pasternak, through a
memo and you must reply
with the approach Johnston
option. Later you will receive
a phone call from Johnston
about meeting Pasternak
and you must do so
immediately.
When the NEB plans are
leaked you must analyse the
papers as you will either
scare off the agent or lose
prestige points. Do not try to
make the newspaper reveal
its source as the ensuing
court case lowers your
prestige. Anyway, the
person responsible, Willis, is
caught later via his
fingerprints. When this
happens, PROSECUTE him,
You require 25 watchers to
keep an eye on Faulkner and
25 more for Genovese. This
is to allow British Telecom to
intercept a call which, if the
tape is analysed, will allow
you to compare voice prints.
This will now enable you to
fly to Stockholm after
receiving a phone call
regarding the voice analysis.
Diplomatic files of Nilson are
kept at Stockholm but all
other files are kept at
Am ea
Read files on:
Commander, Incident,
Nilson, Stenbern, Westin
and Rosencranz.
You can now visit Storuman,
where Rosencranz and Anna
Nilson are to be found,
Stensele where Gunnar
Westin lives and Borgatjall
(go climbing, where you will
hear a report from
Stromisson)•
This should give should give
some indication of the
answers to the questions
posed by Sir Anthony Plumb,
which are:
Who is the British traitor?
What nationality is his
contact?
What name is he using?
What is his real name?

What proof do you have?
Where did it happen?
and How was the traitor
recruited?

Best of luck, chaps!

Due to the enormous
quantities of mail received
every week and what with
the general pressure of

If you have any playing tips,
be they pokes, cheats or
explanations (even requests
for particular game screens
etc!) then send them in to
Gary Penn at the address
below. He's always on the
look out for good tips in any
shape or form (within
reason) and there could well
be the occasional t-shirt or
game for the best ones •  •

ZZAP! TIPS, KJ BOX10,
LUDLOW, SHROPSHIRE SY8
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BLANK DISKS
Top Quality 5; Bulk  Packed Disks

Supplied in  l a s  ...vitro a FREE Plastic libca ry Ca,z, Labels e tc
ONLY E13.95
ONLY El 7-95
ONLY £5995

10 Single Sided 'Double Density*

10 Double Sided. Double DensitY
1

All pnces  MC i r ek iu ,e  & V A
Delivery M E E  triroushout me UK

3 &  D i s k s  also eva ila t le

TIPS
schedules etc, we regret that
no correspondence may be
answered personally by any
member of the ZZAP! 64
team. There might possibly
be the off chance that the
occasional letter might get
some form of personal
written response, but to
avoid disappointment of any
kind, please do not ask for, or
even expect, a private reply!

* LIFETIME WARRANTY *
* FREE FAST DELIVERY *

:  : M a km' sr

50 Single Sided' Double Density*
(Supplied with a Perspex Storage Box)

50 Double Sided:Double Density' O N L Y  £ 7 4 9 5
(Supplied with a Perspex Storage Box)

Bulk Orders, Export Enquone5 & EckKational Enquiries Welcome
Doable  Co mity ft L . e l " . . ske n  of 40 I D  Twig

Oss.

Please Send Cheques/Postal Orders ten.

S',/E? t i M I T F P  (Dept Z z 1 )
11 Oundle Drive, Nottingham, NW! 11114

Telephone (0602) 782310
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around the adventures of
our Jack. You remember

Jack, he was the chap who sold a
cow in exchange for a handful of
useless beans. As luck would
have it the little twerp (or so his
Mother called him) threw them
out of the window whereupon
one of the beans sprouted into a
very large and rather silly bean-
stalk. Jack, being more than a
mere twerp, decided to climb
the beanstalk and get into a lot of
trouble. Up above the clouds he
discovered a Giant's castle. Now
read on....

So you first task is to climb the
beanstalk by jumping from one
branch to  another. The  stalk
extends for two screens after
which you must get past the
cloud, by  jumping from one
cloud to  another. Whe n you
manage to reach the top, you are
confronted by a series of rooms
that all bear a resemblance to
the screen concept of Jet Set
Willy.

Each room has a  series of
levels. Jumping from one level
to another is fine but for the
moving nasties, found on each
of the levels. You must avoid
them if you want to get to the
next level without losing a life.
All to l d  Jack mus t explore
twenty-three 'rooms' moving
from one to the other by negoti-
ating a path along the various
platforms to reach the entrance
to the next room.

Somewhere within the Castle
are to be found the three objects
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Platform g a i n that don't ha •
anything n e w  t o
offer are starting tobecome a mite u
some and Out on
Limb i s  such
game. There  a
quite a few resern4

blances throughout to c a r te *
other popular platform game)*
(some of the rooms even have)
the character concerned walking'
about in them), The graphics a
nothing to write home abo
and sound follows much t
same suit. Even the  speectsi
(which wasn't exactly amazing,
didn't help, rather it hinde
and annoyed. Out on a Limbis
,difficult one to progress througand most of the time infuriate
because o f  this (m y  fi ng
hovered tentatively over the on
off switch many a time on losin
a life). Even a t the relative
cheap price of *quid, it doesatempt me

that, as myth will have it, comp-
ensated Jack so well for the loss
of the cow; these are a bar of
gold, a talking golden harp and
of course a golden egg (only a
minor departure from the story/.
The three objects are brightly
.coloured so while they may not
be easy to locate initially you
won't miss them once you do.

Jack begins the game with
four lives, and when you lose
one the game resumes on the
same screen but not in the same
position. I f  you have a  bad

by the task set in;
the game, I would have thought'
that the fairy tale lent itself quite,
:•well to incorporating something.
more of an adventure element.
,teethe than a simple 'dodge em

!platform game': The  speech
produced by  the program is

,Acceptable but not represent-
tgitive of the Commodore at its

l e s t  Wi th only  twenty-three•
locations to explore you won't

overawed by the size of this
me. Despite some o f  i ts

nnoying feature Out on a Limb
quite playable but I  soon

b e c
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b
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G

1,41(1,5 stuff perhaps? ••

memory or are unable to count
to three, fear not, on the righthand of the screen there is an
objects counter to remind you of
the objects collected to  date.
Instead of awarding points, the
game measures your perform-
ance according to the length of
time you take to complete the
collection and make good your
escape. For this purpose a clock
is positioned at the top right of
the screen. Taking more than
forty minutes is not pat-on-the-
back stuff but anything less than
half a n hour is  pretty good
going.

This is a pretty un-
remarkable game.
The graphics a re
far from stunni ng
and the sound is at
its best when it's
turned off. I  am
little disappointed'

The first screen on
this ga me  looks
suspiciously l i k e
the one in Thor's
Jack a n d  t h e
Beanstalk, a l -
though i t's  a  lot
easier. I  was quite
relieved to see that

the similarity disappears after
this screen. The trouble with this
game is that it's lust another
boring old platform game with
no real original touches, collect-
ing certain objects and using
them was about the only thing

.
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ould've switched off there and
The sound is pretty awful

t there is speech, a 'FEE Fl FO
!VLIM' bit a t the beginning of
each game and a 'GOT YOU'
when you die which is quite a

• good, i f infuriating, laugh. Per-
haps this game would do better
with a 0 .99  price tag, but as it
.stands it's rather overpriced for

another Irightileap-em

* p
i

P r os onto t I on  5 4
0
1 t o
Run-of-the-mill stuff
.
G ra phi c s  4 7 %
Jack's not bad but the rest ain't
too hot.

Bo u n d  5 9 %
Pretty grotty music and effects
and even the speech isn't too
good.

Hookobility315412
Frustrating and not overly
compelling.

Leatebi l l i ty  Mi na
Difficult to crack and will take
time to do so if you're willing topersevere.

V a l ue  For  Mone y  3 8 %
Cheap, but not quite cheap
enough.

Overa l l  30412
Not exactly one of the best
versions of this type of game.

OUT ON A IAMB
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Guide bouncy 'Thing' through this underworld fantasia searching for the armoury to equip himself

carefully for the final encounter with the evil Toy Goblin.
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TEST
M O N S T E R  T R I V I A
LIS Gold, E6 .B15  case ,  e l 4 . 8 5  d . k  k a y  inputs  only.
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on the popular 'trivia'
question games that

have invaded the market over
the last couple of years. The idea
is an exceptionally simple one:
you are asked a  question and
you have to  give the answer,

There are two 81-I-I-
IG problems  wi t h
this game.  Fi rs t ly
the fact  that  being
an American game
98% o f  the quest-
ions a r e  o n e s
which are based on
American subjects.

For ex ample,  b e i n g  a  s port y
person, the first subject I picked
was sport .  A f t e r  be ing asked
about  s ome 1963 pitcher I was
then asked about  the origins of
an American football team. The
quest ions soon became annoy.
ing, n o t  bec aus e I  c ou ldn ' t
answer t hem,  b u t  bec aus e I
didn' t  even s tand a chance o f
doing s o!  The second point  is
just  bad — programming.  The
computer has no sort of artificial
intelligence so i f  you're nearly
correct i t  jus t  says WRONG! ! !
When I  t hought  I  k n e w t h e
answer to one of the questions
put  Chanel  No  5, ' WRONG I ll
°said the computer.  ' t he answer
is Chanel No, 5'. Oh  wel l !  Only
one dot  out. Perhaps next  t ime
I ' ll remember ,  T h e  graphic s
aren't  that bad, and the sound is
quite good,  i t ' s  jus t  t he game
itself  t hat  needs  a  f a i r  b i t  o f
Anghc is ing

84 ZZA P I  64 September

which, if  correct, is worth points
depending on its difficulty.

Monster Trivia is this sort of
game e xa ct ly  a n d  con ta ins
many questions on a ll sorts of
different subjects. Wh e n  yo u
load the game you are asked
how many people are playing
and their names and sex. You
are then given a character which

appears on screen and all char-
acters sit in  what seems like a
mediaeval dungeon complete
with mouldy walls, slit windows
and a large door behind them.

Now the questioning starts.
You are asked to pick a subject
and are asked a question con-
cerning it. Get it right and you
are given points along with rapt-

Although t r i v i a
games are popular
and have been very
successful I  mus t
say I  fi n d  t h e m
rather b o r i n g  t o
play. T h e y  h a v e
certain l imi t at ions
in t hat  y ou get  t o

k now the answers as y ou play
and after several games it starts
to lack in any appeal it may have
once had. Admit t edly  wi t h  the
board (bored?) game you have
thousands o f  ques t ions  a n d
answers to learn but this doesn't
quite app ly  t o  t his  c omput er
version. OK, so there are 16 sets
of  ques t ions  t o  l o a d  u p  i nMonster Triv ia but that isn t  that
many  when it  boils down to it,
especially c ons idering t ha t  a
large majorit y  of  the quest ions
are so 'American',  It would have
helped i f  t he interpreter used
was reasonably  lenient ,  bu t  i t
isn't. It does get incredibly infur-
iat ing when you enter '11' as the
answer to the number of players
in a cricket team, only  to be told
your wr o n g  wh e n  y o u  k n o w
you're r ight  and then fi nd out
you s h o u l d  h a v e  e n t e r e d
ELEVEN! The average graphics
don' t  exact ly  mak e t he g a me
any more fun to play, neither do
the s t range s ound  ef fects  o r
Cosmi-esque music.

urous applause and a re  also
allowed to  take a  bow, Get it
wrong a n d  something nasty
starts t rying  t o  g e t  in to  the
dungeon. The same carries on
in th is way, with  the monster
gradually wrecking half the wall
and door (at least it did when we
played i t  because we  go t  so
many questions wrong).

Once a ll the questions have
been answered  t h e  win n e r
stands and takes the applause
and the loser meets the rather
horrible fate of being gobbled by
the monster who comes burst-
ing in.

P r e s e n ta t i o n  7 1 3
0
0 0
Nice instructions and good on-
screen presentation.

g r a p h i c s  5 5 %
Reasonable characters and
monster.

S o u n d  6 7 q t
Atmospheric screeches, wails
and moans with some goodmusic.

V a l ue  for  hiforvay 8  V%
Too American and fussy foreven hardened trivia lists.

Ov e ra l l  e a c h
Trivial sums it up quite nicely.
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On th e  appointed day.
Moss turns up with his own
stick — the mark of a true p
fessional. A n  Arcade Art isan
becomes familiar with  h is joy-
stick, wearing patterns into its
mechanics with prolonged use,
which means it responds more
easily and feels comfortable to
the hand that uses it, He also
arrives wit h  a  colleague and
moral supporter by the name of
Chris..  , this bodes well, Rignall
„will be fazed by this two-onto-
one approach to playing Drop.
zone and I  insist that the fra il
bodied de enerate be supplied

d unresponsive
p his abilities.

cis by Insisti
Gary Penn

ed •  n e x t  t o
ghout I  p la y -o f f ,

be over three games,
to reach a score of 100,

the victor. I lose patiene

OXYGENLESS MOON . -
I  am much safrasbed by a week's rest and recupent •
the medi -uni t of  my command ship, toi l owi ng the pal
defeat of nay worthy challenger, Paul Sumner. I while a
•  few pleatiun hours, toying with a gift from my h •
planet — a Nalluciputer, which interfaces with my
bei ng a
n d e o
n t u r e
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111f refer to as 'Video Nestles'. A refreshing diversion indeMir mind swiss occupied, drinking in the forty seven
unphsasent dismemberment o f  the  festering rert-s
Rignell, when my  earthbound minkon nmde contect.
br eak of f  from the decapi tation scone I have been pol l

and /skarn that another challangar ha* bean found.
Andy Moss halls from Coventry, and his qualifications a

certainly impressive. He has a personal best o f 1 ,
2 1 9 , 0 0 0  oDroozone, has achieved a very respectable 6
5 0 , 0 0 0  o n  B o oRopers and has an outstanding range of high scores in his pofolio, my minion informs me.

I am wearied by the incessant smugness of Rignall . . . but
must face up to my responsibilities. Soon I must be victorious
and the pleasure of Rig nail's defeat will be made doubly sweet bThe period Of intense anticipation I have had to endure.

I instruct my minion to arrange for Andy to be transported to
the ZZAPI offices where Rignail lurks, and reconnect with the
Halluciputer. Droozone is to be the challenge game, and, inspiredby the possibilities, 1 creataimages of Ri ! nett •.• •  -airless planet ... I r  • :  • -

with the Smug One, but realise
that argument will only damage
my neural circuitry further and
accede to his demands. Why do
allow my self to sink so low?

