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HOT GAMES FOR MARCH |

16 MERCENARY _ :
Gold Medal for Novagen's long awaited 3D space |
action adventure |

21 ARC OF YESOD :
Champagne Charlie gets sent further afield in his
| second all leaping all fighting bid to save the

| world

|
31 HARDBALL I
I
|

Could this be the best sports simulation yet? US
Gold offer the definitive baseball game

59 BORROWED TIME
Ol' Whitey turns positively wizzo over this new
adventure from Activision. ;

95 WHEN SUPER POWERS COLLIDE
Sean Masterson takes a gander at the first of the |
state of the art wargames from SSI

100 URIDIUM
Andrew Braybrook's metallic monster Sizzler hits
the shops.

15

| ZZAP SECTIONS

| 7 EDITORIAL

9 ZZAP RRAP
Your letters about this that and the other.

69 CHRONICLES OF THE WHITE WIZARD
Ol' Whitey gets down to some more adventures,

73 RESULTS AND FORMS

76 ZZAP! CHALLENGE AND SCORELORD
It's Liddon’s turn to take on the challenger at Z.

81 ZZAP!ITIPS
Gary Penn offers shelter to the helpless as well as
a map of Gremlin Graphics’ Bounder,

92 ZZAPISTRATEGY
Some new releases plus a start on the famous SSI
wargames from US Gold.

103 NEWS FLASH

Bits and pieces from around and about.

104 SHADOWSPIEL |
The mysterious Shadow looks at Uridium and }
floats etherially among the influence and [
effluence of the business, seeking evil whereverit |
lies

111 THE TERMINAL MAN
Mare colour comic strip adventure from Cross and
the Arcadians |

;| Melbourne House are offering a hologram all of

ISSUE 11 MARCH 1986

| MARCH FEATURES

49 THE LUCASFILM INTERVIEWS

Part two of Gary Penn's transatlantic phonathon
with the design team who brought you Rescue on
Fractalus and Ballblazer to name two.

| 45 MORE ART GALLERY
We follow up last month’s exquisite Compunet
art forum (despite the repeat Max Headroom
canvas) with some of the lesser (for want of a
better word) stuff

55 ACHAT WITH ANDREW BRAYBROOK
Gary Liddon bumps into the programmer of
Paradroid outside a well known supermarket and
can't resist a quick gossip.

65 OUT FOR THE COUNT |
We receive a weird report from a foreign
correspondent on the state of Swedish software
development

| 88 GAME MAKER
| Gary Penn plays around with Activision’s game
designing utility and comes out feeling squiffy.

| 108 ZZAPBACK

Jaz Rignall and Gaz Penn glance aver their
shoulders at some of the games reviewed in issue
1 of ZZAP! to see if they and the reviews have
stood the test of time.

PRIZE COMPETITIONS

68 MERCENARIES NEEDED!

Win a Commodore C128 and a
Mercenary T-shirt from Novagen. 50 runners-up
can get a T-shirt too!

91 GET MERRY
With Robin o' the Wood and Odin who have 25
copies of the game to be won!

75 M-M-MAX HEADROOM
Quicksilva invite you to pitch for a colour telly,

copies of the new Max game, his filmed life story
and his guide to life.

106 LORD OF THE RINGS

e NOHIHL,

] your own, plus 30 copies of their new adventure!
*
"Hmﬁm : f “ﬂq‘f}

—_——

The nextissue of ZZAP! goes on sale from the 13th
March — Gary Liddon say ‘Buy it, becausa it will
be nice
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Imagine Software is
available from selected branches of:

PING PONG

You can almost feel the tension of the big match breaking through the
screen...the expectant crowd is almost on top of you! You return the
service with a top spin backhand, then a forward back-spin, the ball
bounces high from your opponents looping, defensive
lob...SMASH!...a great shot opens the score...but this is only your first
point! Play head to head or against the computer in this, Konami’s
first and best table-tennis simulation.

HYPER SPORTS

Enter the stadium of Konami’s No. T arcade smash-hit sports simula-
tion.From the finesse and skill of Archeryand Skeet Shooting to the
critical iming and brute force ot weight lifting — six events to fest you
to your limit. Hyper Sports — continuing the challenge where “Track
and Field’ left off.

J) WHSMITH V4ZSIT) WOOLWORTH, LASKYS, Rumbelows Greens. Spectrum Shops and all good dealers.

- — S
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The Standard
by whichothers

Will be judged.

This is Hardball from Accolade. The first in a new generation of game
software that sets the standard for others fo beat, if they dare! With
graphics so large and lifelike and sound effects so real, you'l
believe you really are at the ball park - yes, you can €
almaost smell the hot-dogs! Y
Sorry, we can't supply the hof-dogs; you'l
have to bring your own = but everything
else is here to recreate ihe
atmosphere, tension and
excitement of big time
baseball on your
own small
screen,
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For Commodore 64
& Cassefte - £9.95#
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PULLING THE PLUG?

t News that Commodore are
shutting down their Corby
| factory and stopping
manufacture of the 64 in Britain
hardly comes as a surprise to
anyone following the spate of
official denials that any such
thing was about to take place.
We all know that the best way of
informing the world of an
impending action is to deny out
of the blue that you intend
acting.

But the closure probably has
caused some alarm among
Commodore 64 owners as well
as people whose living depends
to some extent on the machine.
After all, Commodore’s fortunes
have slipped internationally
very badly during 1985 as well,
resulting in all sorts of rumours
and counter-rumours. The
American company had hoped
to scupper any gloomy
predictions for 86 by launching
the 128, Amiga and the new disk
drive as well as by renewing
support for the 64. However,
when you look at the major
market, the 64 market, the 128
and the Amiga have very little to
dowith it. On top of that, the C16
has to feature as one of the most
puzzling developments in the

N

say pundits and sales charts —
as well it might, bundled
cheaply with loads of software,
and doing the chain stores
stirling business no doubt; but
the trouble isthatit's adead end.
The quickest way to kill off
someone's enthusiasm for a
machine is to give them one that
theg don't really want at the end
of the day.

Commodore have signally
failed to notice that in the British
market (and elsewhere) they
have been outmanoeuvred and
outpriced. Instead of delivering
new and irrelevant machines at
the lower end of the price range,
they should have been prepared
to lower the price of the 64 to
wholesalers to bring it into line
with Amstrad, Atari and Sinclair
products. They should also have
concernad themselves with a
reliable and faster disk drive
system a bit sooner,

So much for the failings of the
past, what happens next? The

ood news is that the 64 isn't

ead — far from it. No doubt
new machines will now be
shipped in from Germany (and
perhaps that also means they
will be more reliable than the
British assembled ones)! On the
other hand, it's hard to see how
that will mean a lowering of the

rice, still the main barrier to

er sales. It looks as though

64 owners will have to continue
being loyal to a machine
marketed by a company whose
complacency in the past has
endangered their immediate

entire business. It's doing well, | future.
THE MONTHLY SOFTWARE
STARFOR YOUR
US GOLD
CALENDAR

BEING MUM

Still, enough of the ridiculous,
onto the sublime; lots of people
having visited Domark in the
past have phoned to say that
Gary Liddon (once credited with
being tea boy there in C&VG
magazine) can't make tea. This
slander has upset our wonder at
the keyboard (and seriously
affected his morale when it
came to this month's
Challenge). Fortunately ZZAP!

Photo by Andrew (Jimmy) Wright

ace cub reporter Andrew Wright
(the Activision man who
resembles Jimmy Sommerville
ofthe Communards) popped his
head round the kitchen door the
other day during a visit and
snapped this candid pose of the
man for whom posing is never
too much trouble. It puts a lie to
the slander. | ask you, could
anyone looking so supremely
confident make rotten tea?

INDEX TO SOFTWARE REVIEWED
IN THIS ISSUE
Alternate Reality 94 Kaiser 92
Arc of Yesod (5121 Kane 25
Borrowed Time (5)59 Kung Fu Master 31
Critical Mass 42 Mercena {GM) 16
Deathwake 23 ﬂiulltlhauc 24
Dragonskulle 37 Phantasie 85
Enigma Force 43 Quake Minus One 41
Evil Crown 93 Souls of Darkon 61
Germany 1985 (5)96 Uridium {S) 100
Guardian (PB)80 Yabba Dabba Doo 26
Hardball {s8) 32 5 62
ADVERTISERS' INDEX
Activision 27,40 Mancomp 11
Argus Press Software 28,29 Melbourne House 2,68, 71
Beyond 8 MPS 57
Cafce TR L LR
43
Elite S back E? Rob Tﬂi:ll a3
ystems ac
Euromax US Gold 6, 19, 30, 39, 65, 72,
Evesham Micro Centre 13 98
63 Video Vault 48
Gremlin Graphics 86 ZZAP! Back Numbers 48
15 ZZAP! Mail Order 52,53
Imagine 4,5, 115 ZZAP! Sales 87
Level 9 Computing ZZAP! Subscriptions 109
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BOUNCES THE SPORT OF THE FUTUR

GRAD THE ACTION!

2 iJ.J, e T T ] L.T
T ": 8 'l!;u}iu!r’é
.

g LA T

Mail Order: MONOLITH, 3rd Floor Lector Court, 151 Farringdon Road, London EC1R 3AD.
All games priced at £9.95 inc P&P. Cheques/POs payable to BEYOND.
Credit cards call 01-837 2899
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The post-Christmas mail bag has been simply terrifying. Upstairs in
Postal Sorting (or PS as we call them) there are still loads of un-
sorted envelopes, so sorry if you get missed out, What did pass my
coffee table desk turned out to be an unusually rich mixture of
praise, abuse, puzziement, despair and arrogance — business as
usual then! I'm normally tempted to pick a serious subject as letter
of the month, but the combined ZZAP! team (with the sole except-
ion of Gary Penn, for reasons that will soon become obvious, chose
this one this time

IDONT BELIEVE IN
HAIRIES

Dear ZZAP!

| am not the first person to
mention the fnllawing points
andﬂgeri&s {no | don't mean
Rockford and Rignall in
particular) but they are a terrible
|:1£|ir. so DO NOT just chuck this
letter away somewhere or
lgnure some of these questions
that are regularly posed by other
readers,

1. Why is it not possible to
print the release date of certain
games? Please don't give me
any (cont on pg 202) junk as |
have found in recent mags that
you seem to avoid the question.

2, Stop criticising other less
fortunate computers which we
will not mention asitis
annoying other readersand isa
total waste of ?ace- We all
know how the SPACTRUM (no
spelling mistake), is a useless
pile nf#unk but we could use this
paper for printing more tips.
Also stop moaning about the
Fairy One. Oh sorry HIPPY, |
meant Hairy One.

3. Why ta
the ZZAP! challenge! Even if
there have been tips for these
games published in ZZAP!, I'm
sure that when everybody else
out there is honest enough to
say whether they have cheated
or not. If their score is obtained
using a cheat then the score will
be remembered and not printed.

PS Who are these half-brained
Amstrad Owning Whimps who
say that the Commodore is a
dying machine? In the last few
maonths | have convinced four
people not to buy a certain junk
machine and to buy a better one.
Namely the Commodore. I'm
sure that is one thing that Julian
Rignall cannot beat.

Mark Haydon, Chingford,
London

It's not always possible to print
the release dates of certain
games for the simple reason
that we can't always find them
out. Simple huh? We do not
criticise other computers, and
considering the space you have
wasted doing just that, we
hardly need to, do we? As to the
honesty of ZZAP! readers when
it comes to high scores, we all
know they're as honest as the
day is long (which isn’t very in
f’ﬂram in winter).

of course, complete
certain Eamaanﬁ‘ Mﬂrm:r#ﬁhn.utmm
to

Bt whenyou ek alef,
LM

THE POINTILIST
SCHOOL OF
LETTER WRITING

Dear ZZAP1

Upon reading through your
Christmas Special edition of
ZZAP I ¢ cross an advert
ipg 14) which was for Thor
software. The advert was
illustrating The Arc OFf Yesod
and/ C.U.P S Now in your
review of Robin OFf The Wood
Gary Penn said that Odin's next
release, the The Arc OF ¥ o
would also be of such

If]lh:lll1"l' Ellhﬁr you h

adverts wrong or Gary

off his rocker. Could you

tell which ig true or what is
actually going on?

Darren Perin, Hatfield, Hants

; (Tl T el .
his rocker redally

LM
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COMMODORE 64

-

YIE AR KUNG FU

If you can master the ten moves, expect the unexpected and FIGHT
for your LIFE against the formidable maosters of the martial arts you
may live o meet them again on the mountain or in the Temple.

COMIC BAKERY

*Panic in the bake-shop
*Fast and furious arcade fun
‘Help Joe the baker defend his loaves from the rascally raccoons

* Another rec-hot Konami cooikie!