The play-off begins, and with-
in n d s  the  a ir i s  fu l l  o f
131 w h i s t l e s  as Androids
ro e  surface of the planet,

to destroy the men I
ars
ion
of

th n a i l
is

tt, a  tinyad game is
be a y e  t o  100;000. I con-

ce o n  remaining calm.•
me progresses, a n d  M rM. o w s  his style, resorting
to a r t  Bomb only occas-
io A t  a measly 4,210 points,
he loses his first life though, and
Rignall smirks, as he is still in the
lead after the second wave.

Moss persists, he is not to be
ut off by such minor disasters
s loss of lives. Two more go in

k succession, at 12.170 and
80 and I wonder if Mr Moss
ost his touch I must remain
at all costs.

Rignall, meanwhile is  gently
dging fu rther in to  the  lead.
ucking and weaving between

the Planters and dealing with the
ernesites with aplomb. I notice
at a t  another l i f e  departs

dy Moss screen as
er the 27,000 mark
end of the Trailer
arly 10.000 points

fore I have time to con-
the consequences o f

a part of Mr Moss,

Rignall loses h is  fi rst  l ife  a t
37,260, He is obviously rattled.
and plays less we ll f o r some
minutes as he tries to come to
terms with  the stupid slip  he
made. Andy makes up ground
rapidly, encouraged n o w  h e
knows that Rognall is not perfect— as if he were!

Again, Rignall loses a life, this
time a t  the he ll way mark o f
50,720. The gap between the
two contestants n a rro ws t o
5,000, a n d  A n d y ma rks t h e
51,000 by losing a life, this time
at virtually the same instant as
Rignall. B u t  a s  Rignall co m-
pletes wave six, he pushes his
lead to 6.000 points. By the end
of wave seven Andy is trailing by
some 10,000 points

My physique has not fully re-
covered from the demands my
emotions and anger have made
upon it, and while  the rational
side o f  my  being attempts to
remain ca lm, I  sense that my
hearts are beginning to  pound
erratically a s the  prospect o f
another defeat f o r  m y  cha l-
lenger looms in front of me,

Further lives are lost by Andy,
as he nudges over the 70,000
mark and as Rignall approaches
the 100,000 mark I notice that my
Coventry Challenger Is about to
concede_ He places his joystick
on the table and leans back as
Rignall h its 101,430 o n  wave
nine.

It is, after all, the best of three
games. I  remind mysell force-
fully. My Challenger merely has
to reach 100,000 before Rignalltwice, and he will become the
apple of my vision units. He CAN

askadiaida.



do it. I wilt
WILL do it.
missing th e
which I  feel co
my being, and
thoughts as Ga
mences _

Through
positive

wo com•

My confidenoe seems justified.
At the end of the first wave,
Andy is just ahead of the slimy
Rignall. All goes well until Andy
reaches 8.760 whereupon he
loses a life. A minor setback, at
this stage I remind myself .
and h e  seems unperturbed
Rignall, meanwhile finishes the
second wave and loses some
time by  glancing over a t his
opponent's screen. Rignall pro-
ceeds through the third wave,
finishing just as Andy loses a
second life at 15,67(1 More time
is wasted by Rignall whose.egois so massive that he  t
resist watching my Cha

begin to wonder i f Rignall
playing with myself and Moss,
bluffing and taunting us I  feelpain

The first Rignall life is lost as
he reached 28,260 — is he taunt-
ing us, or is he slipping, his con-
centration subverted by his ego?
I hope it will prove to be the
latter.

Wave three comes to an end
for my Coventry Challenger. and
he • o s t  ten thousand points
be b e g i n  to fear for his
ch o c e s s .  He is a wavebe

catches u
speed pia
balance
loses his
41.000 m
wave f

Aha s  yet
life, h d  less t
hundr s .  He  could
losing his touch — this deliber-
ate teasing on his part could well
cost him dear. His lead dips to a
mere 7,000 points and Andrew is
playing well.

Another Rignall life lost o h ,
that this was happening for real
on the  s i r . ,  o f  a n airless

tenet I
ember

the
be

CHALLENGE

mind and dist
hope.

(Inatrses yet another Ii feat
52,960 — perhaps my ploy is
working. I  must continue to
project the image of an oxygen-
less wimp, scrabbling for life
sadly Rignall is still 10.000-odd
points ahead at this, the halfwaymark.

Andy indulges in some very
nifty Nemesite shooting, and by
the end of wave six he's short-
ened Rignall's lead to a mere
5,000 points. Good My strategy
appears to be working.

My challenger is catching up.
Rignall is a mere 3,000 in front
and the y  a re  both battling
through Wa v e  seven T h e y
finish a lmost simultaneously
and Andy takes the leadl

I must refrain from

y anguish by
last session

titer. Maybe I
ct m y

ug p o w e r
es of
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GAME THREE
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pleasant thoughts • I  must con-
centrate o n  in terfe ring  w i t h
Rignall's mind patterns •  n o
I've allowed my concentration to
lapse and Rignall sneaks a slight
lead during Wave eight

Andy nudges into the lead..
he's holding onto it •  • Wave
eight is over, Rignall is first to
complete it, but has lost the lead_
Into Wave nine and Rignall •
frantically hitting the space
to activate smart bombs in a
ditch attempt to hit the hundre
thousand, There are but a few
points In It • I  can't stand the
pressure and feel my two hearts
beating against one another. My
constitution cannot put up
this punishment.

I slump, drained, as Rig
hits 101,940 as Andy touches
over 99,000. It is over again, and
yet again I am made to appear
foolish. I have no more to say,
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(Mastertronic)
,982 Neil Roils, Wethersfield,
,159 Derek Holmes, Walla
rseyside

UE MAX (US Gold) 17,
ilip Desmond, Chelmsford.
,550 David Neale, Walsall, W
dlands
.500 Julian Rignall, MAP!

BEACH HEAD (US Gold) 838.200
Michael Chappell, Kent
756,000 Carlton Walls, Norwich
716,000 Jason Latiff, Middx

BEACH HEAD II (US Gold)
1,101,200 Julian Rignall, ZZAPI
989,500 Gary Penn, ZZAPI

R
,
L
I

NTY BOB (US Gold)
000 Michael OnNel, Bognor- is, W Sussex
320 Andrew Grifo,

Manchester
252,390 Jason Bell, Prestwoold,Bucks -  - - •
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CAD CAM WARRKIR (Taskset)
6.175 Mark Coleman, Blackburn.Lancs

ilip Desmond,
rd, Essex

Oncentihre)
13,300 Julian Rignall, ZZAPI

CAULDRON (Palace)

,
i
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1
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3
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i
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h
,  
S
u
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Gary Penn. ZZAPI

CLUMSY COUN (Pdastertrook)
127,187 John Billet, Suffolk

CHICKEN CHASE (Firebird)
973,426 DJ Murray,
Hoveringham, Notts
923,643 Paul Yendall, Exeter,Devon
630,891 Julian Rignall. ZZAPI

CYBOTRON (Anirog)
1,250,000 Stephan Blidgeon,Manchester
436,200 James Thomas,
Fishguard, Dyfed
386,200 M O'Reilly, Rishton,Lancs.

DEFENDER (Atarisofl)
3,005,675 Gareth Baron, Tyneand Wear
3,000,150 Julian Rignall, MAP!
2,628,125 Jason Page, Swindon.Wilts

DIG DUG (US Gold)
879.500 Julian Rignall, MAP!
, 75.000 Philip Desmond,

ester, Essex

'S MIDNIGHT MAGIC

.310 M Watkins, Newport,Gwent
1,222,210 Malcom Stretton,
Berkhamstead, Harts
598,530 Gary Penn, ZZAP
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DROPZONE (UK Gold)
1.560,500 Julian Rignal I, ZZAPI
1,394,950 Warren Craigie,
Edinburgh
1,202,580 Gary Penn, ZZAPI
EVIL DEAD (Palace)
953200 Stephen Jackson,
Northwich. Cheshire

ENTOMBED (Ultimate)
Finished 0.38 Gary Penni
Finished 0.40 Julian Rignall,ZZAP1
Finished 0.41 Mark Cahalane,
Bromley, Kent

ENCOUNTER (Novagen)
480,000 Stephen Blidgeon,Manchester
431.700 Kevin White, Yeovil,Somerset
320,000 Julian Rignall, ZZAPI
FRAK164 (Statesoft)
99,600 Stuart Jefferson, Surrey

FORT APOCALYPSE (US Gold)
89,950 Julian Rignal I, ZZAP1
89,540 Gareth Baron, Tyne andWear
80,000 Brian Osbourn°,Guildford

FLIP AND FLOP (Statesoft)
395,000 James Thomas,
Fishguard, Dyfed
34,205 Darren Aylward,
Dartford, Kent

GYRUSS (Parker Bros)
24,000,000 Jimbo Thomas,
ishguard. Dyfed

1,860,900 William Love,
Renfrew, Scotland

784,550 Julian Rignal I, V AN

How to enter your ge
1 Sta le  gems*  and scores closely on the form prowle d lor s close

copy) You can give fewer than lout gime s if you wish.
2 Sta te  leve l achieved a l the  and of ow,h game. other the  wive
number lif  possible'. taring or some indication of how ler you warn
into the game along with the time taken to complete the game

lb*  w i n e  further &ta ds about the game M uch
your score Of a n  arcade adventure than

GOGO THE GHOST (Firebird)
83,532 Alistair Russel, F rome,
Somerset
77,701 Richard Andrews,
Stoneleigh, Sussex

GUARDIAN (Ailitate)
1,020,950 Julian Rig nal!, ZZAP I
592,600 Andrew Moss, Coventry
467,350 Khalid Mime. London

GHOSTBUSTERS (Activialon)
52,000 Craig Dibble, Droitwich,Worcs
46,500 Rachel Watson,

A b e r y s e r a r  ed
45.1::00 W i n t o n .  Luton.Herts

MI RO .  (Activision)
1.000,000 Mark! Bonner, East

ian
,000 Andrew Carr,
ster

,000 Chris Hall, Tyne and
ear

JUMPMAN (Epyx)
156,300 Paul Campbell, N
Ireland

KONG STRIKES BACK (Ocean)
2,071,210 Drew Rodger,
Dunbartonsh ire, Scotland
2,030,795 Jonathan Smith,
Newport, Gwent

MR DO (US Gold)
451,650 Andrew Moss, Coventry
NIGHT MISSION PINBALL
(Broderbund)
3,594,1E180 Julian R ignal I, ZZAP I
1,055.090 M O'Rielly, Rishton,Lanes

PITFALL H (Activision)
199,000 Mark Hardy, Norwich,Norfolk
199.000 Mark Bishop, Hemel
Hempstead, Hens

PASTFINDER (Activision)
380,190 Jonathan Bethel!, Eaton
Bishop, Hereford
342,690 Paul Montague, Eaton
Bishop, Hereford
228,355 Alan Ireland. Currie,
Midlothian

POLE PosrrmN (us Gold)
134,650 Julian Rignall, ZZAP1
124,460 Andrew Ball, Gwent S
Wales
122,270 Da n s ,

v i
*

Norwich, No

write  the percentage End it  it ha*  a limo limit or bonus than
hew long wa s tarl a nd wha t bonus wa s awarded. Othe r
include things lika  the  game crashing because of Ow hig
•chleved or whether the game remota at a certain point. Any
relevant details will be useful.
5 P  r  entry to: b a p  Challenge. Zrapl 54. I  Chipth T e rm .,

hA20 11-1X.

Yes, I'm ready to challenge the Z2ap champion on the following games.
Game  S c o r e  . .  L e v e l  reached T i m e  taken
Other details

Game  S c o r e

I promise these scores are genuine, Signed
Name
Address
Post code
Telephone number (if pose)

Level reached T i m e  taken
Other details

Game S c o r e  L e v e l  reached T i m e  taken
Other details

Game  •  Score L e v e l  reached T i m e  taken
Other details
Del rev ocelot! any chests bugtor ti . . . .
1
.
1  t e c h n a t P i n i t  
d m  
a u t o  
r a p i d  
s r o  
t o  
o b t a i
n  
a n y  
o f  
t n a t i
r t  
s c o r
e s ?  
i Y a r
a i n o
l

,eoar are pima or Newt I id 'Yes', Ova full details On a

V ( T h e  Edge)
2,967,1 c h a e l  Brad
Gomeral, Cleckheaton
2,750,650 Michael Shaw,
Dunkin, Cheshire
1,665,800 Torn Mdtee, RossShire

ROLANDS RAT RACE (Ocean)
94,950 Beverley Turnbull,
Colchester, Essex
47,400 Mark Taylor, Stanford-le-
Hope, Essex
43,050 Gary Penn, MAP!
ROCK 'N' BOLT (Activision)
$136,905.25 Gary/Julian (relay)ZZAPI
$21.37725 M O'Reilly, Rishion.Lancs
$5347.15 David Brown, Hayes,Middy

RESCUE ON FRACTALUS
(Activision)
82,260 Rachel Watson,
Aberystwyth, Dyfed
RAID ON BUNGELING BAY
(Ariolasoft)
136,850 Simon Perry, Woking,
Surrey

STAR WARS Waiter Bros)
50,009,384 Julian Rignall,M A P !
48,075,347 William Love,
Renfrew, Scotland
36,000,000 Paul Johnston.
Earlston, Berwickshire

SLINKY (US Gold)
100,000,000 Julian Rigna II,ZZAP I
8,790,500 Jimbo Thomas
Fish! uard, Dyfed
918,100 Zeno Winkens,
Cur rucloe, Co Wexford

SUPER PIPELINE II (Task Set)
128,400 Warren Craigie,
Edinburgh

ING ON A SPRING (Gremlin
rephics)
.765 Rachel Watson.

rystwyth, Dyfed

CK AND REM (ltomtml)
,250 Julian Rignall, ZZAP I

15,400 AdrianClu i ben, London

Y B/ZZARE (Activision)
• ,200 Philip Wilson, Belfast

04,240 Gareth Baron, Tyne andear

SHMAN (New Generation!
7,628 David Barrington,
eston-Super-Mare

7,399 Stephen Watson, Birtley,a Durham

AY OF THE EXPLODING PST
Melb Hee)

7,600 Gary Penn, ZZAPI
43.100 Dean Brown, Belfast
41.700 Julian Rignall, MAP!