Mikie plays a knockout frantic farce in the classroom, locker room

and the high school caleteria. Hip-zap, door attack, thraw balls and

piedsbut can yoysmake him hand his love letter to g girl-friend?
~

“—
-
-
-----
-

Imagine Software [1984), 6 Central Street :
=3 Manchester M2 5NS. Tel: 061-834 3939. Telex: 669977

<
&
£




COMPUNET
CONUNDRUMS

Dear ZZAP!

| have seen the special offer you
are doing with Compunet and
the Commodore modem and on
reading it | noticed something
which puzzles me, in fact two
thinf_?s that puzzle me. The first
one | noticed while readin
about all the things available on

Compunet and the section
“What you'll get out of
Compunet’. Here it says that you

can use the service forupto 6
hours each three month period. |
mean, if Compunetis as good as
it is said to be then how on earth
are you supposed to make use of
the services if you only have half
an hour a week in which to use

them? And how can they stop
you from using it for longer?

10 ZZAP! 64 March 1986

(Phew)

The other question is: Does
the £9.99 for the ZAP CLUB
include three months for
Compunet? Also can you just
have the three month Compunet
subscription without paying for
the%{A CLUB? H so, how much
isit

Well, if you remember all that
you have just read then maybe
Hau can give me the answers.

Wamett, London

This was an offer set up for
ZZAP! readers together with
Compunet. You aren’t bound by
it if you wish to deal with
Compunet directly. With this
special offer, you are paying for
the barest minimum
involvernent as a taster. It would
cost you mare going through
‘narmal’ channels.

Dear ZZAP!

Please could you give me details
ofwhere | can purchase a decent
drum synth for the 647 | have
been asking around my area but
no one knows anything about
one,

P Pridmore, Dyfed, Waies

The last issue of ZZAP! carried a
Datel Electronics ad and they
have a digital drum synth, sol
suggest you b gaem. Datel
Electronics, telepRone 0782
273875,

N\
HELP PLEASE

Dear ZZAP!

| am writing to you to ask about
two important points, about a
program that | am writing.

1. Where is the character set
on the Commodore and can |
change it?

2. Is there a method to scroll
the whole or gan of a screen in
any direction/

I would be very grateful if you
could send me any information

7\

4 ¢

N

concerning the above points.
Nigel Say, Chestnut Grove,
Clevedon

Okay Nigel, this isn't much in my
line so ' hand you aver to the
tender mercies of Mr Lounge
Liddon. ..

When the 64 is powered up the
character set is held in ROM, so
the thing to do is to get the
Commaodore to think its
character set resides in RAM.
The way to do this is to poke the
location 53272 (hex 3D018) with

'muw'ﬁ,

J)

the right number. Character sets
can sit on any 1K boundary. 5o
to ger a character set to start at
5192 (8 times 1K) you must
POKE 53272, (PEEK (53272) AND
248) OR 8. To scroll the screen
the best thing to use is the X fine
and Y fine registers at 53270
(hex $D016) and 53265 (hex
$Do11) mspecrfvefg'. This is ve
complicated and there’s no rea
way to use these from BASIC,
the only thing to do is have a
hack at machine code. Hope that
gfkes things a bit clearer.




SOME POINTS

Dear ZZAP!

Your mag is reasonably good,
the best in fact (get away from
that bin), but please stop
criticising twelve year olds. We
are easily as intelligent as your
average sixteen year old, even
though this letter hardly shows
off my 'cvﬁing skills. Mangram's
lucky with his Hermes compared
to this wreck. An
few points to ma
number them.

1. I'd like to tell the nurd who
wrote in to complain about your
coverage of Compunet, | use it,
and it is far more enjoyable than
continuous gaming.

2. Will you please give ratings
not just for graphics and sound
but include definition,
animation music and FX.

3. How about rating previews
but whilst making it obvious that
they are still PREviews.

4. Do not slag off Big K. If you
are related to any mag, it's that
one. It is really {:-Evinus from
your readers letters.

5. Update the cartoon
reviewers' faces sometime.
Penn's hairstyle is so different
now that you can't recognise
him.

6. What's this recent spate of
Aussie letters??77?

Razjaz Johnston, Jordanhil,
Glasgow

ay, | have a
so |l

1. Without looking it up (f can't
remember all the letters, and it
does help when you refer to
someone's earlier letter to print
the issue and page number), |
can't remember whether the
correspondent in question was
complaining about our lack of
Compunet coverage (unfair) or
the fact that we cover it at all,

2. You've no idea how hard it
isto work out the current ratings
without adding to our poor
reviewers' burdens.

3. The principles remain the
same — a review is a critical
appraisal and can be rated. A
preview is exactly that, an early
and generally uncritical look
ahead. NO ratings.

4. WouldIslag offa mag we're
refated to? (Are we)? No, the
general concensus is that we're
not related at all, apart from
from that ity slicker southern
lounge lizard Liddon (but that's
only because he wrote for the
rag — and only he knows what
evil lurks in the hearts of men).

5. Perhaps we should update
:Te ;ewewers' cartoon faces —
It

8. What's wrong with Aussie
letters?
LM

mm
w

——— e
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B (WORTH £10) WITH
EVERY REPAIR*

{We do not charge you for our

fancy premises by charging
high “fixed’ prices)

we have been repairing ZX 81's,
Spectrums, QL's, Apples and

BBC's professionally, for 2%

years — wha Is coming second?
-{g'- i il UK. with While-u-Wait repairs!
Wgl* with INTERNATIOMAL repair servics!

LOW PRECES for the smalier
(e.g. 68 for keyboard faults)

% FOR LOW PRICES - “My computer
mm.lmnmm.
W who fimed it in B minutes] and for less
than £ 101 They are iocad. ciued up’,
and Blindingly efficient!” 4 HEATONS
DICEST,

f'-{n" FOR PROFESSIONALISM — “0F all the

1" N repair o “Sinciair Liser’

(5 MANCOMP seemed te

E PROFESSIDMAL when it came to advice
and a helpful attitude™ ALIG BS,

()

el youlll

Reputations take time to build, FOR REPUTATION & HELPFULMESS -

“1 hawve corne acToss 2 firm that will be

mmvmanmlllng to advise you as to
to

ire caliad

I'WI!I:TM computers, are aiso
quite willing to

with you and offer mw’!m fitted £18.95
o CORR
CURES: Pl ogers PORULAR ~ We bring dawn the prices for
COMPUTING ¥ JAM B85 repairs and components]
{We may refuse *o revive
FOR SPEED - "One firm at leest can  comnipurters suffering from

effect any

NeCessary
counter n 45 minutes. Based in

Manichester, MANCOMP can offer  Every parcel sent by
vt i the FASTEST Foyal Mail Receipted Post and insured
turnaround in the business to persoeai  fOF MELUMM jou
calers” CRASH Magazine JUNE 1565 [Et-:lrne:t day delivery Include £1.50
extra).
THES IS WHY Spectrum usivs from [scunicar by prior arrangernent). = 4
Longon, Cormwall, Seotiand, (Or-site maintenance for
&i Liverpogl, Coventry, LB W3 A Prcst rakes :#pnnters e
L .G DM e as0 svailable. .
fcm!rprm_‘ﬂﬂé: B&H \D, Gusranteed Jhr responsed

KUWAIT, NORWRY, PAXISTAN, papriy  WHY DELAY - OUR ESTIMATES ARE

FOR HOMESTY - We et you watch

YOUT COmpter being repaired and (f
thare is nothing wrong with it we will

HEARTS OF US
GOLD?

Dear ZZAP|

After a reply to a letter that | sent

US Gold/Centresoft, | thought

that | had to w nd tell your
grs of the rough treatment |

3 ity had a disk drive as
nt and wished to upgrade
arm
ik, but
npany refused to offer
ice point blank although
; willing to to pay the
difference in price from ¢
to disk Thn",-' said that if they
were to offer this service, they
wiould end up with a large
amount of software that they
would be unable to sell, but if I
have done my maths right, they
et. As it
is illegal to resell software, US
Gold expect me to fork out
another fifteen quid in order to
of their
It seems to me that
condamning
oftware piracy, they are
condoni ir ‘couldn’t

programs.

A SN choice
EXPRESS SPECTRUM,BBC
and COMMODORE REPAIRS!

2 GAMES

WHY PAY HIGH
'FIXED'
PRICES

NEW GLANEA, SALDY ARARIA,

SWEDEN. SWITZERLAND andd

MANCOMP for repair!

and as well as

disouss your probiems

Fepairs over . grtempted D.1Y. repairs!)

24 HA. TURNARDUND  NO-QUIBELE
GUARANTEE WO HIDDEM COSTS

do something for the people
who are keeping you in
business.
5 E-I]ﬂr."nl'"," My name
255 with thi
that someone from
may wanttogetinc
with me
John Alsop, Fairfield House,
Bridie Rd, Stanfree, Chesterfield

YOU DO NOT LIKE OUR ESTIMATE
WE WILL RETURN THE COMPUTER
LZIMBABWE - send thair Spectrums o AND REFUND THE POSTAGE INCURRED

MANCOMP o
(Dept. Z )

Because we repalr hundreds of printworks Lane, Levenshuime,
computers every week, we are  Manchester M18 3P
able to pass on our ‘component-
buying discount’ to YOU In
lower prices . . . ZBOA cpu
£1.50, 4116 50p. Upgrade

Phone 061-224 1888,
OR 061-224 9888,
OPEN MON - SAT Sam to Tpm

[ ] ’D%
N
=

What we do today . ..

NOTE OUR PRICES AND WATCH OTHERS FOLLOW THE LEADER

ZZAP164 March 1986
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l FLOOD OF DISKS

Dear Ed,
Could somebody please ask the

POB HWYL software houses what's going EXCELLENCE
on y are we getting this
Dosr Lioved suddar;ﬁ:laiuge Gh disk-only
T . hank games? | mean, how many
Just Fqu'ﬂkm{mm:ﬂ people own a disk drive but not a
wm::ﬂl;ﬁﬂm" cassette deck? If the game
o, nall for accesses the disk drive during
ﬁ““ﬁr‘gm e : lay then let's have something
q“ﬂ;'n in Wales do appreciate ike Beach Head 2. We can also
people having 8 "trﬁwm gavei;am:snn hlank;a;;gs.f 2 that.
a full sentence rg eople who can't get hold of the The point is, wha
g:tnnfﬁl around of applause . | Activision Little People gives you tf
% mr::nu?m ok ﬂ;.:::;?everg:_ Egs will undoubtedly :.I : rrl:__:wll ;*r é'.' I
on ' about } g word ¢
some more tiﬁl';-}t‘#i'n“aﬁﬁ Robert unt, Bradford, Yorks
Pl O & about contributing : .
plse s0 how 8 The obvious answer is, buy a
eh lads? disk drive. It always surprises
m HC\KVNI' Bay, Chwyd me, the reactions of people.

is no maan feat.

| think there are two main
reasons —the first
obvious that | hardi

There was a time on the
Spectrum, for instance, when
everyone complained that no
Suffﬂ'br'ﬂ dfsk ffm Exr'sfﬂd- ghn“|d mention ir.. i
Here's the 64, complete with farmat, handed down from
disk drive and all the advantages 5]

seems only fair to let Jazrepy -

Binjch nf:rwiam* Tim. Ry

i'n hoffi siarad g?nm;?ﬂ".
'rsaeson daif

{Heh Heh}! Dydw i ddim y1

: ASH with just one or two
rifenni cymraeg yn da iawn, that brings, and some ; small changes. You CAN'T

j:,% ines arall sairad marvellous product on disk, and sview a8 game in too much

cymraeg (maen nhw’n twp ou want to complain about it. 1, 85D with game

jawn). he whole point with the drive is
the accessing of program to
make games that can't sensibly
fit on cassette. With most
popular games software houses
have gone out of their way to
produce cassette versions
where possible. Little Computer
Puadapr‘e ARE on cassette anyway.

much to pay for a game unless
it's of the Zork standard — and
it's plain silly when JR/GP orany
other Garies who happen to be
about the place, describe a ten
pound game as ‘'cheap’ - and it's

THE CHEATERS POEM

Why do we cheat, that's the question we ask
Generally it's because, too great is our task :
It could be saving the world from Thargoids and the like
Or touring round France on an Activision bike.

To me the games of today are are too hard

So every POKE | get get | put on a card

With platforms too high and aliens too fast

Now ﬁ:sing to them is a thing of the past ,
Whilst loading a game, from my meager collection
linsert a few ES for the uitimate protection |
No game is now safe, for there's always some bloke s
Who'll sit down and and work out out that life saving POKE.
With a train speeding fast, | chose SUICIDE EXPRESS
| POKED it apart and finished without stress.

Once | tried Zaxxon and try as | might

My little jet fighter would not stay in fhght

But now when | play, all | do is type RE

Now it's the aliens, not me who finish off dead.

My latest buy, it is really good fun

But now | can cheat, even Monty On The Run,
To do this with Monty is no mean feat

For when on the high score table type

| WANT TO CHEA

Dave Brown, Tyne and Wear
Never trust anyone who's honest enough to admit

that they're dishonest — that's what my old ma used to tell me! ST r— - LA -
LM
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happened more than once
recently
Anvway
point. Th
lifts ZZAP! ;
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to get back to my
yture that
orm ;_H_*'I nors

am makes it possib
» to that person's views of a

thing

y drop the

hite Wizard'
donym, and give us a real
ture columnist, it’

p the good work and

d go bust
Miﬂha::.! Taylor, Bishop's
Stortford, Herts
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Dear ZZAP!
Not so long ago | bought

Gwﬂﬂﬁﬁe by Melbourne
House, When | got it home
everything seemed to be
workin rfectly. When |
reached level 3, shock, horror!
There was no finishing hole. |
loaded it again and this time
there was a hole and | got onto
level 4..BUT..when | died the
game was crashing and putting
me off course so that when |
moved | died. The next day | took
it back to the shop and the bloke
there gave me another. When |
got home it was the same thing
again, no hole, thruw'rnlg me o
the track etc. | eventually

exchanged the game for Pet

FLATTERY OR
PLAGIARISM?

I[)ear ZZAP)
am a religious reader of
hmaﬂaglr;e, 80 much so ﬂmn.ﬁur
Ny missed ona i
ZZAP| (the first) and thm?a:f
use | never knew u
A | dicrgaad it

axisted,
Erggtuallv after some near

, trying to i
fellow madn:.v Ht?w [ g:; Irtlg.rﬂn?
put your rne? down.

| wonder if | might ask a
question muuah‘?

Do you often read other top
competitive magazines like
CABVGand. .. VIG? Because
they put down some ve
interesting things about !

. 8g: In the Christmas ial
ISsue on the bottom left hand of
ge 35 and also on the top right
and corner of page 35,
Quote some of your Very own
and Little
Cmﬂtg‘rgﬂwfn scovery Kit,
??ua Wizardry, O " Page
9. Using your ratings an
Eummnx-mnﬁcks ugrfpagg‘:s.
pa';l;u:f tgmbliﬂ_'n a whole
Beach i b o

anmmnﬂliim getting at is

r other magazi
mentioned in ZZApP tnu:lutn:ﬁ;:l
but mostly), it is to slag them off
{pardon the expression). | am

THEN <.
;w.i:mmmm M
"'E]l'nbs HA.'MHWED - -

' Frasng = i o
ST Firere R T PP gt
Ry o H“H'r::.!'““"m; f:::"" T Bt iy

g 0% o ey Trg PR T g B A e oy
g DEEC iy Fraes Y P L LT 1

iy

e e, LTS
o LT P 3 pewry (7]

‘ uh LY 5 ey,
-D-n'l:.é-‘l’lflﬂa-q.‘hh, e
1 iy l:nl-l'u_-\.;,-_l.‘
[

DTG Bty e LY €39, 05
:'F_;"‘ﬁtm—-,%w v .|
Person and am well chuffed. ——— s "*n-"-'-"-'.'":,'.";.’-
Why don't Melbourne House e TN
fhﬂcﬁthﬂﬁﬂ Ein}?ﬁ? Lh?lve two MENT ——+ —
riends who both had the same e
roblem, one of whom was Auggl_gmi? DUEHU':SC "
ucky enough to get it debugged. PR s oo T 0 2
Do you know of anyone else HYSICAL EXAM e A g, i L
with the same problem? 1541 PHY (2096 e
Ste Addison, Thornaby, g T L%
C'Wﬂiind am I"’:,.r-;::"-*!:'.' ﬁ;ﬁﬁ--“*"'"m.mi -
,T:ﬁm;ﬁl seiective S EORV oy ey w08
Seems like quite a few people ;,-;:.."":m“ e r S L
got caught out with this one, g .
including Melbourne House. p Al el
The first batch of cassettes all —
had the bug, which was very *.ﬁ”ﬁmﬂ‘
gu.rck!y remedied. It shouldn't 0 M e
appen of course, but i &“-:;-:-T“.d
fﬂqm&trmes it does . .. o o e

Ng you shouldn't

not sagi
though, because al| magazinaes

Disc DISECTOR V4.0

are inferior to ZZApP| and nead

Mo
W the Tenerating

slagging off, but
shouldn’t be so ha on &?m

O Ehe. counjriey
ATV Dy

e Buck

f MMy .
Turtie, MIRLATICH Importance yre 1 ok 20"

s AR
BTy Oakige iy

fourtn
Hediliable. \arin
i Chir Dt oy i fhe

oy Ein ety
Boxing m"hh—‘l Yarslon o the I:-'-I:rmu-.

Fuesrum ity

Hﬂﬁridus, they are still learning,
Jim Robinson

;ﬁfaggrpp ﬂﬁ;:na ther
agazine Ve we g
matter of fact the Mﬂaﬂ‘i;?r:
usually buy most of the other
mags just to see what they are
up to, The quotes you mention
above are not ‘interesting
things’ that CRVG have said
about ZZAP! at all. [ jke us,
C&VG have sing, and
they can’t control what the
advertiser chooses to say in
their copy. What You are
referring to are official ZZAp}
ggg;m and are ones which have
s mﬂwg in comgm The
o doing this is that
buya

s
= .*.*.-.--_.."-:-'-'
e

(o
Eu

.:-"-'-'-'-'

might be to
%fff itis ‘endorsed” with s
comment praising its
excellence. You might
ght be

sareeen
sements and ed)
vou take the ermang:m z
A re’ ads as an ex

[ hand, imitation is
migﬂesr form of flattery you
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MISTREATED
JOYSTICK

Dear LLoyd,

JR claims to have bought a
Quickshot Il that lasted a mere
three weeks. | bought a
Quickshot Il about a year ago
when | had a Spectrum. | am
now a Commodore owner and
my joystick is still going strong,
having survived Arrwolf,
Bugaboo The Fleaand D.T.'s
Decathlon (notorious joystick
killers all) on the SR‘?ctrurn and
the Elite on the CB
(dangerous), | therefore

or mistreated.

While typing this letter |
noticed that pages 98-99
displayed the name AMTIX in
the bottom corners instead of
the more customary ZZAPl. Is
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conclude that his stick was faulty

TO RECEIVE YOUR SUPERKLONE

Please cross your cheque or postal order for £8.95 and make it
payable to TURBOSOFT'
and send it off now to:
TURBOSOFT, 74 SKIPTON ROAD, BARNOLDSWICK, COLNE,
LANCASHIRE BB8 5EG

DON'T FORGET TO ENCLOSE YOUR NAME AND ADDRESS,

in the unlikely event that your SUPERKLONE failing on any
program, just send it back within 28 days of receipt and we will
refund your money.

this some new type of ultra-
subtle advertising campaign?

Well I've got to go now as |
think that my Little Computer
Person is about to commit
suicide! Bye for now.

Roger Cragg. Beeston,
MNottingham

How rr'ﬁhr you are! JR just
doesn’t know how to treat a

joystick, but then you can't really

blame him because he had a
hard childhood. The ‘page
bottoms’ mix up was an art slip
uﬁ' The rarified atmosphere on
the top floor of ZZAP! Towers
fwhere exists ‘Art’) sometimes
pes to their heads and they
arget where they are. The
Ludlow gibbet has been busy
recently . ..
LM

#

TURBOSOFT

HERE IS YOUR CHANCE TO PURCHASE THE FANTASTIC
SUPERKLONE

NOW ONLY
£8.95 inc p&p

FOR TAPE BACKUP ON COMMODORE 64/128, VIC, PET
HOME COMPUTERS.
FULL INSTRUCTIONS SUPPLIED
NO SOFTWARE REQUIRED
100% SAFE TO USE
100% SUCCESSFUL
ALL YOU NEED TO USE SUPERKLONE IS YOUR COMPUTER
AND ACCESS TO 2 DATACASSETTES
SUPERKLONE WILL COPY ANY TAPE PROGRAM THAT WILL
LOAD INTO YOUR COMMODORE, IN MANY CASES THE
COPY MAY BE OF BETTER QUALITY THAN THE ORIGINAL

*EI*IIIII*‘IIIIili***lii*li**llll‘***ll"iiii**l"

WARNING
IT IS AN OFFENCE TO COPY COPYRIGHT PROTECTED
SOFTWARE FOR GIFTS OR RESALE

*il!I*i***i"l***il*Il'**IEiﬂ!'ifflll"iillil'i***

ISITALLTOO
MUCH?

Dear Lloyd,

Just one or two questions, if you
don’t mind. Wha

sudden flood of

features? All right, so it was

( 5 but didn’t you think

programmer int

And how do you d
wins the competitio
would be a bit i
won the tripto s
ZZAP Tower

you release t 3
of the magazine on January

INSULTED
INSOMNIAC

Dear ZZAP!
Itis n?w thr:dnln' clock in the
morning, and | can't sleep -
fault, : PERD =y

'Nh\lv o you have to print all
those letters that keep :a from
my beauty sleep? Point is, I'm &
%xum owner who en

| (and Jaz Gazzagaz

except when | read letters that
:Jjell me that mﬂ“dm isa

corstoppera like. Peopl
who actually sit down and writ:
such things to be printed ina

azine must be incompetent
tmhﬁhmh (not to man&um

for bothering to print them).

MNow that got that off my
chest | may fairly well,
except for one thing.

J ripped my hair out
when | saw that you sent Scott
Cooper fmg:mu. (I bet that
Hﬂu signed tool} - Oh no,
ere comes mum babbli

about rnhnmq‘ sleap. | think this
means goodnight, as | am tired -
Yes Tum, I'll turn it out now -

vs some people wha feel
that in certain cases a
mr{mn‘umﬂudfamndm
almost inevitably ends up with
mu:rmmam.*nmm;fﬂa
knocking. We try to keep it in
orderthough. | think you missed
the point about Scott Cooper.
We sent SPECTRUM software —
to his brother. You see, there is
after alf,

Even in darkest Ludlow there
mustbeac g e
rareyouall depriv

11 ar

Juigen Fittmar, Ashkley Park,
Beltast

MORE ROCKFORD

Dear ZZAP!
| think that Rockford is fab. |

haven't seen a single letter
praising the little fellow yet |
think that he deserves it so
ﬁ|BﬂSE§iV‘E him mine. He should

ave his own pagﬁ: wit _
cartoons. Oh yeah, when is Yie
Ar Kung Fu coming out? The
BEC has got its cuii,r putso hurry
up and release it. Also | think that

ou should have a poster of

ockford and could someone
tell me how to make my Pet
Person to have a shower?
Jay Vardy, Stevenage, Hants

You can't have seen the first few
issues of ZZAP! We were
flooded with letters praising him
{and other ones we won't
mention). Rockford gets quite
enough space as it is. As to your
Pet Person and his washing
habits, it's rather up to his
personal character, but Gary
Penn says you could try telling
him he smells and leave it up to
ﬂi DWW CONSCIence,

So much for March, time to
trudge through Ludiow’s
slushy, snow-ridden January
streets (and you think you have
problems with magazine cover
dates)! The steep hills round
here won't allow my bicycle to

operate despite the special
snow tyres. Such is life. See you
next month when it might be
warmer, in the meantime, the
address to write to is ZZAP!
RRAP, PO BOX 10, LUDLOW,

SHROPSHIRE SY8 1DB




TURN ON TO URIDIUM

THE ARCADE SPACE COMBAT GAME

Feel your adrenakn pulse a5 you throw your
Manta fighter through its heart stopping
sequence of dves, lIoops and spins. Thunderous
rocketry and shattering cannon shells batter
your senses. Hard-edged metalic graphics
assault your visuals, Screaming enemy fghters
Iracture your rerves

Liool grisis control rps you ohi ough the mokile
and surface defences of the alien Super- Dreadnou hts
Lo the confrontation with Urdium itself

Uridium by Andrew Braybrook = the stunnir 1]
sequel to the chart-topping Paradraid, frap! 64

goid medal wanner and Mewsfield's Arcade Game of the Year

For Commodore 64 and 128
Cassetta £8.95 Disk £12.95

Hewson Consultants Ltd

As part of our | LLINWNg devesopiment of mngyabive sof

For Ml Order sand 8 chegue/P 0. te Hewsai

s Lrd Dder by Credic Card by sErding
essy Borclaycard number, and enciose a

1aignature. Lon't forget to enclose your namse and address

56D Mitton: Trady 8] Estate, Miton, At godon, Oxon OX14 4AX

S Nappy Lo evahiale sofoware song t

LR LS wakh B vew Lo publication




fter many news stories,
previews and much
press hype, a copy of the
legendary and until now myth-
ical Mercenary has wended it's
way onto the P! office desk.
The delay was due to a few
complications in getting the
gmgrarn off an Atari and into a
ommodore along with certain
code modifications to increase
and enhance the general speed
of the program. Now all that's
done it's just up to us to review
it, well here we go:

The main play area of Mer-
cenary is centred on the planet
Targ, a world containing two
races at war. The original inhab-
itants of Targ were the Palyars, a

aceful sentient species who
ed a contented existence until
the arrival of the Mechanoids.
Mechanoids are strange crea-
tures in that they are not or-
ganically based and are an alien
race of robots. Because of their
warlike nature, the Mechanoids
soon defeated the Palyars and
are currently the dominant race
on Targ. Most of the planet is a
barren wasteland, the only
major centre of population
being a huge metropolis that at
first appearance looks very
sparse indeed, There are high-
ways and roads linking the odd
interesting structures but most
of the actual city is housed
underground forming a compli-
cated subterranean complex of
tunnels and caverns. This city is
now in Mechanoid control.