D OF WOR (Commodore)
2,000 Julian Rignall, ZZAPI

2,500 Boston, Lincs

P 'N' DOWN I US Gold)
12,350 Rachel Watson,

rystwyth, Dyfed
98,830 Khamsin Toobi,
olverhampton

,890 Michael Murray.



FLYING HIGH!
There's a multitude of flight simulators
available for the 64, some cheap, others very
expensive, so the ZZAP! team decided it was
high time to have a look at them to separate
the best from the rest.
We've given them specialised ratings to tell you all you need to
know: Graphics rate the overall look of the simulator, how well
defined the controls are and how exciting the graphics are. Inter-
action is how interesting it is, complexity of controls and whether
there are special features in the game like missions or airport to
airport runs. Authentic ity  speaks for itself — how reel does the
simulator feel and do the controls look and act realistically? Overall
takes into account all the above ratings, the price and whether we
consider it worthy of spending your hard earned dosh on.

JUMP JET.
Anirog, £9.95 cass,
E11.95 disk.
This is a jet simulator although
the only one which is  brave
enough to try to simulate the
VTOL Harrier. There's quite afew novel touches to make it dif-
ferent from the others and this
one contains several difficulty
levels which is quite an unusual
feature for a simulator.

There are five levels: Practice,
Flight Lieutenant, Squadron
Leader, Win9 Commander and
Group Captain. Each level repre-
sents a  number of warnings,
practice starting with an unlim-•
ited number and Group Captain

with only  five. A  warning is
given for bad flying, for example
you'd get a warning for flying at
high speeds with your flaps
down. You get a warning for not
rectifying the situation within a
few seconds. If, for example, on
Group Captain level you get five
warnings then you'll be forced
to bail out and your plane willcrash.

There is a mission to seek and
destroy a ny  planes within a
certain radius of the ship which
you land and take off from on
every game you play, although
the program allows you to take
off and just fly around the shipas well.

All the features of a Jump Jet
are here, including a  useful

radar screen on which you can
see the enemy plane and your
ship. You also can access con-
trol of a cursor which when used
will take your plane on autopilot
to the  area chosen wi th the
cursor. Take-off a nd landing
from the ship is made easier by
two special screens, the  first

, containing a side plan view of
the deck and the second a side
view from two angles of the ship
which come into action auto-
matically.

The graphics aren't too bad
although t h e  plane  doesn't
seem to act realistically and the
horizon doesn't tilt when you
bank. The sound is rather awful
and unrealisic although there is
a fantastic piece of music on the
title screen.

Graphics 41%
Interaction 83%
Authenticity 37%
Overall 42%

GLIDER PILOT
CRL, £9.95 cass

This novel flight simulator is the
only one which tries to tackle the
comparatively leisurely art of
flying a  glider. Controls, com-
pared with a  usual filght sim-
ulator, are pretty sparse and si-
mple although this is what you'd
expect from a glider.

The idea of the simulator is to
fly the glider round a  160km
triangular course in the fastest
possible time. To do this you
have to make use of the risin9warm air currents, or 'thermals,
utilized to  your advantage to
keep you aloft. When you start
you are automatically put at an
altitude of 2,000 feet Inc' take off
and can select whether to go
over the starting line or just float
happily round the heavens.

Finding thermals isn't too dif-
ficult once  you've mastered
them and you can stay in the air
almost indefinitely with just a
little practice. Landing is very
tricky and has not yet been suc-
cessfully achieved by anyone as
yet. When you land, or crash as
the case may be, you are given a
barograph of your performance
and the  time taken for  your
flight. There are several preset
weather conditions or you can
define your own, making less
thermals etc, which makes the
game harder.

The graphics are rather slow
and the horizon takes ages and
ages to update giving it a really
unrealistic feel. Whilst the title
screen is on, a  nice piece of
music plays but during the game
the sound reverts to a  brain-
numbing alarm when you hit a
thermal. As flight simulators go
this is rather boring and uncon-
vincing a nd there are  manybetter ones for a ten ner.

Graphics 4 3
1
%
Interaction 71%
Authenticity 32%
Overall 31%

SPITFIRE 40
Mirrorsoft, E9.95
cass, £12.95 disk
This is the second of two Spitfire
simulators that are available for
the 64. This one contains a few
new features making it reason-
ably different from US Gold's
offering.

Set in WW II there are three
ZZAP! 64 September 1985 9 1



separate modes to choose from,
two o f  them allowing you  to
practice for aerial combat. The
two practice modes are take-off
and la n d in g  p ra c t ice  a n d
combat practice. The first mode
lets you take off, fl y about and
generally get the feel of the sim-
ulator. When you  t ry  combat
practice you are put straight into
the air behind an enemy plane
which yo u  can  shoo t  down.
Once it has been brought down
another one appears. They're all
easy to shoot and they hardly try
to move out of range.

With true combat you are put
in a  wa r situation where you
have to  accomplish seek-and-
destroy missions. Every t ime
you complete a certain number
of missions you get a promo-
tion, the idea being to reach the
position o f  Group Captain VC
DSO DFC. To  make the  task
easier you can save your pro-
gress as you go  along in  the
form of a flight log.

During fl igh t  there a re  two
views, o n e  f ro m t h e  cockp it
window and the other an excel-
lent instrument panel. You can
switch between the two tRuicklyalthough it  becomes a b it  of a
pain. The graphics on the instru-
ment panel are really superb but
unfortunately t h e  rest  o f  the
game is  pathetic. The enemy
planes look to ta lly unrealistic
and horizon update is so ridicu-
lously s lo w it  makes accurate
flying most difficult. The sound
gets h igh ly annoying, the  un-
realistic h ig h  p itched  wh in e
going right through the head.

Graphics 50%
Interaction 67%
Authenticity 34%
Overall 33,4

DAMBUSTERS
US Gold, £9.95 cass,
£14.95 disk.
This is a really big seller thanks
to its impressive graphics and
sound. T h e r e  a r e  se ve ra l
screens of action and you take
the ro le  o f  every man that is
needed t o  fl y  a  DambustingLancaster bomber.

Each screen is  accessed b y
using a  number on  th e  key-
board. Using a ll these screens
you have to fly over to Germanyin a  simulation o f  the  actual
dambusting ra id, b low up  the
dam and return home safely.

There are six screens inside
the plane, pilot with a view Out of
the front of the plane, front and
tail gunners, bomb aimer, nav-
igator a n d  engineer. I f  yo u
switch to  the pilot screen then
you can actually steer the plane,
allowing you to set a course or
fly round enemy installations,
On the navigator screen you are
shown a large four-screen map
of Europe which you have to
uses to guide you to  the dam.
The t wo  gunner screens a re
used when you're being attack-
ed, you take control of the guns
automatically as soon as you
enter this screen, and you can
shoot down enemy planes and
barrage balloons. You can also
take out the searchlights. The
bomb aimer screen is only used
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when you are approaching the
dam, u sin g  th is  screen then
allows yo u  t o  switch  o n  the
aiming lights and set the bomb
spinning. The engineer's screen
gives you control of the engine,
when you're on this screen you
can boost or lower the output of
the engines and  a lso  switch
them o f f  o r put a fire extingu-
isher on them if they've been hit.

The program a llows you to
practise bomb runs, start over
the English Channel or go for a
full mission  starting o n  Stan-
stead Airdrome. The graphics
are excellent and well above the
standards of a normal simulator
and the sound is marvellous too,
Overall th is is one of the most
gripping flight simulators to hit
the market and certainly risesabove most in its class.

Graphics 80%
Interaction 86%
Authenticity 82T0
Overall 815
1
0FLIGHT
SIMULATOR
Sublogic, around £35
from various
importers eg:
Zoomsoft
Flight Simulator II has long been
regarded as THE flight simulator
on a home micro by those who
have actually seen it .  I t  wa s
never officially released in this
country, a s  no-one seems t o
have considered marketing it for
some reason or other, but thank-
fully it  isn 't too difficult to  get

_hold o f  t h ro u g h  v a r i o u s
importers.

Flight S i m  p u t s  yo u  i n
control o f  a  Piper PA-28-181
Archer I I  sing le  engine, non-
retractable gear aircraft, and
mean control, There are an in-
credible range o f  controls and

options — too many in fact for
your average armchair p ilot (I
don't mean that in a detrimental
way, as FSIlis not really aimed at
your average armchair pilot) —
it's a  t rue  fl ight simulation in
every way. From the packaging
through to  the program itself.
The presentation i s  fabulous
and the  package comes com-
plete with  a  Pilot's Operating
Handbook and Airplane Flight
Manual, a  Flight Physics and
Aircraft Control guide (with an
introduction to aerobatics), area
charts (of Seattle, Los Angeles,
Chicago, New York and Boston),
a fl ight reference card (with  a
summary o f  controls), so me
notes on the program and an ad
for Night Mission Pinball'

The Pilo t 's Handbook i s  a
rather thick manual that basic-
ally takes you through step by
step stages on how to fl y the
plane. There's a complete run
down on all the features of the
plane and screen layout and
instructions o n  h o w  t o  fl y
around t h e  wo rld  using  t h e
charts provided. There are even
notes on environmental factors,
turbulence (and h o w t o  cope
with any adverse conditions),
gliding t h e  list is nearly end-
less as the manual covers every
aspect o f flying that you could
ever wish, and need, to know.

The program allows you to fly
around the  world  and  across
American cities with fu ll views
of a n y  prominent landmarks
(which y o e  ca n  actua lly fl y
around!), for example the Statue
of Liberty in New York. There is
also a 'World War I Ace' option
which gives you the chance to
take part in  a  3D aerial battle
game involving bomb runs and
dog fights with computer con-
trolled enemy.

Controls a re  numerous and
cover a ll those necessary and
more. One or two joysticks can
be used to manouevre the plane
and the keyboard is  used fo r

other adjustments.
The view is the usual out of the

cockpit one and the graphics are
of the 3D vector variety. The
update on the graphics is a little
slow but doesn't affect the game
too badly. Instrumentation i s
well defined and in abundance
but is initially daunting to look at
and comprehend. The instruc-
tions h e lp  here  though, and
soon you get to feeling at home
with the whole thing.

The Fligh t  Physics manual
gives a fu ll introduction to the
properties of flying a plane and
the terminology used, I t  a lso
gives e i g h t  comprehensive
flight lessons f ro m tu rn s t o
approaches.

Flight Simulator II is a  tru ly
wonderful flight simulator with
plenty to see and do to keep you
on your toes. It may seem very
expensive but the quality of both
package and game seems to
justify its high price.

Graphics 91%
Interaction 99%
Authenticity 96%
Overall 98%

FLYER FOX
Tymac, £9.95 cass,
£14.95 disk
Although not strictly a  flight
simulator, Fly e r  Fox  merits
some mention as it does put you
in the  flying seat o f  a  fighter
plane and is a flight sim of sorts.
It is, technically, a shoot-em-up
and it is for this reason that there
aren't any flight controls other
than the joystick (used to bank
left and right, dive and climb or
fire).

The object of the game is toprotect a  commercia l a irliner
from a group of Mig fighters as it
makes i t s  wa y through inter-
national skies. You start with a



superb view of a grid-lined land-
scape and are taken up, through
the clouds, to meet the jumbo
face to face. Suddenly, a rather
garbled bit of speech from the
airliner tells you that it's under
attack. You quickly consult your
radar and find that four Migs are
hacking their way towards the
plane so it's off to battle Y o u
have to destroy all enemy fight-
ers in the area before your fuel
runs out to move on to higher
levels a nd faster a nd more
aggressive fighters (they fi re
back)!

Instrumentation consists of a
few dials and gauges as an aid to
play. As well as the radar there is
an artificial horizon indicator, a
compass • Ito indicate y o u r
general direction and to help
you locate the jumbo), and an
altimeter. There is also a status
line that gives you information
regarding the condition of the
airliner in the form of a small
scrolling message on the instru-
ment panel.

Occasionally there are radio
transmissions from the jumbo
to add to the atmosphere but
even though the speech is rather
unclear and poor, it does actual-
ly work effectively. Graphics are
of a high standard on the ground
but consist of little more other
than a few planes in the distance
and a detailed instrument panel_

Flyer Fox is a good shoot-em-
up that will appeal mainly to
arcade gamesters rather than
flight sim fans.

Graphics 79'4

Interaction 64%
Authenticity 11 %
Overall 70%

FIGHTER PILOT
Digital Integration,
£9.95 cass, E14.95
disk

This is  another je t simulator
which follows a similar, if less
complicated approach t o  j e t
flight than US Gold's F
-
1 5  S t r i k e
Eagle, even i f it simulates the
same plane.

The program has a three prac-
tice modes which can be chosen
at the start of each game. First of
all you can try landing practice.
This mode puts you six miles
away from the airport runway.
Landing sounds quite simple —
it's just a case of lowering your
flaps, reducing throttle  a nd
keeping o n  course, Actually
doing it is quite another matter,
however. There are things like
lowering the  undercarriage a t
the r ight moment, adjusting
with the flaps to compensate for
the increased drag as well as
everything e ls e  involved i n
landing, and all happening a t
high speed. Still, it gives you a
good chance to get to know your
way round the controls.

Flying training puts you on the
runway and you have to take off.
Taking off actually is  a  fairly
straightforward task, simply put
your throttles up to maximum
and when you're hurtling down
the runway at a  fast rate pull
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Only you can Salle Europe from
destruction! It's ROCKET LAUNCH, the
thrilling war game thai reproduces a
European map, More ambitious? Try
rescuing your crew under an ultra's*
GALACTIC ATTACK and sniping back to
your spaceship! Just two of the greet
games an your Cassette-50, featuring
high resolution and user-defined
graphics. sprites, sound and music.
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back on the joystick.
The final practice mode is air-

to-air combat. You start in the air
just behind an enemy craft and
once you've shot it  down you
can use your radar to seek and
intercept any other intruding air-
craft and if you find them shoot
them from the skies. The prac-
tice mode also lets you land for
rearmament and  refuelling i f
you so wish.