The Palyars are not complete-
‘IX‘ defeated though. The Palyar

ar Council and the majority of
their population live in a colony
craft that hovers high above the
city. Though a few pockets of
resistance still exist on the
Elanet they are easily controlled

y the Mechanoids.

You enter the scenario when,
through a mechanical fault, your
ship Prestinium crashes on
Targ. The role to be played is
that of a 21st century soldier of
fortune, a mercenary through
and through. Since the Prestin-
ium is damaged beyond repair a
new ship powerful enough to
leave Targ must be found. The
trouble is acquiring such a
transport — ships like that cost

Ry
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money and your kets aren't

simifar approach, yet have
introduced so many
original elements that the
resulting game surpasses
its successful predecessor
in terms of excitement and
playability. The plot is well
handled and the graphics
are faster than any others
of this type. It's easy to get
into but hard to play well —
classic game formula. The
detaif and rapid pace lend a
tense atmosphere that sets
it apart from the rest.
Mercenary is a fﬂmﬂ that
will get you hoo
you interested for
& long time to come. | have
absolutely no criticism to
ke of it.

Elite never really spawned
that many look-alikes
because its reputation was
50 hard to match. However,
Novagen have managed to

release a game based ona

exactly jingling. What you do
have though is Benson, a ninth
ﬁeneratlun personal computer.
e acts as your interface with
the outside world, providing a
3D wector interpretation of the
scene around you plus naviga-
tional information. Once on
Targ, Benson relays the minimal
amount of information in his
data banks.
_ The main appeal of Mercenary
is that there are various ways of
achieving the end goal. The
most obvious is to act as a
freelance fighter for either
Mechanoid or Palyar. Reaping
the rewards of such a role it
should be quite simple to get
enough money for a ship to take
you off planet. If this is the role
you want to play then you’ll
need a craft of some sort to get
around the planet. Such a ship is

ed quickly
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located close to the crash site.
Benson relays a message asking
if you'd like to buy the ship.
Memmasy plays just like the real
world and instead of buying the
ship you may choose to steal it,
risking any retaliation from the
vendor.

On screen there's the head up
display fed to the monitor from
Benson. When the program
boots up, the game has you
sitting in space with a starfield in
front of you. Benson activates
the ship's Novadrive but after a
few seconds thrusting, a mal-
function develops. The Prestin-
ium still has considerable for-
ward momentum and when a
planet looms into view even
maximum reverse thrust isn't
emuqh to stop the ship from
crash landing. Once crashed you
are given full manual control.
Everything is shown in vector
graphics, with the ground and

sky filled in green and blue
respectively. Along the screen's
base is a control panel that
shows your compass bearing
plus elevation. A small window
is also present for relaying any
of Benson's comments to you.
Using the joystick it's possible to
move around in the fundamen-
tal eight directions (the key-
board is used to quite a large
extent as well). The outside view
updates as you move in true
perspective,

To steal the ship, just walk
over to it and press B for ‘Board’.
Once in control of a craft the
joystick function changes con-
siderably. Left and right rotate
the craft around its centre while
up and down tip or dip the ship's
stern. The keys one to zero alon,
the top of the keyboard contro
the machine's engines with zero
delivering the greatest thrust.
Once inside an aircraft just
thrust of in the direction you

wish to travel then pull up.
Landing requires a small angle
of approach and a relatively
slow wvelocity. Once on the
;irﬂund and not moving, L for
eave' puts you back onto the
ground to walk around once
more. Pressinc} shift in conjunc-
tion with one of the thrustkeys, a
negative power boost s
supplied.
n the bottomn control panel is
also a grid counter showing
our position on the planet. The
irst message received instructs
you to make your way to loca-
tion 9,6 and then get to the
conference room. At 9,6 there's
a hanger (these allow you to
enter the subterranean city
through an elevator contained in
them). The whole ship can be
brought through the elevator, all
you have to do is position your-
self in the middle of the hangar
and press E to activate the lift
{(‘Elevator’)?

Once inside the city it's
necessary to walk about rather
than use the ship. From the main
hangar a number of corridors
branch off into the metropolis.
Each corridor has a door at
either end and to walk through
one just walk headfirst into it.
Most doors are oblongs but a
few are differently shaped. Try-
ing to bump your way thrnugh
one of those Jnurs results in the
message LOCKED fiipping
across your scanner. A key takes
the form of a large three di
mensional object in the same
basic shalpe as the door it opens.
When collecting a key P is used
to pick uln and D for dropping.
This applies to all the objects
that may be found around the
place. ind you, only ten
objects can be carried at once.

nce you get to the confer-
ence room a message from the

Mercenary has certainly
taken its time in a?earfn
on the 64, but it's definit
been worth the wait.
Seldom has a game kept
everyone at ! glued to
a monitor for so lang, but
Mercenary deserves every
second devoted to it. The
game has incredible depth,
and even if it is solved it is
always possible to return to
Targ and escape with even
more credits and better
equipment fremember the
saved data disk tape).
The graphics are
exceptional, the vectors
e Elite seem like a
BASIC program and
Starion like, well Starion/
The depth of the game is
incredible — Mamena?
has massive potentia
which is only realised
through playing it. It's
relatively easy to solve, but
there is stifl an immense
game waiting beyond that
point, it'll certainly take a
long, long time before
anyone escapes Targ with
the maximum credits and
equipment. If there is one
game which is worth
buying then it is this —
Mercenary is about the best
computer game everto be
written..
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Palyars is relayed via Benson,
They pr that the delivery of
certain Mechanoid items to the
Palyar colony craft will resultina
hefty cash reward from them.
Also they say that a "very special
gratitude’ will be awar if all
traces of Mechanoid occupation
is removed from the planet.
Getting up to the colony craft
isn't that easy as most of the
craft found on the surface aren't
werful enough to reach the
alyar's fortress in the sky. The
ship that can reach it is carefully
hidden. An alternative route to
the city is by finding some way
of boosting your own ship’s
power with the correct piece of
eguipment. Getting to the col-
ony craftis only halt the problem
since a key is also needed to
enter. Various items when
?Iamd in certain rooms result in
inancial gain. The most reward-
ing act is to deliver the leader of
the Mechanoids to the Palyar
debriefing room. If enough
credits are accumulated then a
Novadrive ship can be be hired
from Hertz spaceship hire but
it's still a case of being in the
right place at the right time. This
isn't the only way of completing
Mercenary, there are three in
total, but the other two are a bit
of a mystery.
Throughout the game there
are a number of amusing as-

Paul Woakes' previous
offering, in fact his first:
Encounter, was a simple,
but exceptional, shoot em

up which unfortunately
faifed to make any impact

due to a distinct lack of
coverage. Thankfully,
Mercenary has been
received with far greater

finterest and it certainly
deserves the acclaim, since
it is one of the most exciting
releases ever to appear on
the 64.

pects including a Commodore
sign Iand an Atari one. A con-
gratulatory message appears on
shooting the Atari sF;n but
Benson calls you a traitor for

knocking out the Commaodore

Mpmenar!or's thoroughly
enjoyable to both pn!;ynn‘

map (useful) a
incredi%;y easy to get into
— addiction is almast
varanteed, It has enough
th to maintain the initial
interest, with three ways of
finishing the game and the
constant challenge of
fm‘?_mwhg yvour final score.
here is also ty to
explore and the man
amusing and genera
mnear h.-'tﬂ’a ;g:nbes
o out me,
make #gﬂ that mn?rg fun to
play. The high quality of the
n%mphms is evident from
comments made by my
colleagues, so [ shan't say
ing more on the
matter other than they are
brilliant (the ?raphms, not
Sean and Julian) as is the
game itself.

sign. Also in the city is a huge
billboard with Encounter written
on it: “You have just destroyed . .
. the authors advert , . . from now
on . . . things will be . . . even
tougher’, you are informed on
its destruction. Mercenary does
seem to include everything,
even a kitchen sink, which can
be found in the colony craft.

18 ZZAP! 64 March 1986
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e U2 '“" s 'f & American sub continent, as

ous ‘a ik : ostlike images of wild women
cha‘-tppe INg 1N ,ﬁL uest of unimaginable combat
and untnld ad e Sebagainst the cerie backdrop of gﬂppmg

g compulsion that is .
th%end uf the Amaz "'u\omen
_ % S a]ungleﬂ efStuth-America.

. .;,'.-:-:_ n-:ton against all odds.

Commodore 64/128 £9.95

wmmsrrcm AMAZON JUNGLE
A FATE- WORSE THANDEATH AWAITS YOU ..
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everal months ago, in the

near future, strange sig-

nals were being emitted
from the Moon by an unusual
transmitter. But what did they
mean and who was behind such
an act? The International Com-
mission for Universal Problem
Solving (or ICUPS for those of
you who prefer acronyms) were
interested, so much so that they
enlisted the help of the Rt Hon
Charlemagne Fotheringham
{"but you can call me Grunes
Charlie’). Charlie unwittingly
took on the daring deed and took
off immediately on an epic jour-
ney to explore the Nodes of

the signals. After a great deal of
torment from the maze-like cave
structure of the Moon and the
hostility of its inhabitants, he did
s0. And although what Charlie
found wasn't quite expected, it
didn't come as any great sur-
prise . . . A large black slab of
unknown origin and composi-
tion, the Monolith, was trans-
mitting vital data, Pertaining to
the vulnerability of Earth's def-
ences, to someoneg, somewhere
deep in outer space. But who,
and more importantly where . . .
? Charlie promptly returned to
his home planet and a hero's
welcome, and the incident was
soon forgotten by all . . . all but
ICUPS, whose duty it is to worry
about such things.

follow up to the su
Nodes of Yesod. The

former has many

similarities to its

predecessor and
subsequen it became
less interesting to play

since there was amw that

raph
gmﬁ f are better, Igd.idn't
enjay expen‘em uite
s0 much the second time
around,
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Yesod and locate the source of

ARC OF YESOD

Thor Computer Software, £8.95 cass, Joystick and keys
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Despite Thor's atternpts to
plagiarize their own
product (fe Nodes) Arc of
Yesod is an excellent
&mﬂm in its own right.
mparison to Nodes are
redlly unavoidable because
of their similarity and Arc is
a great deal more playable.
he graphics have even
surpassed Nodes’ excellent
standard. The large
detailed figures are
beautifully animated and
look very realistic. The
gameplay itself is
similar to its forebear
though the challenge is far
mer since the map is
arger and there are a lot
more hidden ageways.
I didn’t like the mechanical
_equivalent of the mole, it
Just wasn't as cute/ ”,‘;f;’};‘.”
a truly great game and if
you K Noguas it's likely
you'll love this.

Nodes was an excellent
game, but releasing thisisa
bit of a gamble — punters
may find Arc TOO simifarto
the former to be worth
buying. Still, Arc is an

And worry they did, since it
transpired that the 'lith (that's
trendy spaceman’s terminology
for Monolith) was an extremely
sophisticated tactical warfare
cc:-quuter and was planted on
the Moon by a race of galactic
megalomaniacs from the planet
Ariat (Ariatans if you hadn't
guessed), to which the 'lith was
transported when Charlie att-
empted to destroy it. Should the
Atarians, sorry Ariatans, get
their sweaty little appendages
on the necessary information, it
means only one thing . . . The
end of the Earth as we know it!
Only one man can prevent such
a travesty, a man who is familiar
with the ways of the 'lith and

excellent program in itseff,
and it’s only fair to say that
it follows Nodes similarly
to the way that Wally
?ames follow each other.
he graphics are excellent
with some lovely,

- excellently animated
sprites and there is some
really spectacular scenery.