The fi n a l mo d e  i s  a  f u l ly
fledged simulator mode. You
start off on the runway of your
own a irfie ld and you have to
patrol the skies around four air-
fields defending t h e m f r o m
enemy a ttack The  bases a re
your own  and outlying bases
Tango, Delta and Zulu. You are
alerted to any enemy planes and
it's your job to seek and destroythem.

On the whole the simulator is
quite e xcit in g  a lthough  t h e
screen d isplay itse lf  is  rather
small. The graphic update on thehorizon isn t too fast but doesn't
detract f ro m t h e  g a me  t o o
much. There are four skill levels
and you can also toggle blind
landings, crosswinds and turb-
ulence on o r off to add a litt le
spice and difficulty to the game.

Graphics 76%
Interaction 87%
Authenticity 78%
Overall 73%

SPACE SHUTTLE
Activision, E10.99
cass, E19.99 disk
The packaging that comes with
this simulator is very impress-
ive, the instructions being in a
sort o f  fl ight manual booklet.
These instructions, a lthough
comprehensive h a ve  a  sh o rt
precis a t  the  bottom o f  each
page for those who aren't too
keen on bulky reading.

Also included i n  t h e  pack-
aging is an informative booklet
about the actual Space Shuttle
itself written by a real Shuttle
pilot.

The simulation has three set-
tings, a  demo mode, shorter
(mainly compute r contro lled)
flight and a fu lly fledged man-
ually controlled flight mission.

The idea o f  the simulator is,
starting on  the launch pad, to
blast into space and dock with a
satellite, fi x it ,  return to  earth
safely and land. When you start
the simulation you have a view-
through-the-cockpit, t h e  o n ly
trouble is  a ll you can see are
clouds. This is because you're
pointing straight up in the air? Tostart, initiate the countdown and
start the rockets and boosters at
the correct t ime to blast o f t  I f
you do that correctly there's a
minute's wait until you get into
orbit — a really good series of
effects which add a lot of realism
to the game.

Once you're in  o rb it  you've
got the difficult task of locating
the satellite and getting into the
same orbit as it  is using. Once
you have done that, then you
can open up the cargo bay doors
and bring i t  in. Coming down
from o rb it  to  earth is  a  tricky
operation and requires much
skill t o  stop  the shuttle f ro m
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SPACE S HUTTLE

SOLO FL I G HT

burning up.
Overall th is is a very classy

and much underrated flight sim-
ulator that provides a great deal
of challenge, excitement and
realism It 's definitely the best
shuttle sim on the market and
one which deserved a lot more
credit a n d  coverage than  i treceived!

Graphics 87*/0
Interaction 86')/i,
Authenticity 88%
Overall 87%

SOLO FLIGHT
US Gold, E9.95 cass,
E14.95 disk
This is a  highly unusual fl ightsimulation since it  has a novel
and exceptional screen display.
Instead o f  t h e  u su a l v ie w-
through-the-window that most
flight sims have there's a view of
your instrument panel with a 3D
view outside your plane, rather
like Zaxxon. You can see your
plane as it flies, banks and twists

and you can also see the land-
scape, complete with  mount-
ains, a irfie lds and landmarks.
Landing and take off are made
much easier by this display and
although not totally realistic it
gives an unusually good impres-
sion of flying and one to which
you can really relate.

There are three very big maps
to fl y  round and you choose
which one  to tackle. To  add a
little variation and challenge to
your flights there are mail runs
that you can t ry to tackle and
which involve quite a bit of skill.
Starting from a certain point youhave to carry mail from airfield
to airfield in a certain amount of

time. You have to watch your
speed a n d  fu e l consumption
and a lso b e  able t o  navigate
properly t o  co mp le te  y o u r
objectives,

The graphics a re  certa in ly
very colourful with nice scenery
(especially when you fl y down
the Grand  Canyon) a n d  t h e
plane sounds realistic. With the
novel touches and the excellent
type o f  view o f the plane this
flight s im i s  really worth  the
money_
Graphics 87%
Interaction 88%
Authenticity 76'70
Overall 86G/o

There are so many flight simulators on the 64 that it isn't possible to
get them all done at one go? So we'll be taking a quick look at a few
more in next month's issue of ZZAPI — Flying even higher

('Gosh Gary — that last phrase was a bit corny coming from you,wasn't it..
'Sorry, -Ed, but/have been up all night to get it finished'
Aha,  that 's why  it wasn't  possible to get them all done at once .')

Voices fade quietly in to  the early morning Ludlow a ir as a
Phantom jet fighter from the base near Shrewsbury crashes lowoverhead.



Seattle-Miami. San Francisco-Washington
Or a grand tour of the entire USA. 3000 miles of the most incredible

road race ever designed for home computers.THE GREAT AMERICAN
CROSS-COUNTRY ROAD RACE.

. . . WE NNE R-

"I vote for Road Race.
It's a tough choice. But I'd
have to say that Road Race
is now the best racing
game on the matter

-
-

*cannonball Run on th o R E G ° N 1 A N
e small Screen.

- This is one fun game. Activision have
done/ up right with sharp graphics and
excellent play teatue to produce thea home computes:"
Most entertaining racing game ever for

E9.99
ACTIVIS ION
HOME COMPUTER SOFTWARE
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Coming soon for your Amstrad Also Great European Road Race for your Sinclair Spectrum.
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1.( )  ELITE 6 %
FtIREBIRD 114.95 cass, C11.95 ctis
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Similarly, we changed the awarding r)t ut iii•s fo
r t h e  t h r e e  
p e o p l e

who accurately predicted what the top 3 places would be in the
following month's chart, simply becatisr,‘ this was an tilegal system
and should never have happened in the first place firs a form of
gambling)

Below is the new form which asks you to fist your five favounte 64
James in order Of preference. We will award five point
s t o  y o u rnumber one vote, four to your number two vote and so on down to

One point for the fifth, From all the forms received in the month ofwriting, the Top 30 chart will be compiler/

TOP 30

26.(—) THING ON A SPRING
GREW %N GRAPHICS C7_95 cass
ZZAPl rating 93%

2:7 .(—) FOURTH PROTOCOL
HUTCHINSON C12.95 cass
72API rating 95%

28.(24) VsJORLD SERIES
BASEBAL
LIMAGINE [8_95 cass
ZZAPI rating 87%

29.(—) SUMMER GAMES
QUIC(SILV A L14.95 cass
ZZAPI rating 90%

30.(—) HYPER SPORTS
AGINE E8,95cass

ZZAP rating 91%
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epace - 1 - n e  first WM

'-"pi.Lt Will earn its Writer C40 worth of software of their GI-mice. plus a
, n e l t t  tour drawn will receive a ZZPRI N•snirt and a

Mini-subscription of 3 'issues of ZIA?! 6A, Should \sou already be a
subscribet , then your eiistting subscription will be autorilacality
e/Ctencied t n r e e  issues, So don't Waste any More time reading tnis
— get on NI otkng Jot %lout top 64 garnes and Ore Nioursed a ctionce to
Wirt sorne softWarel Winner  Steve Carr.

THIS m,,_,TH,s
Tata, yousry. sande

nners up I  Benielloun, Welwyn Garden City, Hells,
Alba, London EIS; 05MEM Sidlik, Blackburn, Lams

ZZAP! 64 TOP 30 VOTING COUPON
(Please write in block capitals)

Name
Address

-
Postcode

It I win the £40 worth of software, the games I would like are:
Game (and software house)

My T-shirt size is S/M/L

l am voting for the following five games1
2
3
4
5

ZZAP! TOP 30, PO  BOX10, LUDLOW,
SHROPSHIRE SY8 'MB



Play Jack Charlton's
'Spot the Fish' with Alligata and you

could be in with a chance!
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ALLIGATA have decided
to m ark th e launch o f  their
game J A C K  CHARLTON'S
MATCH F I S HI NG  w i t h  a
competition, open to all ZZAP!
readers between the age of 9
and 21.

It's not that we're being
ageist, chaps and chapesses,
but if you win the first prize —
an adventure holiday — you'll
just have to fit into that partic-
ular age range. Comparative
youngsters an d  oldsters can
still enter this competition, but
they will have to be excluded
from winning the First Prize.

The second prize is not to
be sneezed at — a full set of
fishing tackle, and fifty runners
up will pick up a copy of the
board game version of JACK
CHARLTON'S MATCH FISHING.
Not a bad deal all round — you
only have to be a ZZAPI reader
to enter, and needn't actually
own a C64 to enjoy your prize if
you win!

Printed on the opposite
page i s  a  selection o f  l i ttle
swimmy beasties — but they're
nameless. What you've got to
do is discover the correct name
for each of the denizens of the
deep weedy water illustrated
on t h e  competition coupon.
AND work out which of them
doesn't feature in Jack's Game.
But to make it easier for you,
poor dears, slaving away at all
our competitions, we've even
printed the names of fifteen fish
to help you get your hooks in!

Out w i th  th o se i l lus-
trated guides t o  th e  finned
world, and get on with a bit of
scale-spotting.



1.

Simply Identify the following fish Mini the list below and place the correct identifying letter in
the bon provided against illustration
Complete the competition by entering in the area pnwided the name of which of the illustrated
ash does not appear in the game lack Chariton's Match Fishing'.
Then enter wur name, address and age and return to
Alagate Software Ltd., 1 Orange Street, Sheffield Si 4DW.

r
-
-
-

\.

Now
Adveggre

Hold*
Win a week's adventure holiday packed
with outdoor fun and sporting activities.
Lots of laughs, lots of
excitement -  some of it
to be spent with
Jack Charlton
himself.

• • • • • • 1 • 0 1 i

Competition
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A Bleak B  Barbel
C Dace D  Perch
E Common Carp F  Salmon
G Tench H  Pike
I Rudd J  Crucian
K Chubb C a r p
M Bream L  Roach
0  Grayling N  Gudgeon

Rules
I. A l l  entries must be received by Alligata Software Ltd. no later than Friday 24th January 1986
2. The draw for prizes will be made by Jack Charlton no later than 281h February 1986,
3, Because of restrictions on Alligata Software Ltd. only persons between the ages 9475 and

21 yrs may goon the Adventure Holiday -  1st prize. This will be taken before the 31st May
1986, to be decided at the discretion of Angela Software [Id.

4. A i l  employees of Magma Software Ltd_ their advertising agents and Newsfi rld Publications
are not eligible to enter the competition.

4
/
1
1
1
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4
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•
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The fish illustrated above that does not appear in Jack Charlton's
Match Fishing is
(complete in block capitals please)
Name
Address

Age

• 0 1 0 ,Aultp

You know your fish now
well set you on your
way to catching the real thing -
rod, reel, keep net,
basket, umbrella
and of course a
few hints
from Jack

Second P r i g m
o w  5 0  
R u n n e
r -

F151111 Otttfi
t
t•

• • • • • • • • • • =

2 r
1
1
,
,
1
1
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1
1
1
1
1
"
d
o
w

Postcode

50 exciting prizes of this brand new
family :game. Enjoy the excitement of
match i fishing with Rupert Rudd,
Eric Eel and many othercharacters.

• • • •

Jack Cliarfron'st7
Z3oard qapte
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been out and about on the
Atari for quite a while now

and, under the alternative name
of Behind Jeggi Lines, has be-
come almost legendary and a
game which a threatened Atari
owner could always show a
doubting Commodore owner
and say 'look  a t  THIS then
chum'l

Quite right he'd be too, but
now Activision have secured the
rights to the Commodore con-
version . . .  but does it stand up
to the Atari version at all?

Fractalus puts you in a  seek
and rescue situation. Starting
from a n  orbiting mothership
you blast down to the surface of
Tepidi Vad Neroleil Rahcri, a
barren planet in one of the dark-
er sectors of the galaxy. You
have to seek and rescue pilots
who've crashlanded and been
stranded on the surface, surr-
ounded b y  t h e  marauding
J'Haggari Kachatki, a n  e v i l
bunch o f  intelligent thingies
who aren't too keen on  the
human race.

Luckily your Valkyrie fighter is
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equipped wi th a l l  the  latest
instruments to help you in your
task. Anti -Matte r Torpedoes
IAMB's) can be fired from the
front of the craft and, if they're
on target, will destroy anything
including heat-seeking missiles
and gun emplacements. To pro-
tect you from enemy fire and
crashing into the rocky surface is
a Driac mirror shield, this is indi-
cated by  an energy bar, i f  i t
reaches zero then the next hit
from a laser blast or bump into a
rock will destroy the craft.

You also have the  newest
weapons warning system and
radar scanner available a nd
during the game these are vital
to your survival.

When you fly down to the
planet the first thing that strikes
you is what a totally miserable
place it is. The atmosphere isn't
so fresh either, in fact it's Cyan-
ftric acid gas— not something to
be sniffed at by any means. The
surface is horribly mountainous
with towering peaks and thin
canyons which y ou have to
negotiate to reach some of the
pilots.

On the surface are gun empl-

acements that fire laser beams
and heat seeking missiles which
drone around and home in on
your craft. If a laser blast or mis-
sile hits you then you'll get a
considerable amount of energy
knocked off your supply.

When you pick up a pilot on
your scanner move towards it,
although be careful of any jut-
ting outcrops of rocks. When
you get near enough to it the blipon the scanner will flash. Land
and switch o f f  the  external
shield — if you don't then the
pilot won't emerge from his
wrecked ship. Once the shields
are off the pilot will run towards
you in perfect 3D, walk round the
back of the ship, climb up the
stairs and bang on the airlock
door. If you open the door he'll
climb in and the door will shut
automatically. Be careful of not
switching on your shields when
the pilots are outside — this will
kill them. Leaving a pilot outside
is a  good laugh, he/she gets
really cheesed off and event-
ually practically smashes the air-
lock door in.

Once a pilot has been picked
up you can then lift off and
search for the next pilot. You

have to collect a certain amount
of pilots o n  each level, the
higher the level the more pilots
you ha v e  t o  collect. Onc e
enough are collected, you can
return t o  t h e  mothership,
although you can stay and pick
up more  pilots for  a  biggerbonus.

On really high levels you have
to start rescuing pilots on the
south side of the planet, the side
always s hroude d in darkness

The Atari legend has at last
been converted to the 64

/ and its a perfect copy too.
I T h e  sensation of flying

through the canyons and
over the mountain ranges
is really exhilarating and
although the colour is a
rather drab brown the

graphics work exception-
ally welt

.MR •
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This is a real classic! Ever
since I heard the rumours
of a game called Behind

Jaggi Lines on the Atari I've
been dying to see it. At last

have and I wasn't
disappointed. The game
has really marvellous 3D
graphics and you get a

good, realistic feel as you
zoom down a canyon. The
effect of the pilot running

towards the ship is
excellent a l t h o u g hsometimes it's not a

pilot T h e re ' s  plenty of
challenge and the

multitude of levels should
keep advanced players
happy. Great stuff!!!

where there isn't enough light to
activate your visual display and
where instrument fl ying  i s  a
necessity.

The game itself is quite
easy on very low levels but

soon becomes a real
toughie, especially on

levels higher than sixteen
where night flying be-

comes a necessity. The
sound during the game is
nice and atmOspheric with
different warning sounds,

laser blasts, dmne of miss-
iles and when you're pick-

ing up a pilot— nice
touches like footsteps
clanking up the stairs,

thumping of fist on airlock
and wh0000sh as the air-
lock opens and closes. I

thoroughly enjoy playing
this, although can see that

some people might well
find it boring to play. Try it

before you buy it but I'd
strongly recommend that

you DO try it.

GET IT RIGHT
There are quite a few controls on
the panel u n d e r t h e  cockp it
window and all play a vital role
in the game.
ALTIMETER
There are two bars on the alti-
meter itself, one blue and one
red. The red one indicates the
height of the actual landscape as
you fly over the rocky peaks and
the b lu e  o n e  indicates yo u r
height. If the blue bar disappears
then i t  means you're scraping
along the surface of the rock.

f ro m the start this game
impressed me as an auth-
entic space craft simulator
on exactly the same lines as
the older Atari version. The
graphics are quite impres-
sive though slighth/ lacking

in colour and variety, the
landscape being contin-

uous dull brown mountain
ranges. The handling of

your craft is quite tricky but
a great deal of help is pro-
vided by the detailed instr-
ument panel, additionally it
also provides an accurate
radar screen on which to
trace the stranded pilots.

ENEMY INDICATOR
This blue screen is situated in
the centre of the control panel
and has a cursor in the middle of
it. It will pick up anything alien
and indicate it on the screen as a
blob. Move the craft until the
cursor is over the blob and fire. If
you have got i t  right then the
enemy thing will be destroyed.

ENEMY LOCK-ON
This series of dots at the bottom
of the  screen te ll yo u  i f  the
enemy are tracking you. They do
this by picking up stray radiation
from your craft. If they lock on
successfully then all dots will be
lit and they will fire at you accu-
rately a n d  yo u r energy w i l l
diminish swiftly. To evade lock-
on fl y erratically until the dots
flash randomly.

LONG RANGE SCANNER
This is a radar and has to be used
as you fly around. It will indicate
the presence o f  any stranded
pilots and show them up as a
blip o n  the  scanner. You  can
then direct the craft towards the
pilot and move close enough to
be able land and pick him/her
up.

As you travel over the
mountains or along the
ravines it is difficult to

judge the distance of your
craft from the sides of the

valley and from the mount-
ain peaks, your only indic-

ation of contact and
damage caused being a

small orange light on the
right of the control panel.
Bonuses are obtained by

collecting extra pilots or by
destroying heat seeking

missiles and the few flying
saucers that appear which

means the game requires a
skillful touch. After my first
game I found it enjoyable,
exciting and addictive and

have returned to it for many
more games,

ENERGY BAR
When yo u  blast down t o  the
planet's surface you have a full
quota o f energy. I f  you h it  the
sides of a canyon, top of a moun-
tain or get hit by an enemy laser
or miss i le  then  yo u ' l l  h a ve
energy knocked off your total. If
this energy reaches zero then
your craft will explode and the
game will end.

P r e s e n ta t i on  081%
Good options, controls and
instructions.

G ra phi c s  9 2 %
Fast and furious with

So L irld  B O %
Cool tunes and FX.

Hook e bi l i ty  9 2 %
Superb controls and flying
effect make the action
addictive.

Le s ta bl i l ty  9 8 %
Sixteen levels and plenty of
blasting interest.

V a lue  For  Mone y
0 5 %
Would be nice if it was a b,t
cheaper but if ss t ill Worthy.

Overa l l  9  1 RD
Excellent shoot-em-up that
has been worth the wait.

ZZAPI 54 September  1985 1 0 1
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1 None of this boring 'Time for Bed'
stuff from Gremlin's THING ON A
SPRING, oh no. And he's a
hundred times more appealing
than any other bouncer I know.

Spring propelled he (she, or
indeed maybe it) certainly is, but
the game's all-action boinging —
programmed and played in
sensual Bouncearound.

Leaping through the corridors
and rooms in a decidedly hostile
factory, avoiding the meanies, it is

%

e That Thing and Win
your task to find and collect
together the pieces of a jigsaw
which will save the known
universe —well the captive toys—
from a fate worse than death.

Poor old Thing .. . expected to
risk rust, and having to endure all
manner of hardships on the quest
to save the toys, the fellow hasn't
even been given a proper name.

As a Competition Minion, I fully
sympathise with the chap's plight.
.. and as GREMLIN GRAPHICS are

•

offering 100 limited edition THING
ON A SPRING T Shirts to ZZAP!
readers, I feel the only honourable
thing is to get you to dream up a
name for the cute little green
bouncer.

Send your entries to NAME
THAT SPRING, PO BOX 10,
LUDLOW, SHROPSHIRE, SY8 1DB
to arrive by 12th September. The
hundred best thingie names will
win a Limited Edition I  Shirt for
the senders. Get naming!

ZZAPI 64 September 1985 1 0 3
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It's inevitable t
comparisons
be drawn betw

• t h i s  a nd Graha
Gooch's Test Cr
ket For a start off
is one pound ma
to buy . . . The m
difference i n

1  _e is visual, here the

as well as the  p i
, which means the the
are much smeller. I

also even blocky, and t
at/on is very limited res

in an unsatisfactory feel
the game. I t  does
control o f  the v

rs, especially in the f
rtment, but this is negehow finicky it all is and is n

helped by the cramped graphi
resulting from fitting i n  I
whole fi e ld o n  screen. I
crowds beyond the bounda
are merely small circular shap
that sort of flicker and chan

I
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unconvincing. i t  m i g
been better to ignore the
ether. The sound is o
1 honks from bat end ball,
en, unconvincing rush

ause that fades quite
however, and a strict
ne between avers. I

.the game particularly enio
and the price drew

,s i t  a  poorer buy (ha
C and I think the really seri

us drawback is that y o u
e a c
l

to have two pie ers,
.r own • '  •

eing th e  season, i t  isn 't
unreasonable t o  expect
some cricket simulations,

and indeed there are two th is
month, b o t h  endo rsed  b yfamous names.

Ian Bo th a m's Te s t  Ma tch
offers various length games to 2
players only, controlling either
the home side o r the visit ing
team. The three games available
consist of Limited (sixteen 6 ball
overs), One Day (thirty two 6 ball
overs) or Test Match (unlimited
overs, 2 innings per player). The
computer provides an 'armchair
team' but there is an option to
select and name your own team
players to  make up your side,
Unlike Graham Gooch's Test
Cricket, the bowling player may
set th e  fi e ld  (except f o r  th e
wicket keeper and bowle r o f
course). This allows for the type
of bowling you intend to use and
takes account of the batsmen's
styles. Once placed, the fielder
must remain where he is until
the end of the over.

Bowling comes in four styles,
fast, medium, bouncer and spin
and these are selected before
each o ve r f o r  a l l  s i x  ba lls,
although you can change your
mind if you wish with a reduced

-chance o f  success o f getting a
wicket. The four directions of the
Joystick determine which of the
four types of ball you will bowl.
Having selected a type o f ball,
the bowler is activated by press-
ing fire and the computer takesover.
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As soon as the bowler has
delivered a  ba ll a  red  cursor
appears on  screen be low the
bowler's wicket. Th is can  be
moved to a fielder and pressing
fire wi l l  pu t that fielder under
joystick con t ro l s o  t h a t  t h e
player can attempt to  stop the
ball resu lt ing f ro m th e  bats-
man's stroke. To actually collect
the ball, the fire button must be
pressed at the exact moment the
ball and fielder 'collide',

Batting a l lo ws f o r  severa l
types of stroke, again by the

-
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gone wrong? The
graphics are a  bit
wobbly w i th the
little s tic k  m e n
standing statically

,
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The bowler looks

low. The gaineplay overall is

e other two cricket competit-

d the batsman is about as
°bile as the stumps. Game-

is so finicky that i t co

• T im Love's and Graham
wand it's just not es good as

• a l  too with the  crowd

• a n d  a  few clicks and
'ing like a levvy's just been

is so tight that it's ridic-

corn-

, I  think Ian Botham's
off on grass than he is on

's cricket. Sound is rather

and the timing on the bat-
e hard by the high speed
ruins the game; bowling

l i k e  a n  epileptic 1.

LeeKs
LIKE

JtJuAt.e S
EYE OS
PoPtPrp cer AccAtN!

ection o f  joystick movement
combined with timing of press-
ing fire. Once fire is pressed, the
stroke will be taken and you can-
not change your mind, but there
is a short space after the bowler
delivers f o r  t h e  batsman t o
assess the stroke to be played, A
run is taken by pressing fire after
the h i t  a n d  each ru n  taken
requires a  successive press o f
the fi re button when the bats
-men reach the crease or by hold
,ing it pressed all the while.

The standard means o f  get-
ting a batsman Out are employ-
ed, ie bowled, caught, run out,
caught beh ind ,  stu mp e d  o rLBW.

Between overs the screen cuts
to t h e  scoreboard a n d  then
allows reselection o f  fi e lde r
placing and bowling type.

it is a sort o'er
between
Love's and Gt
.Gooch's
w e  than the
of them. There

nice attempts a t
play features that
worker the players a
For one. I  like the t

he duck when a
r no score. I  SISO,
TI bit with OWZ

dirty great le tte
rs , .II for an siir

the crowd ju
fitment. Orra

at a cricket
rather ha

awkward
on-scnten

P re s e ni ta tk in 7 8 %
Some detailed instructions but
poor to look at and difficult
controls_

G r a phi c s  34akt
Small, indistinct and poorly
animated.

S o u n d  . 3 1 %
Not a lot to have in cricket but
there are a couple of bits of
'music'.

Hook a bi l i ty  4 2 %
Very finicky to play and get into.

La s ta bi l i ty  3113
1
%
Fans of the game will probably
find it boring.

V a l ue  For  Mone y  3 0 %
Over priced for what it offers.

Ov e ra l l  3 0 %
Even cricket fanatics probably
won't be impressed.
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64 have been few and far
between and apart f rom

Tim L o v e ' s  Cr ic k et  a n d  I a n
Botham's there have been no
really notable ones,

Cricket simulations are quite a
difficult th ing to  do, since the
game itself is a slow and leisure-
ly one (despite recent develop-
ments in one day cricket and and
equipping players with futuristic
protective clothing to induce a
feeling a  fast danger in to  the
game), b u t  Audiogenic have
added a litt le  action to  spice it
up.

GG's T C  h a s t w o  p layingmodes —  s imu la t io n  a n d
arcade. With simulation one or
two p layers can p la y b u t  in
mode arcade it 's only the one
player that can take part. When
you want to play you first have
to decide how long the match
will actually be; 40, 55  o r 60
overs each side, I f  you 're  in
arcade mo d e  then  there 's a
choice of nine levels of the com-
puter to battle against. There's a
squad o f  twe n ty me n  f ro m
which t o  choose yo u r team,
although you have to be careful
to ch o o se  a l l  t h e  co rre c t
members of the team (ie skills in
wicket keeping, bowling, battingetc), otherwise the team can't
play properly.

When you choose simulation
you don't actually take part as
such. You can choose your team

'Wog* •
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breed apart!  I have
to admit  I 'm not  in
their rank s ,
that does mak
bit  hard to rev
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-ihere such ext ravagant aniin-
'on is  a bigger problem).  Un-

We Ian Botham, GG's IC opts
r a presentat ion that is familiar
TV cricket watchers, wi t h  an

Over-the-bowler c lose up  v iew
of  the act ion, cut t ing t o longer
views of  the fi eld when a bars-[this
n

w i l l  pmve popular with hits a long shot to the•nk

ndary, While the players are
bit  blocky looking, their move-

. s  are realistic enough A

. bit  of  get t ing into the ga
e to enjoy  it in arcade m

'.. s imulat ion mode, I  must  say,
ad a bit  pointless — and I

Cricket fans and may even tempt
some philist ines. I  think it  only
fair to rate it  on its merit s  as a
game that mus t  have specialist
appeal. 4 1 0 1
- -
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with fast/slow bowlers etc and
can make tactical changes with-
in your team but once started it
becomes a  sit-back-and-watch
strategy game with some inter-
action, I f  you are bowling then
you can choose between the
bowler attacking on the offside
or the legside• If you're batting
then you can choose between
defensive, normal or aggressive
play.