The music is good too,
although it sounds rather
similar to the backing
music of Robin of the

Wood. If you liked Nodes
then you should definitely
try out this one, it's a great

arcade adventure but
maybe just a little too much
like its predecessor?

those who guard it— The Rt Hon
Charlemagne Fotheringham!
So, after much persuasion
and deliberation, Charlie found
himself on a spacecraft to Ariat.
And when he landed on the
outskirts of the capital city he
found his surroundings uncom-
fortably familiar — the planet
Ariat looked remarkably like . . .
The Moon! Ailthough there
wasn't a8 mole to be seen, roc-
kets were occasionally launched
from the craters — but why? He
wasnt sure. Despite certain
scenic differences Charlie felt a
certain deja vu . . . This feeling
was strengthened when he be-
gan to explore the darker depths
of the planet, for beneath the

TEST

placid exterior there were all
manner of alien life forms, beh-
aving like those previously dis-
covered in the Moon. Although
they didn't look the sama,
Charlie knew they would pre-
sent as much of a problem as
before, especially since one
strange beast disorientated him
on. contact. He was in deep
trouble (literally) and it seemed
that finding the 'lith was going to
be even more of a taxing task
than he initiaﬂly thought. And of
course, once found it must be
destroyed . . . But how?,

During his search our aspiring
hero discovered several crys
tals. Their composition was as

. familiar as their surroundings. ..

Could this be the breakthrough
he was looking for? Charlie
pondered upon the idea and
decided it would be wise to
collect them — it worked before,
so0 why not now?

_With the aid of a small spher-
ical device of similar qualities to
the moles:found on the Moon's
surface, and by effectively using
the transporters placed through-
out the multitudinous subterra-
nean passages, Charlie man-
aged to collect eight crystals of
the same structure. Now all he
had to do was locate the 'lith —
its destruction was imminant . .
But then so was the Earth’s if, by
some quirk of fate, he should fail

Presentation 82%
A few options and
attractive on screen layout,

Graphics 96%
Elaquent backdrops, full of
detail and atmospheare with
equaily attractive sprites,

Sound 83%
Some good tunes and
befitting FX.

Hookability 92%
Although the game is a
mite derivative it still
proves compelling to both
play and map.

91%
A harder game to completa
but just as absorbing.

Lastability

Value For Money
90% :
Mayhe not so warthy if
X}:lu've already bought
ades . .. Butthen ifyou
liked it or haven't got the
original, Arc offers a bit
more for a little less.

Overall 91%

An improved version of
Nades can only be an
example of an excellent
arcade adventure.
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Earth i1s visited by
seermingly human
aliens
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and weaponry at
your command
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eathwake is a sort of
Beach Head I/ I/ type game
which hurls you into awar
situation. In the tradition of all
true ‘war hero' storybooks, you
are completely outnumbered as
ou take on the entire enemy
rce single handed.

The story goes like this: the
enemy hold vast areas of the
homeland in the north and west
and are one step away from
completing research which will

ive them the atomic bomb.

eedless to say, if they make
The Bomb, the war will not
continue for very much longer ..

Allied attempts to destroy the
research plant have failed, ow-
ing to the fact that it is built into
the side of a mountain, deep
inland along a narrow inlet. Air
attacks have proved useless and
there have been no survivors
from the three commando raids.
There's one hope remaining —
you, the Captain of the battle-
shi FP Undaunted.

esearch has shown that it is
possible to enter the narrow
inlet and destroy the plant by
firing upwards under the pro-
tective shield of the mountain.
Howewver, this is a task of epic
proportions and the odds are
stacked against you as you pre-
pare for the voyage.

The game is broken up into
several different arcade seq-
uences like Beach Head, with
between-screen  air  attack
Elsases. Here a map is shown of

th the allied and enemy terri-

along with all the airfields,

%r statmnﬁ ports and so on.
What the player has to do is try
to take out as many enemy
emplacements as possible by
allocating targets to his own
airfields. Once the targets have
been selected the aircraft can be
scrambled and sent on their
missions. The computer decides
the damage caused, shows the
results and then puts the player

into an arcade sequence.

The first of these sequences is
an attack from enemy aircraft.
The Undaunted and her two
escort ships must thwart wave
after wave of torpedo-dropping
aircraft by shooting them down.
The ships and planes are viewed
from above and a Missile
Command type cursor is used to
target the shells from the ships.
When an aircraft gets near to the
ships it drops its torpedo, which
has to be avoided otherwise the
ship sustains damage. The two

ﬁh I never

that highly
ufoa%?eﬁm Igu
1. when appea-
__red back in 1983, it
‘mustbaum.-rm
and indeed is, a
damn sight better
than Death Wake,
which has many similarities to
US Gold's aforementioned clas-
sic. | found the six arcade
sequences very monotonous to
play and in fact as faras /can see
rhﬁm are anfy three truly differ-
ent screens, I'm to appear
so cynical, but duri?’ is far too
interesting a word to describe
this game.

escort ships are dispensable and
are lost if one torpedo hits them.
The Undaunted, on the other
hand, can sustain three hits
before she sinks — just as well
as she's vital to your mission,

If the player manages to get
past this screen then another air
attack phase follows. The next
arcade sequence is a 3D view
from The Undaunted and puts
ﬁu under fire from patrol boats.

ese move along the horizon,
turn and sweep towards you
before releasing their torpe-
does. The only way to survive
this screen is to sink the patrol
boats before they launch their
torpedoes. This is done by using
your guns which can be moved
up, down, left and right.

The third screen is another
view from above, only this time
the player has to guide The
Undaunted through a minefield
— a collision with a mine and the
game ends,

Finding the correct elevation
is the key to the fourth screen, as
you T’tu sink the three battle-
ships blocking the entrance to
the inlet. Whilst you're doing
that they're busy pounding you
with shells, so speed is again of
the essence,

If you manage to survive that
onslaught then enemy planes

; This more up-to-
IR dﬂEBﬂ&;ﬂnhthd.ﬁ
great to play
and offers quite an
addictive

The graphics are
sl bt thir et pedis A
ey mean
and are better than ﬂtﬁﬁ! of
Beach Head. This is the sort of
game which offers instant
peal but may pall after a fe
since there are only five screens.
ft's well at £7.95 and is
waorth taking a look at if
inta shoot em upl am
downs.

DEATHWAKE

Quicksliva, £7.95 cass, Joystick only

are again scrambled in a last
gasp attempt to stop you before
you reach the base. The same
?nnmpras apply to that of the

rst arcade screen and success-
fully avoiding torpedoes and
shooting down the planes
ensures your progression to the
final screen.

This is very similar to that of
Beach Head. Again getting the
right elevation wins the day: this
time the player has to get a shell
through the doors of the rese-
arch plant before they close —
not an easy task by any means,
but then winning a war single
handed never is.

Deathwake seems
to be highly deriva-
tive of Gold's
first big hit. Beach
mHBrgi he scenario
approach to
the game is very
imilar to the State-
hit  even
e of screens
fo

five different sheets are provi-
ded and n‘:au%’ﬂ offering a
modicum of cha it seems
rfk?marpfvmaf m
an ctice an r
not very
appeal then. Graphically Death-
wake iz not astounding, adeg-
uate'is a word that 5 to
mind, and looks & ant-
with today’s

;’gdn!mmrp.nm I this type
mryamadmnppﬁ!mrau

Presentation 79%
Jolly high score table and well
presented overall

Gra hics 68%
Tiddly, but quite mi
w :.h fit the game v

Sound 36%

Dakka dakka booooom

Hnﬁhahllltjr 72%
L rn-rr|5"rr-r'r 8]
s challenging and
o be enjoyable

Lastabllity 63%
A reasonably difficult game,
although it only has five screens

Valu: For Money 66%
), although the
0 is a bit passe.

Dverall 66%
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NIGHTSHADE

Firebird, £9.95 cass, Joystick

any moons ago in a
hidden wvalley be
tween the purple

mountains and the seas of the
Seven Islands there was a great
calamity: darkness descended
upon that land, evil overran all
that was good and death and
hunger spread. Those who re
mained became twisted and
stricken with evil and the village
in that valley became possessed
with powers so black that no
body dared enter.

Years later the story became
legend and only the sun?ls and
tales remained of those who had
tried to enter the valley never to
return . .. for those who trespass
into the village become ensla
ved by the immense power of
the evil Overlord.

After listening to the story of
the battle with the forces of evil
in the Nightshade village one
night, you decide to set off down
the valley . . . and thus the scene
is set for the latest Ultimate
game, marketed by Firebird.

Nightshade is yet another ar-
cade adventure which utilises
the Spectrum/Amstrad ‘Filma
tion’ programming techniques
used in Knightlore and Alien 8
giving a realistic 3D panoramic
view of what's going on around
you. The program differs from
those two games in the respect
that that the scenery scrolls
rather than ‘flicks’ as you move
from one location to another.

The game itself is set in a
typical mediaeval village, com-
plete with ancient looking hou-
ses, streets, barns, churches and
the like. As you walk down the
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streets you can see the facias of

the buildings in detail, with
walls, gables and windows. If
you like the look of a building
then you can enter it through its
door. When you do so the front
of the building disappears, rev-
ealing what is behind — useful
since it lets you see what you're
doing.

Most of the buildings are
connected so you can travel
from one to another by moving
through the series of doors and
rooms inside. Many buildings
have back doors accessing the
gtreet behind.

Throughout the village loads
of marauding nasties rush after
rou and try to take one of your
ive men. Each man may be hit
three times by a nasty before the

ough _Hawhg

a.l'fthnt,’W and

doesn't really have
enough puzzles for
; it to deserve any

\/’/\% s e Eaas

L0y i

fourth results in him being
killed. With a new life your man
is white and with each progr-
essive hit he turns yellow, then
green and then into a puff of
smoke.

Your man looks a little like the
knight from the Spectrum game
Atic Atac . He's not defenceless
gither and can throw things at
the nasties to protect himself.
These ‘antibodies’ (varying from
sticks to what looks like the end
of a mace) can be picked up from
the rooms of just about any
building. Running over them
automatically puts them into a
tube at the side of the screen.
The tube only holds a limited
number of objects so it has to be
replenished very regularly to
increase your (very slim) chan-
ces of survival. There are extra
lives that can be picked up and
there are also boots which,
when collected, allow you to run
at hiﬁh speeds for a short while.

When you throw an antibody
at a nasty it doesn’t always kill it
straight off. Some of the bigger

! found Nightshade
very boring to play
when it appeared

on the Spectrum
not that many
maonths ago. Un-
fortunately the

same doesn’t hoid
true for this con

enough th to maintain inter-
nsm%l isn't and as it
stands | wouwldnt have said
Nightshade was worth Fire-

bird's time. .. And money, come
to think of it.

ones need to be shot several
times. The gremlin, for example,
splits into two smaller creatures
which again have to be shot. The
smaller creatures then turn into
a bubbling mess that still gives
chase until shot for the final
time. Thankfully you don't have
to go through this rigmarole
every time you shoot something
— most, like the flames, smaller
sliding things and squat, toad-
like creatures, die with the first
shot.

The object of the game is to
find and pick up the four super
antibodies (bible, hammer,
cross and egg timer). Once
found you have to track down
the four evil characters which
run the show (the monk, the
skeleton, the ghost and Mr
Grimreaper) and throw the cor-

Yet another naff
game from Ulti-
mate, at least this
time it's not really
their fault, Commo-
dore Nightshade
really being & son
of Firebird, Thou

rect super antibody at it. If you
can do that then the village will
be freed from the evil which has
ruled there for so long and
everybody will live happily ever
after . . . until the next Ultimate
game, anyway'!

M‘ghrshade comes in two
versions, one black and white
and the other colour. The black
and white version is slightly
faster than the colour, otherwise
there is no difference.

Presentation 75%
Attractive on-screen but hardly
any options.

Graphics 78%
Effective 2D tarnished by the
very slow speed

Sound 38%
Pretty crummy music and
effects.