Arcade mode is entirely differ-
ent, you actually take part in a
test and bat and bowl as in real
life. When bowling you have to
move the joystick from side to
side 'Decathlon' style to make

This gav e me
impress ion d
being mo r e  o f  an
*arcade' pers on ' s

, s o r t  of  cricket r

I t i o  say T i m  a
Cricket After a
taw plays I  w
too impressed
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great  deal of  interaction,
'graphics are slight ly blocky

I exact ly  that  we l l  ani
I f eel t hey  work  we l l

v ing a n y  t rue  c ont rol  o
fi elding is  a bit  silly and dis
point ing b u t  t he game is
quite playable. Graeme Gooc
is a brave attempt at a new s
of  cncket game that  gav e
init ial h i g h  expec tat ions
unfortunately  didn' t  qu i t e
up to them.

your bowler deliver a fast and
hard ball. I f  you want a  slow
delivery then just slow up the
to l i n g  for a bit.
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t
o

manoeuvre the  batsman to  a
good position and strike the ball
by a  t ime ly press on  the fi re
button. I f  you get your stroke
right then you'll knock the ball
for some runs. Get it spot on and
you get a four or even a six,

Throughout t h e  g a me  t h e

s
A
to b e a
thing to ach
the 641 and t o me
this i s  a b o u t
best o n e  yet .
though h a y '
some a n n o y i

lies like not  being able
f ro' your fielders it does ha
e very good ones. Bowl
bat t ing is  quite good
/ally wit h the wiggle I

e and the game is extr
use for those unit;
t games. The g

0 0  bad althoughthey could have been im
upon quite a bit  Sound is
POOPy wit h a f ew clicks,
and shhhhhhhhhh's  f r o m
c rowd when you do sornethi
c lever a n d  there's  a ls o s
speech. The gameplay  isn't  1
bad and overall it's quite a go
simulat ion,  The only  t rouble
that it does get rather boring

UNULAWOOD T O  k l 1 C H 1 E

G R A H A M  G O C I C H
3
S
T E S T  C R I C K E T
Audloge nic ,  2 . 8 . 9 5  come, joys tick  Only

score is shown after each over or
when a batsman is out. There is
also a n o th e r fea tu re  wh ic h
allows cricke t  te a ms t o  b e
loaded in  so  you can play all
your favourites— old or REALLYold

A
P r e s e nta t i on  B B %
Two types of games and two
player option.

G ra phi c s  8 3 %
Not superbly animated but
sufficient.

B o u n d  3 2 %
Not a lot.

Hook a bi l i ty  6 0 %
A good cricket simulation.

La s ta bi l i ty  E l l %
Level nine of the computer is a
real toughie.

V a l ue  for  Mone y  7 2 %
Has quite bit to offer to
cricketers.

Ov e ra l l  7 3 %
The best cricket simulation yet

ovilz47.
-
/

ZZAPI 64 September 1985 1 0 5



K E N N E D Y  A P P R O A C H
U S  G ol d/ Mi c r opr ons ,  less.ss disk. Joystick only

'KENNE0
1
1

Proorlorivoif

TEST

A
i
r  
T
r
a
f
f
i
c  
C
o
n
t
r
o
l  
i
s  
o
n
e  
o
f

the w o r l d ' s  m o s t
demanding professions.

Every minute in the tower a Con-
troller is called upon to make life
or death decisions f o r thous-
ands o f  passengers and crew-
members ...

So starts off the introduction
in the booklet to this new sim-
ulation f ro m U S  Go ld .  A TC
Simulations are not everybody's
cup of tea, high speed action is
not the  order o f  the day, but
lightning fast thinking often is.
Kennedy Approach offers you
the opportunity to test out your
suitability fo r this 'demanding'
job a t  fi ve  different American
airfields, A t la n t a ,  G e o rg ia ,
Denver, Colorado, Dallas Fort
Worth, Texas, Washington, DC
and finally the nightmare to end

This is the only air
beffic co n t ro l le r
program I've seenother t h a n
Hewson's He a th -
row ATC It's one of
the few games rve
Played where the
speech i s  m o r e

than a just a gimmick as it actu-
ally makes the game as good a
simulation as it is. The quanti
of speech is staggering a
ially considering it s  extra°
inary qua lity.  Graph ics
simple, bu t adequate and
control approach (no pun int
ded) a novel and effective o
Personally I  fu ld th is fo rm o f
'flight simulation' unappealing
(although I  d id  derive several
hours o f  frantic f u n  o u t
Kennedy Approach, wha t
planes appearing inconvenie
ly out of the blue whilst I was
trying to organise the flight p
of others — taxing is not
word!) but I feel it AS a good
that will certainly please th
interested in this sort o f  ga(Cliche! C l i c h e !  S e n o u
though, I mean WI
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them all, Kennedy-La Guardia,
New York, New York.

After loading, you can load an
already saved game from disk or
watch a demo. Starting a new
game is done by selecting a skill
level (1-5) and a city from the 5
available. Then it 's t ime to log
onto the  computer with  you r
password. These are supplied in
the booklet.

Various displays are available
to you in your job as controller.
The Control Area Map, which
shows the overall control area
for the airport, is the largest part
of the main display. This is over-
laid with  a grid of dots (1 mile
apart), brighter ones denoting
normal a ir traffic lanes. There
are entrance a n d  e x i t  fi xe s
marked, the places where flights
usually enter and  leave you r
area, as we ll as the Approach
VOR Tower, a  beacon around
which flights are made to 'hold'
or circle until a landing slot is
arranged for them. Codes for the
various planes in your area are
also indicated, with a separate
graphic to show the three types
used i n  t h e  simulation, lig h t
planes, je t  airliners and Con-
corde, Another vital indication is
given w i t h  te rra in  features,
restricted fl y in g  a re a s  a n d
weather conditions.

Above the map is the Com-
mand Line, an  area o f  in for-
mation in  text form_ Messages
from yourself to a plane are dis-
played here as is the pilot's res-
ponse. There is also a Flight Plan
section for every plane in  your
area. They are designated by an
ID which is made up of two let-
ters (fi rst  letter o f  originationand fi rst  letter o f  destination)
followed by the plane's altitudein thousands o f  feet. A  clock
measuring rea l t ime  te lls you
how long you are into your shift,
which must end on the dot, so
you experience all the real pres-
sure of the job! Finally, there is
an Alarm Area where dangerous

\
X
t
,
•
•
•
•
s
'

Contrary
of my  fe llow
Traffic Co n t ro ll
colleagues, I too
it a ll too fright°
ingly easy to caumici-eir collisions
This i s  u n l i
Hewson's o l d e r

Heathrow ATC, another ve ry
good simulation, where  i t  es
almost impossible to cause an
accident_ I've got a sinking sus-
picion tha t Kennedy i s  marealistic in this! Realism is I
Word too, the graphic radar dis
p lay is excellent (actually a b it
-better looking i n  b lack a n d
While), and when the cons tan(

' t o o
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from the  tower and pilots iS.J,
,thrown in, it is easy to lose your-,
-sell i n  t h is  simulation. Th e ;
Speech is marvellous, complete-
ly realistic, and it certainly a d t l
a thrill when a calm voice flying
over 300 passengers suddenly
announces that there is only
for three more minutes flyin
and you know you can't get hi
down in  time, I 'm not sure
how many people really enjoy

I:this sort o f  game, but it 's I l ia
most 'approachable' one I've,
ever played and an absolutmust for the fanatic.

situations are reported.
Issuing commands to a plane

is made simple with the joystick.
There are two ways of establish-
ing contact; you can either type
in the ID number or you can use
the joystick to  move a  cursor
over the aircraft's symbol on the
map. Communicating instruc-
tions about height, heading and
speed is done in a similar way,
by moving the joystick left/right
or up/down until the required
figure appears between t h e
arrows in  the Command Line.
When your message is transmit-
ted you hear it  as well as the
pilot's response.

Kennedy Approach contains a
large number o f  variables to
make the simulation as realistic
as possible, and the object over-
all is to promote yourself from
the 'graveyard' shift at Atlanta to
handling the two New York Air-
ports on skill level 5. The com-
plexities it offers make it impos-
sible to cover them even slightlyma review!

F09 A/W TIZAFFIC

FAA 7110_66 0

I haven 't p layed
any air traffic con-
trol simulations so
this wa s qu ite  a
novel experience.
The t h i n g  t h a t
really imp re sse d
me a b o u t  t h i s
game w a s  t h e

h— absolutely superb and
ts of it! Apart from the speech
ough, there's not a lot to keep
u interested for long, espec-

fly as you  can't even make
anes collide in mid air or even

law up! Perhaps an air traffic
seam program would be a

ch more interesting.

P r e s a nta t i on  1315qb
Good, easy to read, instructions
and introduction with plenty of
skill options,

Graphic 's  7 1 %
Very good for what they do and
convincingly real.

Ek3und 912qb
Stunning speech, makes up for
lack of other sounds.

Hcm3kobillty 7 4 %
Control method and instruction
make it easy to get into.

La s ta bi l i ty  7 %
Specialist appeal maybe, but
five airports should keep you
going for ages.

V a l ue  For  Mone y  BO %
Good if you like it

Ov e ra l l  S3 qb
Best of its kind to date, and
offers fun, thrills and spills as
well as brain expanding.



T-shirts, Sweatshirts
E4.50 incl p&p

a n
d saps

E3.95 incl p&p

E8.95 incl p&p

s
m
v

It lust isn't possible to be
correctly dressed unless you're
lzapped up properly. How can
you haute couture or strut your
stuff without wearing ZZAP!'s
height of fashion clothing lines?
No, there's simply no way out of
being IN, and if you're in, then
you'll never want to be out of
your M P !  shirts and cap.
Anyway, you get the idea,
onto the real business in
hand

Slinky T
-
s h i r t
s  
i n  
h i
g h  
q u
a l
i t
y

100% American cotton with
double stitching on neck and
shoulder seams for lasting wear
(sequins are an optional extrayou II just have to stitch on
yourself). Adorned with the
ZZAPI logo and your favourite
hero, Rockford (well, if you hate
him, you can always hang the
shirt up and throw darts at it),
the T-shirts come in three sizes,
in pale grey. How can youresist •  ?

For extra protection against the
British weather and various
laser blasts, how about a ZZAPI
Sweatshirt_ These a re  long-
sleeved, heavy quality and
fleecy lined with double
stitching on neck and shoulder
seams. Colourfast, machine
washable pale grey and hugely
improved by the UAP I logo and
(guess who?) the sweatshirts
also come in three sizes.

Having got that alien-terrorising
torso safely covered up, have
you considered the danger from
cosmic rays constantly pressing
down on your head? You have?
Then it's time to do something
about it by getting a ZZAP! Cap.
It probably won't do much for
the cosmic rays, but it will tell
everyone you're a conceited
snappy dresser and make them
think you get great scores on
Dropzone. These cotton
wonders have a stiffening of
foam, a reinforced peak and a
snap fastener at the back to
adjust for big heads. One size fits
all (except for 2 million plus
scorers on Dropzone) and theycome in dark blue with a white
2ZAP! logo.

European orders please add 50p. per
item for the extra postage. Other
countries by application in writing for
postal quote.
Please allow 28 days for delivery

 1 .

-
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Haut Couture at the fl i c k
-
o f
your pen wrist!

Please send me Z Z A P !
T-shirts

€4.50 each SE Mn LD
S w e a t s h i r t s E1195each

SP Kiri LC
Z Z A P ! Capsf3.95each

Name
Address

P o s t c o d e
I enclose cheque/postal order t o  ZZAPI 6 4  f o r

ZZAP! 64 MAIL ORDER DEPT., PO BOX 10, LUDLOW, SHROPSHIRE SYS 1DB

•
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T H E  G R E A T  A M E R I C A N
C R O S S - C O U N T R Y  R O A D
!!!!E99c.,999th.,,.joystick only
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length a s  Th e  Grea t
American C r o s s -

Country Road Race you  ma y
well wonder what lurks beneath
such a mouthful of a title? Well,
it is in fact another addition to
the Pole Position genre but this
time there are overtones of the
Burt Reynolds film, The Cannon-
ball Run (you know the sort of
thing — a group of speed freaks
who regularly take part in a high-
speed race across the States).

The game attempts to inject
new life into the mould by giving
you the chance to take part in
such a  race — from the West
coast of America to the East. Not
only have you gotta get from

N
o
t  
a  
g
a
m
e  
b
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s
e
d  
a
r
o
u
n
d

the antics of the software
house of the same name

but about one o f  those dudes
with the funny hats and the long
droopy facial hair who generally
confuse and annoy people. No.
not Minter, th is is  Merlin  the
Wizard —  someone o f  great
intelligence, magical skills and
power a n d  i s ,  a b o v e  a l l ,
extremely cool.

All the forces of evil (JR inc-
luded) have joined together in
an attempt to defeat the greatest
wizard o f  all time, the magnif-
icent Merlin (this guy's ego must
be well inflated with this praise
he's ge t t ing ).  Me lv in ,  s o r ry
that's Me rlin ,  mu s t  u se  t h e
magic spells at his disposal to
fight o ff all these evil creatures
sent to  destroy him. Unfortun-
ately he's not got a lot of energy
and so to keep h im going he's
got to concoct a weird brew by
collecting v a r i o u s  m a g i c a l
ingredients, conveniently lying
around, and dropping them into
his cooking pot.
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West to East as fast as possible
but you have ten other racers, all
as determined as yourself, with
which t o  contend. There a re
eight 'fields', that is, groups of
ten racers' previously establish-
ed times, for you to attempt to
beat and you can choose from
any of the eight.

Four possible cross-country
races a re  offered, th ree (Los
Angeles to New York, Seattle to
Miami a n d  San Francisco t o
Washington) b e in g  o f  t h e
straight forward coast-to-coast
in the quickest possible route
style, and the fourth is a com-
plete US Tour, where you need
to drive through every city on
the map. Once you have made

M E R L I N
C r e a t i v e  S pa r k l e  CESpar kl er e),  E 1 2 . 5 0  c a s e .  j oy s t i c k  or  k e y s

j
i

This ra t h e r
looking g a m e
-
7
one that quote a
of challenge a
boredom a t
same t ime .
game itself is q
hard a n d
being a  pick-it-

and-drop-it-in-the-pot-while-
shooting-the-nasties typ e  l
on, you know the type) but
swiftness with  which you
die is rather disconcertong
baddies are very last and y
character moves about at
same speed as they do, givo
problems i n  contro lling
thing. The graphics and sou
are below average and even
its price, i t  doesn't really com-
pete with other games far better
and cheaper. Seems like  •

4
1

b e g
O i n
a t f
i l l i
a b

your choice it's into the race
Racing f ro m coast t o  coast

ain't so simple though. Not only
do you need to plan your route
but you need to be aware of your
surroundings a n d  limitations.
Police speed traps, changingweather and  road  conditions
and o f course the ever present
pressure o f  a  t ime limit  make
things that bit more interesting.
Should there be a police vehicle
in the vicin ity then the handyradar at the bottom of the screen
will bleep madly informing you
of t h e  approaching danger.
Depending upon your urgency
you can either choose to pass by
the police slowly and politely or
attempt to leave them standing
by speedy and skilful! driving.
Getting stopped wil l  cost you
precious time, so any decisions
have to made wisely.