Hookability 62%

It might be fun a-trudging
around the village of
Nightshade but the snail s pace
puts you off so quickly,

Lastability 61%
Completing fhe game is tough
but the lack of gameplay makes
it dull

Value For Money 49%
May have value for some arcade
adventurers, but generally over-
priced for what it offers

Overall 54%

What worked well on the
Spectrum because of its speed
ends up being slow and less
interesting on the 64,




KANE

unning true to Hollywood
Rstarautvpes the cowboys

andindiansarefightingeach
other. As in all games there has
to be a hero and in Kane his
name is Marshall MeGraw and
the difference between him and
the normal run of the mill
cowboy is that he's trying to
make peace with his redskin
brothers. Standing in his way is
the indians’ reluctance to trust
him so to prove himself worthy,
Marshall McGraw must demon-
strate his skill in a duck shooting
competition. If he gets through
this and wins some peace
tokens from the indians then the
next priority is to get them to
Washington so the peace treaty
can be drawn up.

Trouble is that the N.AS.T.
Railway company intend to run
a track through the indians’
ancient burial grounds. Realis-
ing that the government would
veto such a development if
peace was made between the

two races N.A.S.T decides it's in

Mastertronic, £1.99 cass, Joystick only

their best interests to stop
McGraw from getting the peace
tokens to Washington. In the
town of Kane, N.AS.T. place
several of their men to ambush

Kane /s an great
little game which
follows in the fool-
steps of some of
the classic Master-
tronic budget
refeases. The game
has plenty of
; humour, & sprite
cheekily stolen from Impossible
Mission, plenty of playability
and a fair bit of challenge —
what more could you ask gifar
£1.997 There are only four
screens, but they are alf real fun
to play, mpucfai? the duck
shooting screen. The graphics
are fine, the sound Eﬂgﬂs iffy,
but it does play very well, How
Mastertronic do it | just don't
know, but rh:'.}:mr's welf ’::wth

penny of the measly two
Q'w; asking price.

|
o

McGraw on his way to the train.
The only thing is to do deadly
battle with the agents — if he
wins, McGraw then has to get to
the train for Washington which
is now speeding its way east-
ward. With his trusty steed it's
possible for McGraw to catch up
with the iron horse and hop
aboard — but an easy job it isn't
due to the large amount desert
debris littering the sides of the
railway track. McGraw has to get
Dobbin to jump the various
items including rocks and
tumbleweed to make his way to
the head of the train.

Kane is split into the four
stages and throughout you con-
trol Marshall McGraw, a mere

awn of destiny. The first sheet
is the duck shoot and the rules
state that you must use a bow
and arrow for this one. Supplied
with a limited amount of arrows
the idea is to down as many
ducks as sible. An on-screen
cursor is joystick controlled, fire
loosing an arrow from McGraw
who stands in the bottom right
hand corner of the screen. The
arrow whizzes to the spot the
cursor was at when the button
was pushed. The duckshoot is
held in a idylic valley near the
indian camP and the ducks fly
innocently from left to right at
random heights. Piercing a duck
with an arrow results in an
anguished quack from the sky
and a thud as the animal hits the
floor. The better your perform-
ance the more peace medallions
come into your possession —
and the less pesky ducks there
are. If none are collected then
the game is over.

The next screen depicts
McGraw's heroic dash to Kane
on Dobbin, his pure white dedic-
ated mount. At the top of the
screen the miles left to travel are
shown and as Dobbin gallops
along his merry way the back-
ground scrolls past. The longer
the left or right directions are
held on the joystick the faster
Dobbin trots. Fire makes

cGraw use his spurs and get
Dobbin to leap.

Once at Kane N.AST's
desperados make an attempt to
finish of the good marshall.
McGraw moves left and right
along the bottom of screen,

Although Kanea
isn’t one of Master-
Swsy tronic's better rel-
et 2ases, it certain

isn't one of their

) of enjoyable play.

The g hics are
nothing spectacu J,"f#m anim-
ation on the horse js excelfent
though), and the sound is poor
falthough | do like the sick
‘sg " the birdies make when
shot). Overall an adequate
game for a cheap price and
sr.}mafhfny worthy of consider-
ation,

Most striking thing
aﬂ:;: Kane is its
m sprite’s res-
emblance to the
one in Im
Mission. T
itself is really not
that bad, Certain,

. worth the £1.

asked for it. T pmﬂ'p
some 5 very easy to
reach the final screen of Ka

practice most people
should be able to finish it
Graphically it is very sant
but the music is

awful. Though this is certai
not the best Masterironic
ease to date it looks Iike they are

ingil able
N et e
prices.

controlling a cursor that aims his
gun. Fire draws and fires the
trusty six shooter and any bad-
dies hit unleash a synthesised
scream. Once out of ammo,
McGraw needs to run off screen
left where his weapon is re-
loaded. Stand still too long and a
desperado will dispatch him to
that big OK Coral in the sky. After
the bad people have been
shown the light with a bullet
through their torso, McGraw has
to catch up with the 15:51 to
Washington.

McGraw is on Dobbin once
again, dashing for the head of
the train. Unlike the first horse
ride to Kane, Dobbin’s speed
needs to be carefully controlled
to bound over the obstacles.
Once at the front of the train you
have saved the indians and
N.A.S.T. are defeated.

If you wish it's possible to
practise on various screens with
the practice mode supplied,
though it is impossible to
complete Kane like this.

Presentation 64%
Clumsy game start and icky title
screen.

Graphics 78%

Unim ive backdrops but
some ent sprite anirm-
ation

Sound 50%
Brilliant sampled sound but
really dire accompanying tune.

Hookabllity

Great fun to start with . . .

9%

soon fades due to

Value For Money 85%
Still well worth £1.99,but . .

Overall 63%
not the best that Mas
can achieve
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Quicksliva, £7.95 cass, Joystick or keys

ay back at the dawn of
time there is a prehist-
oric conurbation with

Burger Bars, Health Clubs and a
Drive-in Movie — a stoneage
metropolis known as Bedrock,
whose inhabitants are as time-
less as the Earth itself (and their
television series come to think of
itt — the Flintstones! Those
legendary cartoon caricatures
have been effectively reincarn-
ated and brought to life on your
screens in digital form courtesy
of Task Set.

The game takes place before
Mr Flintstone ever met Mrs Flint-
stone and Bedrock was nowt but
a twinkle in the collective minds
eye of the natives. You play the
part of Fred Flintstone and it is
your task to win the heart of that
gorgeous gal Wilma. Obviously
it takes more than the good
locks and charisma of a sweaty
caveman to impress a female
MNeaderthal type. Yes, to ensure
that Wilma will dotingly follow
Fred, he must build her a house
made of finest stone. And this is
where the problems start . . .

Fred needs room to build his
residence, so his first task is to
clear the unwanted fiat stones
from the vicinity of the site and
dump them in the nearby tip —
easier said than done, since
pterodactyls and turtles prove a
constant hindrance. The former
attempt to drop rocks on poor
Fred's head and the latter rob
him of his energy, as does Dino,

the Neanderthal equivalent of
Man’'s best friend, who gets a
little over-excited when he sees
Fred and inadvertently molests
him in a similar manner to the
turtles with similar effect.

The state of Fred's health is
shown at the top right of the
screen and is depicted by a bar.
As his energy depletes, a wood-
pecker hammers away at the bar
until it finally reaches the end
and a life is lost. Should this
occur four times Fred's cause is
lost along with his lives and the
game is over.

AN

The house can only be built
with the finest smooth, round
rocks and these are scattered
about 40 locations, which flip
from screen to screen when
moving from one to the next. As
Fred can only carry one rock at a
time he must return to the site
and desposit them before he
continues. Once the house is
complete it needs a roof. Unfort-
unately Fred is a little on the
short side and therefore needs
some form of ladder to reach the
roof. Luckily there is a Dino-Hire
in the neighbourhood where
one can convenie n'cIIl hire dino-

saurs with stepped backs, suit-

I'm not what could

be called an ardent

E P

Both the televizion

Efmpﬂmhmfmﬂf

mm‘mdﬂm‘ e char-

acters in the game are superbl

=i mw;mwnufmr

.llmby no n:-m a great

game, but | found it enjoyable

ably ﬂl:.;ﬂ w#?ﬂ wr

thase interested in the subject
matter.
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able for climbing on and attach-
ing roofing. But hiring a dino-
saur costs money and this can
be obtained by working at the
quarry for a short time, not that
any work needs to be done as
Fred merely needs to pick up the
dollar sign lying provocatively
upon the floor. Should he com-
ﬁ etely finish building his
umble abode he can go in
search of Wilma and attempt to
ersuade her to ‘shack up’ with
im. Ah, love is blind!

Presentation 77%
Few options but good

j ictions a ttractively
presented on screen.

Graphlcs 86%
High quality cartoon sprites and
adequate backdrops.

Sound 65%
Reas ble rendition of the
Flintstones theme tune and

some DK'F){

Hookability 69%
Easy to get into and initial
frustration appeal

Lastability 52%

Too hard for the younger
gamesplayer and not varied
enough to maintain interest.

Value For Money 60%
Sufficiently cheap to entice
yvoungsters and junkies of the v
show.

Overall 60%
: b _

#
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STEVEN S PIELBEHG Presents

=

Available on Spectrum 48K Plus, Commodore 64
and Amstrad from Electric Dreams Software

31 Carlton Crescent, Southampton, Hampshire
S012EW Tel: (0703) 229694

(© UNIVERSAL CITY STUDIOS INC.

SOFTWARE



h

o atte Wieual Programming Lid.

vailable for

the Commodore 64,
Spectrum and Amstrad ata
recommended retail price of £9.95.

The most powerful ' games in the Universe

Quicksilva Ltd.,
Liberty House,
222 Regent Street,
London W1R 7DB.

01-439 0666
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Imtergalactic Spaceship 3556 -
¥ou are now in the far distant
future, gubde your craft to the
alien planet but don't venture
ontoe the surface for too longlit

The Black Hole 2898 - After
travelling through timse,
assemble the map and yaur
imcredible task ks almost

The Gnome Manskon - the
| mysterkous location of your

L

- fantastic time machine.
California Gold Fush 1849 — Assemble the final parts of your Mythological Greece 43BC —
Deadly scorpions, beastly bats, craft and begin your epic A confrontation with Medusa. a
and numMerous nasties are on the voyage to past and future. fight to the death with only
atiack as you search the — your magical shield for
cavernous gold mines of protection.

California.

Stone Age 9800BC ~ Explore
the dark and dangerous caves of

,-—-..;"ﬁ"l;-:-L,,di‘“ prehistoric times, r:;; ::1 T-::fn

—"—t:.-"‘ | Ba¥ . strength and cunn
) = 4 4 g your gaal,
vl W =" = i

§

Colonial Satem, MA 1692 —
Hubble, bubble, toll and troulble,
milx 3 ghastly witches brew and
you'll win through, but watch

put for the flying broomstick. ] ;

.




hen Thomas was a little

boy he was different from

the rest of his peer group,
he didn't want to be an engine
driver when he grew up,
Thomas wanted to be a Kung Fu
Master. After years of dedicated
practice Thamas finally achiev-
ed his goal and is a bit of a dab
hand with the ancient martial
art. So when the fair Princess
Priscilla is captured by the evil
and loathesome Wizard it is
Thomas who must Ellav the
| hero. The royal beauty has been
whisked away to the Wizard's
secret temple far away in the
wilderness and very well guard-
ed she is too. The temple is five
floors high and her highness is
on the top floor, each previous
level being populated with in-
creasingly nasty do-badders.
Mot only do the Wizard's hench-
men hinder Thomas but there
are also normally inanimate

On the few occ-
asions I've played
the arcade version
of Kung Fu Master
the joystick has
always been a bit
iffy and | haven't
enjoyed the exp-
erience that much.
Fortunately, this Datasoft con-
version is very close to the orig-
inal and now | can play the game
within the confines of the office
walls with a working joystick, |
find it great fun. Degpite dod|
ﬂaphkg and sound, Kung Fu
aster /s a great game due to its
high playability and is a8 martial
arts variant that shouidn't be
missed by fans of the genre.

=4

objects that have been filled
with badness and behave mis-
chievously when Thomas nears
them. On later levels vases fall
from the roof and contain

AL THIS VioLEN &, ¢

KUNG FU MASTER

US Gold/Datasoft, £9.95 cass, £14.95 disk, Joystick with keys

tacky raphics,
Kung F'c.lEr Maste
plays quite well,
The challenge and thrill of a
good dﬁaﬂind puncm are all
there. The smack of against
flesh is %ast c&nvmmwa;d
quite satisfying. Graphi it's
xpando . b;? put o
") a}aﬂms to use
for a lot of the mﬁﬁ The obst-
.nrchf;: W are strange as l-r?#
can see things ng
a bit g:rr.r itive after a?u while,
K}mg Fu Master /s great fun to
play.

snakes that ?ive lots of grief and

hassle once |et loose.