Current ro a d  a n d  weather
conditions are indicated on the
map screen for advanced warn-
ing, and driving skills and speed
need to be adjusted accordingly.
Snow, rain and fog are there to
hinder and road conditions vary
frequently ( i f  th ings we ren ' t
tough enough as it is)!

Continual checks need to be
made on  your fuel, fo r i f  you
should ru n  Out you 'll end up
pushing! Fuel, o r gas a s the
Americanism goes, can be top-
ped up from pumps at 100 mile
intervals a l o n g  t h e  r o u t e
though, and advance warning of

1

I had doubts t
this sort o f  ga
theme could co
inually be re/ea .
and mainta in •
popularity a r t y
longer. A  f e w
healthy g a m e s
soon quashed my

cynicism and by the end of the
day I found myself enjoying this
racing game as much as an

A t
other (with the exception of •
stop II, but then that is the a

.qt race games to  date). Th t

1

hics are of a good standani
although the sound is la

in variation and quantity, it
affective The new g a
m. e le me n t s  (such a s  1

' d  traps, weather etc) arate
' con tro ls lie the gears) give
program necessary on'ginal
al. American Road Race
not prove popular with

e and may be discarded by
rs a s  ju s t  another race

game, bu t !  think it's something
fans should at least take d
i

at.
4

any approaching p u mp s  i s
given, so  tha t you  can  'slow
down and pull up in time.

The route you wish to take is
planned through use of a map
screen and any racing is done in
the 3D Pole Position approach
that has become such a  stan-
dard fo r race games today. A
flashing cursor indicates your

•••••••



At first I  thought
this game was i f
little bit too simple.
later I decided that
it wasn't at all bad
Then a little later I
settled on the idea
that the game isn't
too bad
- 
b u t  
i t  
i

rather too simple. I  like the iof a Trans—American road r
set along the  lines o f  th
whacky Amencan films w
Burt Reynolds. The view of
race itself is fine and the way t
car responds to  the  playe?
whims works well. M y  o
riding disappointment

t r a c
h  
t h e  
l a
c k  
o
f  
p
l
o
t  
—  
w

ve been great if the
. tars listed as your
'tors at the start of the ga

d existed during the act
race? Instead all you get is
never ending stream of cars a
motor bikes that either pass
or are being passed by y
Whatever happened to the m

i guys who used to drive up aloside you and push you off t
track? Another thing — it's
fair that when my car hits a pat
of oil it skids all over the pi
yet everybody else can
through them as if they
exist. There  are a  fe w
touches which help make up
the game's shortcomings. T
engine noise and gear the
work realistically and twin
out of fuel is a serious prob
especially when the fuel pum

E t
s
o  
h
a
r
d  
t
o  
s
p
o
t
.  
O
n  
t
h
e  
w
h

game may be inferior
e in its genre but then, t

aren't that many games that

current position on the map of
America and you can move this
cursor to adjoining locations in
order to  select a  destination.
Other cars and motorbikes also
race along the road and you get

This is easier said than done
because the evil nasties floating

-
-
•
6
•

This game has c
alp similarities
gameplay to Fa
asy's Pyramid
the way that y
pick up objects
dmp them whi
shooting n e s t
-(alright s o  t h

are quite a few games that
valve this sort of thing but th
one feels similar in play). It's not
by any means a graphic master-
piece but what there is, is adeqd-•
ate Merlin lacks anything meaty
in the way of sound with only a
few blips and beeps and other
such things (some music would
have been nice). The game
pretty hard and getting off offirst screen i s  difficult.
screens don't differ greatly on
higher levels with only the trees
and pot shifting position and the
pasties get nastier but there is
some lasting challenge.

tel t 6 T I V 6
V : p a l  9 1 r  tonrP i t t

brought to a rather abrupt stand-
still on hitting someone. The
scenery to the sides of the road
changes accordingly, depend-
ing on which area you are racing
through.  On nearing a city you
are told that you are approach-
ing i t in the form of flashing
message on screen, The city in
question even appear s i n the
background to reassure you of
this fact!

One of the original features of
American Road Race is the use
of gears. The fire button acts as
the accelerator/clutch and gears
are increased or decreased by
pushing forwards or back on the
joystick, respectively. G e a r
changes are not quite so easy
though,  as you must first build
up enough revs to change gear.
If you over-rev the engine you'll
blow it and end up pushing your
car t o  the  next gas station.
Chan9ing up too early means
too high a gear for your speed
and will result in poor accel-eration.

It's possible for the race to end

around drop anti-spells on para-
chutes ( i t  gets weirder) into
Merlin's brew, To make matters
worse (life really is tough for a
wizard these days), Merlin must
avoid the  dreaded blue Hell-
wasp that frequently appears,
since one touch from it spells
instant death. Oh well, at least
you have three lives.

For all this complexity, Merlin
is in fact a single screen shoot-
em-up of considerable difficulty.
The screen display is that of a
valley, complete w i th some
grass, a few trees, some hills in
the background and a cooking
pot (not forgetting a rather mor-
tified looking c ow  tha t jus t
stands there doing nothing).
Merlin himself zips around on a
little cloud and can fire spells
about the place with a press of
the fi re  button. Dropping a n
ingredient into the pot boosts
the pot count by one and when
this count reaches the  magic
number and Merlin's brew is
complete, i t's  on to the  next
screen and a  quick rearrange-

in one of two ways —  either
through disqualification (failure
to finish within the allotted time
limit) or through actually cross-
ing the line in time. If you com-
plete the race in a quick enough
time then you can enter your
name in the 'hall of fame' which
can the n b e  saved o u t  for
appreciation at a later date.

l':8564
17;
11

ql  s •  a

merit of the scenery (that's the
only way the screens differ on
each level). Any anti-spells that
successfully find their way into
Merlin's brew (they can be shot)
knock the  pot  count down by
one and add to the frustration.

TEST
My first impress-
ions of this gamewas that it was a
rather bad version
of Enduro but after
further playing Ifound this was in
fact quite a  goodlittle r oa dr a c e .

Things like geaithenging fuel
and radar traps are all part and
parcel of the game and there's
;
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coming back 'just for another
go' I  really liked it, and finishing
the race in first place will be a

oal anyone would seek for-
P r e s e n ta t i on  B8E:b
Multilingual wallpaper
instructions and stylish
approach.

G r a p h i c .  79910
Good3D graphics and
perspective on both cars and
road.

S o u n d  4 8
0
k ;
Little more than some brTrms,
chugs, pinks and a couple of bitsof music.

H o o k e b i l i t y  7 0 %
Addictive as any other of the
genre.

Le s ta bl i tty  BO %
But has that little bit more than
your average race game.

VOWS For  Mone y  7 0 %
Would have been a bit more
tempting if it was a slightly
cheaper,

O v e r a l l  7 7
1
: 1 b
A good variation on a popular
theme,

P  r e s e nt a t i on1 3 . 4 %
Nothing super-dupes.

G r a phi os 1 5 3 %
Simple but adequate.

s o u n d  3  1 alb
Not a lot but enough.

Hooke is i l i ty  8 1
0
k )
Getting past the first screen is
tough enough.

La s ta bi l i ty  Sattqlo
Getting much further is even
tougher and interest may wane
with no real change in things to
do

V a lue  For  Mone y  8 9 %
Simple game (certainly not to
play) at a cheap price.

O v e r a l l  55c l b
Nothing outstandingly originalbut still fun.
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Results of competitions run in ZZAP!
issue 3
We ran five competitions in issue 3, and the response to all of them
has been staggering l i tera lly .  Three of the competition boxes
required two people to carry each of them to my competition
minion's broom cupboard, and when I saw them I passed out!

At the risk of being boring, you could all make my life easier by
remembering the following points. MULTIPLE ENTRIES does mean
single entries for each competition inside one big envelope, NOT
hundreds of entries for the same competition. It won't make your
chances of winning any better, 'cos I'll just throw them all away.
Please mark such entries on the outer envelope as MULTIPLE
ENTRY, and it helps if you list below that the names of the comps
you have actually entered. The actual entries are best on a postcard,
but failing that, the outside of a sealed envelope can be used AND
you must put your name and address on each and every entry!

ARIOLA SOFT
COMPETITION
There was a fabulous first prizegoing for the best playing tips on
Ariolasoft games, a
Commodore SX64 computer
complete with built in disk drive
and colour monitor. Two further
prizes of Currah Microspeech
units were offered, and five
further runners-up prizes of
Wico Boss Joysticks.
W1NNFR
Beiatriin Wong, Gorden City, Harts

ENSURE YOUR
REGULAR

COPY OF ZZAP! 64
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2nd and 3rd place:
Simon Craddock, Blackburn, Lanes: N ils
Blum, Shenfield, Essex
4th to eth place'
J Tittrnsr
,  
D u r n
m u r r
y ,  
B e
l l i
e d
;  
S
e
a
n  
0

Kane, Londonderry,. Peter Word, North
Ormetby,  Middlesborough, Cleveland.
Soren Staugaard, Lange. Denmark; David
Charles, Leicester.

VIRGIN
COMPETITION
Virgin were eager to give away
20 sets of five games -
SORCERY, STRANGELOOP.

When a magazine is rising in circulation (being new, ZZAPl
is doing this) and so sells out immediately, you may
experience difficulty in obtaining your copy every month_
So the best thing to do is place a regular order with your
local newsagent, which you can do by handing him thisform.
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ZZA PI 64 Magazine.

Name
Address

To the Newsagent:
ZZAPI 64 Magazine is published in the middle of every
month b y  Newstield Ltd,  1 -2  King Street, Ludlow,
Shropshire SYS 1AO. Tel: 0584 5851, and distributed to the
newstrade by COMAG (08954 44055). Please check with
the publishers if you have any difficulties in obtaining
Supply.

Emi N E I  mol ao .

GATES OF DAWN, FALCON
PATROL II and GHETTO
BLASTER. Here are the lucky
winners:

PM Butle r. York,  Y02  EiNN, Ja son Carter,
Leicester LE4 OPA, S Dodsworth,
Middlesborough TS3 pa x,  Margaret
Ewen, Bromsgrove, Worcs, D Farnaby,
Cleveland TS4 280,  $  Gilmour, Plymouth
PL1 51.X. Christopher Jucks, Linos LES OLU.
Surjit Kaur, Birmingham 823 7TY, Leigh
May, Horley, Surrey BM:SLR,  Steven
Mclean, Perthshire PH 11 SAP, Daniel
Morris, Lance 819 SNH, N ick Pace,
Newcastle-Upon-Tyne NE2 12PJ, Paul
Phillips, Birmingham 836 9J13, Steven
Quinn, Co Donegal, Eire; Ehsan Rametani,
London N W 11 0 8 0 ; Michael Sinclair,
Belfast BT4 2EH; Andrew Smith,
Manchester M21 1W1. Darryll Taylor. Kent
CT19 4PW: Michael Underhill, Devon C M
3NL, Andre w Wood. Shrewsbury SY1 40Y.

GRIBBLY'S DAY
OUT
Hewson Consultants wanted to
know something about the
habbits of Gribblets and were
prepared to give away 100
copies of the Sizzling game to
winners who could answer the
five simple questions. Here arethe winners....

Mark Alldred,  Sheffield 518 SYW;
Christopher Ashurs, Lancs WN6 00P; K
Baker, Gies G1.51 581, Richard Barnes,
Kent ME4 IND; M ark Bell, Lance 0172 7ED,
Peter Benham. Surrey GU9 SAU. Gregory
Bin g ,  W Midlands 6192 7RU, Mark Brewer.
Surrey KT9 U P; Julian Bryant, Barks RG4
OM ,  Edward China, Hants GUI4  7DF.
Michael Clarke, Merseyside L62 4RO.
Robert Coles. Wilts BAl2  9HS ; Peter
Conroy, L ive
r p
o o l  1 1  
0 0 P ,  
G i l l
i a m  
C o r
b e t
t ,

Belfast 875 6PJ, Ross Corbett Essex CMO
SEX; Jonathon Cottam, Cheshire SK 12
611; Anthony Cox, Bristol BS17 6H; Jason
Crabtree, Herta SO? OIL; Andre w Craigie.
Edinburgh EHIO 7AZ, Francis Cum.
Glasgow 066 4AS; R Dempsey.
Pe t e ro u g h ,  Colin Doran, Lanarkshire
ML6 9RP. Robert Double, Ipswich PP113
Richard Duke, Gwent NP6 4EJ, S Edwards.
Essex SS7 5-JR, Mark Edwards, Devon
TO13 OJN, Andre w Ellems, Cheshire WA?
4NY; Chris Fagg, Leics LEIS 71R. Andre w
Farmer. Shrewsbury SY4 4JX, Steven
Giles, Huddersfield H07 IPT; DR Glennan,
Sta lls ST14 &JP. Glenn Goding, Essex C04
V T : Kevin Gray. Edinburgh EHI2  SRF;
Gareth Hallett, Kent DA7 SRG; Andre w
Hammond, Surrey GU25 4EW.; Jonathon
Harris, Shropshire SYS SDA: J Harrison.
Durham Ofi l 2AU, Brien Hays, Harts SG6
48W, Anthony Hedges, N i Bristol; Daniel
Heighes, Surrey G1116 2SE, M ark Hobbs.
Tyne & Wear; Martin Holden. Lanes FV3
90T, Algan Hopwood, 38 Dressington Ave.
Brockley, London SE4 I JG Jason
Flowsden, Essex CM1 50A. John Hughes,
Cumbria LA13 0 0 J; Jason Humphries, W
Midlands, Phil Jones, Leeds 1S26 OEJ, S
Jones, Surrey KT13 SED, Mark Kedgley„
Harts; N Kingswood, Linos LN 11 8SL,
Graham Kinnear. Northampton NM] 113N;
Ricky Kumar, M iddx HA3 BAJ, tan Kyte,
Kent DA6 7CIF, J Lackenby, Cleveland TSUI
8JK Ja son Littiewood, Notts SOO 45G;
Andrew Iodine ,  Cleveland TS8 7ND, MG
Marshall. Barks RG13 2AT. Steven
McDevitt,  GlasgowG20, I  McLaughlin, Ely,
Combs; M ark McNeil). Tyne W e a r  NE28
7EY. Justin McNaughton,Middx HA5 1SU,
C Menzies. Cheshire, Simon Micklevoright
Gwent NP4 SBA; Gary Milligan, Lanark
M IS 558, AP Mitchell,  Northants NN1 0
OXY, Robert MOrlin, Cheshire SKS 40E;
Graham Morgan. Coventry, W Midlands:
CP Mullineux, Cheshire CW1 1LE, As One,
London SEI9  I JG,  Julie  Paine, Kent ME19
SNO, Ricahrd Paine, Sit ropshke IF2  SLJ,
Richard Pearce, Surrey GU3 3DF;
Pettigrew, Cheshire CW8 40S, Ne il
Phillips, Bucks HPI 0 SAP, SJ Pilkington,
Cheshire CW4 8NR, David Pya, Lento WN5
WA,  Keith Roach, W Midlands B75 SHY;
Brendan Seagrove, Hamilton M I 3  8 8 4
Mark Sample, Co Londonderry. Andre w
Sharp. Doncaster DNS M i c h e e l  Slater.
Lanes SLO 9EN; Graham Smith,  Worsley
M211 4JJ, I  Smith,  Kent 0A16 3LH; Nigel
Smith, Stoke-on-Trent Fre  7130; Graham
Souster, Essex SS5 812, Paul Spirou,
Sussex 8N22 7AN, Adam Steiner, London
N6 SUB: Darryl' Taylor, Kent CT19 4PW,
Glen Taylor. Kent DAS 3PY, Ne il bodlree.
Essex, Gerald Vdowics,  Middx U86 7AL;
David Word, Gourock PA19 lYN ,  David
Watson, Tyne & Wear NE9 SPIN E  Watson.
Perth, Philip Watts, Mid Glamorgan,
Martin Wilson,  Sheffield $17 401.1, A
WOOIMet, Glos GL6 95151. Philip Zerzarou.
Surrey KI S SW