Thomas has the habit of stay-

ing central in the screen while
his world scrolls around him.
Using the joystick without any
fingers jammed over the fire-
button moves Thomas around,
quite logically left moves him
left while right makes him go
right. Up prompts Thomas to
athletically fly into the air and
down causes him to duck down.
If a grubby digit is over the fire
button then moving the stick
about offers one of two sets of
functions. The first set is a
number of different kicks rang-
ing from high to low, Press the
space and a different set of fight-
ing moves flick into control.

Now when fire is touched a set _

of punches are summoned up.
Pressing space once more
brings back the drop kicks.

The baddies stroll down the
corridor towards you and need a
kick or a punch to total them. If
left unassaulted they assault
you instead and a quick wiggle
on the joystick is needed to get

Im”p m

" IF | THINK OF THINGIE..."

rid of them. All the while vou're
being hassled, energy status
ebbs away. If it reaches zero
then one of the three original
lives is lost. Once Thomas gets
to the end of the corridor he
must do battle with the weapaon
wielding guardian, a nasty sort
of chap who wants to bar the
way. Conquer him and the next
level is accessable.

A whole host of baddies are
after your skin. A majority of the
assailants are normal run of the
mill joe kung fu's but also worth
looking out for are midgets,
mystic balls and exploding pots.
Men baring knives also give
Thomas gype and these take
two blows to vanquish.
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Extremealy awlward menu
needs three key presses just to
start a game.

Graphics 71%

Colourful but very chunky with
it, the animation is not exactly
astounding either

Sound 66%

Inept but pleasant tune with
some nice sound FX forabash in
the face.

Hookablilty B1%

Fun to play and has some instant
‘mindless’ appeal

Lastabllity 82%
The several levels offer more
than fair challenge

Value For M 76%

A bit above the odds for such an
dverage program but violence
fans may feel the need to shell
out

Overall 79%

Fighting freaks may flip but
norms may not be over
enamoured.
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ardball is the third attempt

to bring the American nat-
ional sport of baseball to
64 owners. The game has a dif-
ferent approach to both its pre-
decessors and involves all asp-
ects of baseball, from playing
the game to making crucial
managerial decisions.

The game commences with
an options screen allowing you
to choose between one or two

layers. In one player mode the

either takes over the home or
away team, depending on which

u choose. Once those formal-
lties have been completed then
a list of both teams is shown.
Each team has 10 players which
are gir:ked from the team’s pool
of 25 and during this period you
can change and reassemble
your team.

The players each have their
own personalities, weaknesses

and strengths which are all
shown. The upshot of this amaz-

ing depth of player differentia-
tion is that, with practice, you
can assemble a team to suit your
own playing style and end up
with one which becomes a
powerful force with you behind
them.

Once you've sorted out the
teams then the game begins.
The home team is always put
into bat in the first innings,
whilst the away team fields. Bat-
ting and fielding is all controlled
through the joystick, and al-
though being tricky {gwing

rofessional baseball for the
irst time always is) is mastered
with a little practice.

PITCHING
AND FIELDING

A special screen is used for bat-
ting and pitching showing a 3D
view from behind the pitcher
which includes the striker (bats-
man), pitcher and catcher. Your
pitcher always has four special
moves, one of which has to be
chosen before you can pitch.
These are usually fastball,
screwball, r:han_ﬂeup and curve-
ball, although these may differ
depending on the pitcher field-
ed. To choose a throw, move the
io ick in the relevant position
shown in the pitcher informat-
ion box at the bottom of the
screen) and press fire. The nice
feature of this is the fact that it's
possible to choose your throw
without the other ﬂamr know-
ing, just like real life! When the

pe of throw has been chosen
then you can move the joystick

up, down, left or right in con-

32 ZZAP!64 March 1986

HARD

US Gold/Accolade, £9

BALL

95 cass, £14.95 disk, Joystick only

junction with the fire button to

pitch high, low, inside or out-

side. There is massive potential

to pitching and once sussed it is

ggssihla to pitch all manner of
lis, both legal and illegal.

If the striker misses the ball
then the catcher automatically
catches the ball and a ‘strike’ is
added to your total. Three
strikes in a row and the striker is
struck out. If the ball is illegal
and the striker doesn’t make a
swing for it then it is declared a
‘ball’. If the pitcher throws four
balls before the striker connects
or is struck out then the oppos-
rnﬁ team are awarded a ‘walk’
where each player on the play-
ing field is allowed to move to
the next base.

If the striker does connect with
a pitched ball then the screen
changes to a panoramic view of
aither the left or right of the play-
ing field (depending on where
the ball iz hit). The fielder near-
est the ball (whether in the air or
on the ground) flashes and the

layer is given control over him.

e player can then interceptthe
ball and throw it to a base by
pressing the fire button in con-
junction with up (2nd base),
down (home base), left (3rd
base) or right (1st base) on the

juBntick.

nce the ball is safely back in
the hands of the pitcher then the
screen switches back to the orig-
inal pitcher view.
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Strikinqil{ur batting) successfull
is the hardest aspect of Hard-
ball: a keen eye and swift
reflexes are needed otherwise a

------------

Hardball is an absolutely
incredible sports
_simulation!!! The
animation on the strikers
and pitchers is the best yet,
from a distance it looks like
it could be a televised
game! Hardball brings
every aspect of baseball to
the 64 and the depth into
which it goes is fantastic —
Imagine’s World Series

player will find himself struck
out time and time again. A
striker has only a split second to
decide whether the ball is low,
high, swinging out or in and
ether to actually go for the
ball or not {(remember, an illegal
ball becomes legal if you
attempt to hit it). Once you've
decided that, you can make the
player swing high, low etc by
moving the joystick to the cor-
responding position and press-
ing the fire button. It sounds dif-
ficult, but within a few games
you'll find yourself growin
accustomed to the split secon
decisions and whopping even
the most tricky pitches home.
Once the ball has been hit the
striker automatically runs for the
first base. When he has done
that then the player can decide
whether to attempt a sneak at
the second base (a risky move).

was a game, this is a real-

ife simulation.

Accolade have struck the
balance of difficulty
perfectly; although very
hard at first, once you know
what you're doing it is
possible to hit ar pitch the
ball wherever you see fit.
Anotherexcellent feature is

where all aspects of
baseball have been
included in the game, from
hitting the ball round the
field to the tricky job of
managing and fielding the
right sort of tearm — the
potential of the game is just
immense, Hardball /s
surely the best real life
sports simulation to date
and sets new standard's in
gameplay, depth and
animation.

If a player presses the space bar
before the ball is pitched the
screen switches to the team list.
Here the pitcher is able to
change the position of fielders
or substitute a relief pitcher.
Likewise the striker can shuffle
the order of batting to give
himself more of a chance.

Hardball strictly follows the
rules of World Series and is error
trapped for any illegal moves.
The game takes place over nine
innings, and if the score is even
after that then the game contin-
ues until a team wins an innings,
no matter how long it takes!

Presentation 959
41| t options

Graphics 96%
Stunni :

Cl rdamimationon
the giant

re players

Sound 68%
Roar of crowd and a few
jolly jingles

Hookability 91%

Ease of use aliows the

player to antly become
wall star,

Lastability 92%
A tough nut computer
opponent a )

Value For Money
93%
The

the W

tthing to

D’Uera_l_l

standards
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All available on the

COMMODORE 64

M25NS - Telephone 061-832 6633 - Telex 669977
YSRumbelows.Greens. Spectrum Shops and all good software dealers. Trade enquiries welcome.



The AIR COMBAT EMULATOR, packed with
feafures, & by for the lostes!, most

reciishc fight simulcior ovaliable, For he
firsiirmeion o home compute, feel whotitis
really lice o fiy o high peromance miliary
helicopier gun-ships and two fypes of
eunning intedligent anemy circraf

Featuring over 300 sprle images, ACE
s e smioothest, mcst detailed cockpit
v of hills, ez and ofher ground objects
ever nchieved thanks 1o spacialy
developed Dynomic Grophic Technious
[Lobe 2 cllowing sereational high speed
solld 30 grophics

I oomioat, your head will spin o8 you
gnuggle with the help of the advanced
avionics which ncluce a rear-view Cameng
and radarn, o say alive long encugh o do
some damage o the enemy

Ther umicyue fwe st lyingy opéion [pilof,
novigainnwWeapons man| and Synde
Speech @ which passes vital aircalt
condiion informaaion fo the fight cre
without reezing the oction comibinad with
dynamic fockcal map, foke ot ond
lanings, surmime, winter and right-fime
fiying ond o remarkably reglishic in-fight
refueling option makes ACE the Uimae
AR COMBAT EMULATOR

ACE SCENARIO

& st invosion fleat has londed on your
southem shome ond dischangead sooms of
feniks supporhed by hellcopter gun-ships
and protacied by mobike surfoce o ar
rritsslles. Souockons of enemy fighters ghe
fhe anarmy Toroes oir cover. ACVaNCIng
nutfilessty they re conguenng your
homeland, focing no opposiion.

ACE-EXPERIENCE IT NOW!

. AIR - COMBAT - EMULATOR - £10.95

INC. FREE WATCH
AND POSTAGE

- BY CASCADE GAMES -

1-3 Haywra Crescent Homogaie

Yiou arethe last fighier plot with only fheee
ACE Mok 21 mus rola All Weather All
Termain GiSLEMS combat airoraft. Based of
analled arbase, youriosk s o aflock and
casty thes numencally SUpencT enamy
kand o air foroes and drive them from
your shores. The final shage of ha conflict
hioning aleody destroyed the enermy iand
foroes anddshot down fhelrairiocs, slosnk
the enarmy fleat os i evocudies ifs deledied
Ty,

ACE — EXPERIENCE IT NOW

Every computer game fan will iove ACE -
i.,lslh:u:l'i:!f‘esel'ﬁtﬂl'es:-
 100% opfimized maching code uses ol
ovaiobie mermony.
rmerg[h,rmr(:mmTed'rm
sy, B)

» The smoothest, fashest ond most detoiled
cockpit view of any flight simulation
o \Vigws of 1ils, ees, fonks ond olhe

# Twioseactt opicn - fiy and
{lgrr".-.-‘r'm-::dcm
friend

: u:mmmw’feﬁm]wu
» High soore souing sysem. |
sy B operdtion | All Weather Al Tenain). 8

* Nofe due o memory limitations ACE on
the (46 and VICZ0 |+ 8 Rom) donothave

arny ground coject

Scroen shofs o for CBM dd version, Ofhar wersions may varny

_g)<

* lenclose cheque/postal orderfor [E.......mww..) NOde payoble
. 1o Coscade Gomes Lid,
- Or through any Post Office by Transcash (Giro No. 655 &655)

Order ACE today and
receive this fantastic

20 KEY MULTIFUNCTION
CALCULATOR WAICH

ABSOLUTELY FREE!!!
PRICE Vic%o5o08)

Postage FREE in LK. Add &1 for overseqs ondern \
Allow 2B days for delivery. :

* Foreven faster ordering when charging fo Access. Barclaycard and I
. Trustcord Visa use our 24 hr senvice [Tel. 0423 504563).
: ENTER CREDIT CARD NO. IN BOX:- 1 I
- [Cx64 ]Cx16 [ Qe VIC 20 (with 8K RAM
| e PLUSA []Cx128 expansion)

[JAMSTRAD 464 [] AMSTRAD 664 [ ] SPECTRUL

Pliczse thok Do W

MAME

ADDRESS

POSTCODE

COLNTRY

Plegsa complate and send 1o

Cascade Games Lid,

1-2 Haywra Crescent

Homogate HG1 5BG. England M

Iﬂéféﬁ.'m. 17555854 L I

D p——
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DRAGONSKULLE

Ultimate, £9.95 cass, Joystick with keys

espite man’'s incessant
curiosity and the relative-
Iy small size of the planet
Earth there are still a few

Thank God this the
fast in the series of
Sir Arthur Pendra-

- ?‘_an adventures.
k4 The guy just isn't
the hero fype.
When  Harmson

Ford wants to leap
a8 cavernous ravine
he doesn’t bunnyhop it does he?