SEE
YAN

NEXT
rit181174

ROLAND RAT
RACE
COMPETITION
TV AM's favourite rodent hero
has been turned into a computer
game by Ocean, who offered
100 copies of the game to the
best cartoons...

Shaun Daire, Antrirn 8 4 1 2 7 5 . Matthew
Fox, Bushey Heath Harts; Cla ir Carter.
Norfolk NRS SHZ, Paul Young, Sheffield S5
OAJ, Andre w Foster, Somerset 8A3
Jonathon McGull,  Co Amrim; Alan
Cameron, Powys; Andy Smith. S
Humberside DN37 DOD, Simon Nissen, CO
Durham OHS 7J1, GR Sme lt Somerset;
Sean McCauley, Co Donegal. Eire ; Gregory
Ashmore. Kent CT14 7N2, M  Connolly,
Berko 0FI014 6JY; David Rankin, Hants;
Jeremy Dickman, Uncs PE21 &JIG; Tom
McKee, Ross IV? SEW, Martyn Wilson,
Cornwall PL I 1 2LY ; Matthew Ward. Essex
162 SON; Nicholts Smith, Derby S43. Mark
Ashworth,  W Sussex GU29 R A; Dale
Hogwood. Harts HP3 8PE, Lee Gomm,
Harts HP4 zwr,  Richard Barron. L66 Sea l
Jason Stephenson. Barrow-upon-Humber
ON19 7 AX; Paul Wheiblic Middle; Laurence
Richardson, Norfolk PE30 4XG, Jeremy
Hogg, Kidderminster,  Worcs, John Nunn,
W Yorks; G Ogle, Cardiff CFI SIP; Ale x
Michie, Surrey GU N  5Y0. Kenneth
Norton, PE13 SNVIt; Darren Martin, Suffolk
C010 ENE; I  Benjelloni, Herta ALB 70P,
Noel Hines, Leeds IS? 2SE; Douglas Lee.
Essex RM3 ?EX; Lee Russell, London E7
OLE. Chris Robinson, W Yorks BD20 OJH;
Stuart Tomkinson, Stoke-on-Trent 5T4
6RLI; Avi Pinhas. London NW4 410: E
Watson, Perth; Andrew Teal, Leeds L526
OPW. Andre w Richardson, Stockton I SI S
SLB, Ne il McNichol'. Co Londonderry 8T46
R A ; Graham Smith ,  Gwent LIPS 3FP;
Andrew Richmond, Derby S41 ODH.
Wilfred Homer, Cleveland T su i SLB, Jason
Rogers, Blackpool FY4 3A2; Christopher
Canwright,  Cheshire, Daniel Crowson.
Nottingham NGIS SOW, Karen Rolph, Tyne

Wear NES SPH, Mork Rogers, Brighton
BN1 OFF ; Steve  Davis. Kent 0A9 9BE, Terry
Gilligan, Leeds 18 I6  7SJ; HJ M innie ,  Beds
LI P 71P0; Tony Smith, Kent DA 15 3LH,
PIAJI Yernold, Bristol BSIS 6051. Michael
Witt. Hants SP11 SHG. Toby Hughes,
Surrey RH2 70T, KM . File  KY1 1PX, M
Skidmore, W Midlands 862 9RR; Julian
Bade, Cleveland TSIO 4J11. Darren Prin t
Gloucester GL I 5.18; Anthony Shute.
Bucks; M a rk Etlecliburn, Norwich; Jason
Lin, Bridgnorth,  Shropshire. Paul Wise,
Essex COS 91-11; Matthew Parson,
Portsmouth P06 2P1; John Herber.
Thatcham, Barks, OA Spandley, Blackpool,
Lance; Peter Shea, Clacks FK 14 7AV, Paul
Mallinson, Doncaster DN6 70N, Scott
Nestel, London N12 SAN; David King,
Dorset BH17 7UB; N Barton, Newcastle
NE15 irra . Lee Goldsmith, Cleveland TS25
SAP; Tony Holland, Leicester LES 7ES;
Philip Zazarou. Surrey KT6 8N-J; Man
Green, Hens HP4 3JB, Michael JD Centro.
London SW5 95-1, Andrew Lord, Rochdale
01I1 M A,  John Nunn, Halifax. W Yorks;
Decian Woods, London N4 2S8, Stuart
Mugford, Hens SC) 1 5,1H, Jeremy Gridley,
Northants NNIO OSY, Ne il Groat, South
0 ueensferry EH30 9X0. T Pailhak karat.
Middx HA2 SAS, A Jones, Notts S81 eFew.
George Bowden, London NW9, M E Ross,
Colchester, Essex; Ashre l Aswat, London
ES OSE Na tha n Haines. Bristol; Jonathon
Grundy, M id Glom Cl'? SQL, Robert
Kingharn, London El? SEL, Mark Simpson,
Elgin IV30 351T, Nicholas Fitton, Heywood,
Lams, John Ahmed, Hull HU3 60X,
Sharon Wade. Scarborough Y011 I PS;
Jason Brewer, Biadrpool, Matthew
Holloten, Cleveland TS14 7A-1, Steven
George. Leeds I 8 9  0E2
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-MI RP ic u L o u s t _ 4
1SOME PRSSENGERS
S URV I V E D'
'
,

r
v I t
i
v i
o N
fl

THE L INE R FIRCAPIII P I D NOT EXPLODE
IN PN EPA- SPLIT TING
, W e i  1 T E  
B F I N J  
-

-  THERE kioRS NO RiR TO
FUEL THE EXPLOSION
OP C-ARRY THE SouNIP

I l l t i  •  1 • 1 1 I•

WHEN SHE
HIT THE
ALRNET'S
ATMOSPHERE
SHE CARVED
R P RE TTY
P IRE wo RK
PISPLRY IN
THE NIGHT
SKY —

m s H e  B u RNE 0  WI TH
11-IE COLOUR OF S L O O P  -
PIERCEI -Y  RN!? S iLENTLY'
CONSUMIN& HERSELF WITH
HER OWN INTERNRL RIR ,

MI NUTE S  L I T E R  HER
M O P  RE MA I NS  TORE IP & RE RT6 S C P R R E 0  F URRO W I N

THE PLRNET'S  SURFFICE Olt
-  : :1 1 ;  4 6 0 1 6

SHE H P  BEEN R L i N E R
HER TRiL  SECTION HI T
RT R SHICILLOW RN& L E  —
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You HRVE t •J •ST
O B S E R V E D  I T  -

THE RE FO RE  I T iS N o r
I MP 0 5 S I B L E ,  ME RE L Y

U N E x P E C T E D ,
DO NO T WRSTE TI ME WI TH

I mPREC ISE S TRTE ME NTS ,

GET
POWN/1

I T I
SWPC* 5 IER. E I

I RM --wns -151
SHIP 'S oFFI CER.

MY  TRS K  I S TO
G E T YOU TO

YOUR ORI GI NAL
DESTI NRTI ON -

EnRTH ,

NO
RESCUERS
WILL COME -

-  THE
ARCRD1A H I T
PN A NO MR LI(
IN HER LAST

a i m P ,

- I T
 LED TO  THE
BLRCK HOLEWHICH oRarrs
THAT REr7

G A NT ' ' , NO
B R 5 E 5

HERS -

THE RE  1 5
CUTTI NG  G E RR I N THE

S E RV I CE  B RY S ,  G E T  I T
R N D  RE L E RS E  THE PEOPLE

T R A P P E D  IN T H E
E N T E R T R I N M E N T  s E c
-
n o N
T H E N  FI ND V E H I C L E S  -

WE  M U S T  LERVE HE RE
S o o N ,

LeE,RH,
A ND I

THOUGHT WE
WERE M E R N T
TO STAY B Y
THE W R E C K

A NP  WA I T
FOR

RESCUERS ,,,
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STORY BY KELVIN GOSNELlo
DRAWN BY OLIVER FREYt

THE
TECHNOLOGY TO B UI L D

SUCH A  THI NG  IS NOT YET
AVAI LABLE I t )  MA N

AND NONE HAVE EVER BEEN
FOUND IN THE MI LKY IAJAY

GAL-FIX1/2
)
,

WE MI S T R i m  -
T H E  
F A C T

THAT WE OURSELVES
MAY N O T  lEcE INTHAT

GALAXY A NY
MO RE  oeo

WRONG ON O NE
COUNT,  CRO S S ,
HERE COME OUR
RESCUERS,  LOOK, . ,

THI S
S Y S T E M  1 5  PI

DY S O N S P HE RE ,
ITS O UTE R W O R L D S

HAVE B E E N
BROKEN UP  A ND

BROUGHT I N TO FORM
A SPHERE

CLOSE- -
ro 
T H
E

BI NARY
S TA R

CL A S S I FI CA TI O N
HOS TILE ,

ARCAPI R CARRI ED NO
ARMS,  I MPROVI SATI ON

IS SOLE O P TI O N,
G E T -
r H E  
C U
T T
I N
G

GEAR. — N O W !

COME WICK, WE CANNOT
ASSUME THEY A RE

PRiENPLY,

• -.JANINA
ZZAPI 64 September 1985 1 1 3



YOU WI LL NOT HFIRM US  i r
NE TME N AP V ANCE  RNC
,S AV E  THE O NE  WI TH THE

SENSE O F  HUMO UR
F O R  M E I

LE T ME S E E
Y O UR H R N P S  FI RST,

THE Y ' LL HRV E  B E E N
CHI LLE D NEFI R TO
ABS O LUTE  Z E R O ' ,

B - B U T
THEY'RE UNMARKE' ,
YOU SHOULD
,
'  B E

HI I , EOUsLY
MAIMED

I T
IS N O T

I MPORTANT,

WHAT HAS JIN SEEN? WHO IS CROSS?
FIND OUT NEXT MONTH..

114 ZZAP! 64 September 1985

STRIKE,

THEY
WILL RETURN,

WE MUST HURRY -
MOVE THIS G
,
E R R

T o  E NTE RTAI NME NTS
RNP S TART CUTTI NG
,
/

KNOW FROM THE
PRSSENGER L i s r  THg r
YOU RRE I N  K I WI S ,
YOU HAVE LI MI TE P
PSI -
P O
W E
R S  
A N
D
,

THESE WILL BE USEFUL
To ME IN LEAPI NG YOU
TO S RFE TY ,

DO
NOT VET FULLYuNDERsTANP
THE CONCEPT OF

'TRUST' ,
BUT MUST

TRUST YOU, JIN
KI MAS,  I F I VVPINT

You TO HELP ME,n

This Is
WHRT
I PIM ,,,

HALT/  RE TURN THE
CAPTI VE v ou HAVE
Tr I XEN AND I WI LL NOT

HARM YOU,

THE SUPERCOOLED PRESSURISE'
OXYGEN SPEWEP R LETHRL wi wr g
PERTH R T  THE I NTRUDE RS
, , ,

I T I S  D A M N  WELL
I MP O RTRNT,  CRO S S /
t?OU T A I L K  L I K E

R CO MP UTE R,  YOU W A L K
THROUGH WRLLS OF FI REFINP YOUR eloT,Le Poes NOT
OBEY THE RULES OF PHYSICS!



111 P R O M  MICROPROSE:

Set Arid hear all the action Here is the first s imulation to include
reahstic high quality speech from your computer Bad weather,
m-fl ight emergencies and instrument failures provide an
ever-changing environment. -
A m i t y  a l l e t a fi  
c o u l d  
b e  
c a l l i n
g

You. all 'MN: lot one rumvay! Hear their radio calls
and your broadcasts in high quality speech! The safety of
passengers is in your hands as you guide jet aulincrs and
Concordt to theit destinations!
DON'T FORGET THESE OTHER SIMULATIONS

-
1
1
E
l
t
m
-

U.S. Gold limited, Unit 10, The Parkway
Industrial Centre, Heneage St, Birmingham B7 CM
'Telephone: 021-359 8881. Thke: 337268.
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Available Cont inding the challenge Available
N O W w h e r e  /Trao 'c and Field left off,NOIN

Imagine Software Is available frorrt(i),WHSMITILFACEMLIVOOLIEFORTOO, LAMM. RumbelowslIbmorus. Spectrum Shops trid all good dealers.
Imagine Software (1984) Limited • 6 Central Street. Manchester M2 5NS• Tel: 061 834 3939•Telex: 669971