Bunny hopping (s for wimps as
is dr.!':; which | found myself
doing for the oddest reasons

whilst strolling around Dragon-
skulle. The 3D effect just isn't —
lots of silly little mistakes take
away any sort of reality the
game had, Ultimate's pioneer-
ing work in getting as many
unmatching colours on screen
at once has bheen used to good
effect. Looks hice with the
chunkier-than-pedigree-chum
sprites having a good wibble
about the screen. | think you
may have guessed by now — [
don't fike Dragonskulle and one
maore release like this for the 64
and ! won't like Liftimate.

undiscoverad lands tucked
away in far off places. Such as
the isle of Dragonskulle, fraught
with danger and avil . . . The avil

The latest in the
lo chain  of
Arthur Pendragon
adventures s yer
another disappain-
tment.  Although
Uitimate have tried
a different appro-

e ach to the grap
hics it doesn't really add any-
thing to the game, sound is
ance mare a let down, why
Ultimate can't get a competent
sound programmer | don't
*M‘;if This game has the usual
grindy old jingle with an arpeg-
gia in the background, Well, one
thing that's good — this is the
fast of the dragon adven-
tures . . . Perhaps Ultimate can
concentrate on roducing
something a little different and
maore interesting.

of the Skull of Souls. The Ulti-
mate hero, Sir Arthur Pendra-
on, must find this skull and
estroy it, thus ridding the world
of the most terrifying super-
natural horror after the Devil
itself,

Dragonskulle is the fourth and
final arcade adventure in the
Arthur Pendragon series and
follows its successful prede-
cessors closely with its app-
roach. The action is viewed
through a smooth scrolling
window, as in previous Pen-
dragon adventures, and flips
from one location to the next
when moving ‘in’ and ‘out’ of the
screen. Above this window
there are five icons which are
selected by pressing a key and
activated with the joystick fire
button.

The first is the shovel, which
once found allows Arthur to dig

Dragonskulle s,
with a few minor
exceptions, every-
thing | expected it
to be, fe very simi-
lar to Uftimate's
previous  arcade
adventures and as
far as | am con
cerned hackneyed. Ultimate
haven't progressed at all since
Staff of Karnath and surely can't
expect their games to sell purely
on the strength of their name. |
am wholly bored with this style
of arcade adventure and thank-
fully, Dragonskulle iz the fast
adventure in the Arthur Pen-
dragon series, so perhaps we
might see something more fns-
piring in the near future. | do
hope so. Stilf, if you're not tired
of the Ultimate approach yet,
you may well derive sama&pm-
sure from Dragonskulle. / didn’t,
but then | have bgnr several ‘0"
levals in how to be a miseryguts

holes. Then there is the magical
energy * cloak which makes
Arthur invulnerable to a major-
ity of the nasties encountered in
the game, but anly for a limited
period. Useful, but again it must
first be found and can only be
used once before requiring
energy replenishment. The third
icon pauses the game when
selected while the fourth allows
Arthur to fire magical orbs
which usually dispose of a nasty
if thrown accurately. Finally,
there is the jump icon which
speaks for itself. If Arthur wishes
to use an object not currently in
his possession and activates the
respactive icon, a head appears
in its place and shakes from side
to side to indicate that the action
can't be performed.
Throughout the game there
are the u%iqujmus Ultimatesque
ﬁmblems to be solved, such as
ow to get past flashing skulls.

Presentation 65%
Adequate instructions but few
options

Graphics 76%

Good backdrops but porky,
ill-defined sprites and poor 3D
effect.

Sound 35%

Dull, unimaginative music and
F_.'-'l which sound far too'much
like previous offerings

Hookability 54%
Nx_'.'rl_hrm_.r_ overly interesting to
initially inspire.

Lastabllity 45%

And little to maintain interest

Value For Money 45%
Expensive considering the poor
quality of the product

Overall 49%

It"s about time Ultimate played
the game and came up with a
good one.
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. SCORE

000710

ou've been sent off to the
Ymanet Anpromadus to

round up members of a
species of alien animal named
ramboids and teleport them to
market. Despite the name, ram-
boids are not Sylvester Stallone
look alikes, but are the Anro-
madian equivalent of male
sheep — hence the name ram-
boids. Technologically things
have moved on quite a bit since
the days when a shepherd’s only

First to Mhit you
i foading u
this cutie is the

Hubbard  sound
! know it's

and
longest and probably the best
he’s written yet. The game itself
is fairly simple but does provide
more than a fair bit of challenge.
It is hard to H;’aﬂm least. There
are quite a few clever littie
presentation points, the pass-
word to later levels is quite
good. Though not a game of
particular note | still that
One Man and his Droid is still
worth the money asked for it.

friend was his dog. The modern
shepherd has traded in Shep
and got himself a droid, a multi
functionin device specially
designed for the job. Capable of
four different modes of opera-
tion the droid is used to guide
the ramboids into the teleport
chamber,

When you start the game you
are given the option of inputting
a password in order to resume a
game you were playing earlier,

38 ZZAP!64 March 1986

otherwise you start at the be- |

the order in which you have to
get the ramboids into the tala
port. A window on the right of
the main screan charts your pro
gress. indicating the rambnirsg

ou've penned =o far with those

erded into the eorrect place in
the sequence flaghing

The four remaining windows,
arranged horizontally below the
main viewing window, display
the four maodes in which the
drnid can be operated Tha
mnde the droid is currently in is
hlﬂhhg htad h‘y‘ a white bar ahnwve
the relevant icon. The most
useful mode of transport is jet
mnde: using the jet it's possible
to room about in the narmal
laft. riqr!;:_ up and down dirans
tions. e droid stays ncentral
while the bricks and sarth of the
cavaern whizz by in the main
window display. Burrow is the
second mnde: the deaid can
mowea left and right along ledges

?innin . There are passworrls
or each of the twenty different
ramhboid-filled caverns, and as
you progress through each cav
ern, the computer releases the
corresponding password to you.

At the start of a game the
screen is split up into seven
different windows. Largest and
centrally placed is the main
window which Iooks into a
cavern, displaying a view of
your droid placed centrally
amongst the scenery. Your first
task is to guide the droid to the
start position. When you arrive
at the start the computer takes
over and places the droid in the
first cavern.

Once into the first cavern, the
other six windows activate. A
narrow, vertical window to the
left of the main screen randomily
shuffles eight different ram
boids within itself to set the
collection sequence, which is

| and burrows into the flaor while
| fire is hald down, popping up

again and leaving the flonr intart
when it's raleased

Tha third utilitv mnade allows
the drnid tn alter the cavern by
n’ig%ing tunnals. If the droid
walks intn a wall while it is in this

One Man and his
Droid is one of

Another Master-
tronic £1.99 special
uletly slips onto
streets, Don‘t
be misled the
rather basic Spec-
strumesque  grap-
ics, One Man and
his Droid is great
fun to play. The backing music is
another Rob Hubbard spec-
- and although sounding
similar to Monty on the Run
features brilliant voices as it
pounds away. if you're Mﬂfmﬁg
are
pound coins a-fingling in your
pocket then m).:’ngfe ?nm your
local shop and buy it — it's
great!

mode, a large portion of the
barrier is eaten away and the
floor and ceiling of the newly
formed aleove is supported with
purple girders. To switch be-
twaen the different modes,
press fire; holding fire down
reveals a map displaying the
positions of all the ramboids left
to be nollacterd,

Ramhbnids are dim. They
move very predictably, and
always revarse their direction of
movement if their way is block-
erd. Onece you know this, and
watreh the set patterns of move-
ment herding them is relatively
simple but they are delicate
craatures which only live for
ahout twenty minutes. You are
warking against the clock all the
time. Should you fail to get at
least four rambnids in the tele-
port in the right order within the
tima. it's hack to the first screen.

Presentation B0%
Nice use if icons, passwords for
later levels but no restart.

Graphics 60%
Bit chunky and the character
scrolling looks jerky.

%
( bit similar to his
other pieces, Hubbard’s music
brings life to the gamae

Hookabllity 72%
Quite easy to get into and
immediately enjoyable

Lastabllity 79%
Lots of challenge and plenty of
screens to keep you going.

Value For Money 87%
Mot their best, but still well
worthy of a higher price

Overall 81%

Generally very good, but
probably has highest appeal for
those who enjoy making maps




. A nomber one arcade hit jor
yoor computer

WUNGEL MTRASIER

The ONLYmartial arts game YOU ever really wanted.

Travel through the wizards temple torescue the fairmaiden, beware the
weapon weilding hench-men, defeat the deadly guardian of the five floors.
s==+=+,_ Your only defense is your martialart skills. TAPE
M |@%§ﬁ] COMMODORE 64/128 £{?|525

%, A& US. Gold Limited, Unit 10, Parkway Ir;dustrial Centre, Heneage Street,
DATA EAST @MM Birmingham B7 4LY. Telephone: 021—359 8881 £1 4-95




The EIDOION
LUCASFILM GAMES.

Discover the secrets of
The Eidolon, a
mysterious 19th
century machine
powered by the forces
of magic. The Eidolon
lets you teleport and
transform enchanted
creatures — Greps'",
Biter Birds"™ and
Bottlenecks "™, and
challenge the
“intelligent” Guardian
Dragons. You can
create and capture
magic fireballs...
perhaps even alter the
flow of time itsell!
‘...outstanding
graphics and
gameplay’ Zzap! 64

Scientific Curiosity or
Passport to a Magical
Dimension?

ACTIVISION
(HOME COMPUTER SOFTWARE [[888

AVAILABLE ON ATARI 800 KE. AL DISK (£14.9%) AND COMMODORE 64 CASSETTE (£9. 99} AND DiSK (£14 99
Frorm selected branches of Boots, W.H Saith, John Moensies, Lasky's Spectrum, Greens, Woolworth, Littiswoods and good compuier software stores everywhers
Mail order: Actansion (UK) Lta . 15 Harley House, Marylebane Road, London W1 SHE Tel- 01-935 1428

; : *Activision Home Compuler Softwire™* 154 registered rademark of Activision inc
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Quake Minus One
is yet another cas-
uaity of the indus-
try’s fondness far
overly ?rpmy pro-
duct. probably
wouldn't have
R thought so bad;fy if

expectations
m?mf;‘?ﬁ. It just isn't the
megagame it's cracked up to be.
Quake does have it's bright
points, mostly in the sound and

graphics . but the
meplay is
ﬂfesd. i

very confusing
ing some intellig-
ible information on the pieces of
paper marked ‘instructions’
would have helped a lot. After
many a frustrating game things
start to get a little clearer but a
great deal of effort is needed to
reach even this level, The most
impressive aspect is the clever
s ic fayq.ram used to cmmm&
raalistic perspective. |
Joystick hamiﬁng is Ingenious
also, and manages to m farge
amount ns eight

of functio

directions and a fire button
Quake Minus One is just too
confusing for me to form any
real opinion, although after
some play | came away with a
general feeling of dislike. Some
people may like it and I'm sure
quite a few more will buy it.

We first saw a copy
af QOuake Minus
One way back in
issue 3, and duly let
you readers know
of its existence by
means of the news
page. Since then
we have had num
erous unfinished copies which
were previewed (one of which a
certain  magazine REVIEWED)
and now it has finally arrived in
fts entirety, months behind
schedule. The game itself is
wggz confusing and is the sort
takes, literally, weeks of
practice before any sort of
proficiency is gained. The ins-
fructions are very paor indeed
and explain only the functions of
the various icons and instalia-
tions, nothing at all about the
i_ame objective. This confusion
further heightened when play-
ing — there is no indication of
:gar is really going on, and
referring to the instructions anly
draws another blank. It's a
shame really as the graphics are
very good, with exceflent 2D as
you xoom about the complex
and the mumi a#ectsh are we{rr
atmospheric, but they are let
down terribly by the gameplay.
I you like buying games which
re masses of attention then
this is the one to buy. If you like
your games a little clearer and
action less frustrating then steer
well clear,

rather complex and highly | power and eventually damages | Youare?
p\\ ﬁummmmmg“
S

QUAKE M

Monolith, £9.95 cass, Joystick only

automatic power plant, Titan

was built, deep under the
Atlantic Ocean where the Earth's
crust is the thinnest. The huge
complex drew red hot magma
from deep within the Earth's
core, converted it to energy and
supplied nearly all of the
World's industrial nations with
the power to work their giant
factories.

This continued quite hapﬁily
until disaster struck, The RLF
{Robot Liberation Front) inva-
ded the complex aiming to give
equal rights to robots. Although
they were only a small group of
crackpots they were in a position
to bargain — they had planted a
device which would interfere
with the Titan complex suffici
ently to trigger an earthquake —
an earthquake of such epic
proportions that it would result
in the biggest cataclysm ever
endured by mankind! The resul-
ting earthguake from the des-
truction of the Titan complex
would cause immense tidal
waves that would totally destroy
all cities along the European and
Atlantic seaboards. The loss of
life, damage to property and the
ruination of the world’s econo-
my would be incalculable,

he game begins a day before
the RL?:'S device explodes and
it's up to you to take control of
the complex. . .

Titan is in fact controlled by
five separate computers: Zeus,
Poseidon, Vulcan, Ares and
Hermes. Luckily, government
scientists have managed to re-
establish contact with Hermes
and with just under ten hours to
go, it's from Hermes that you
start your World-saving quest.
You commence the game under
severe pressure and it's made
aven worse by the fact that your
base, Hermes, can be recap-
tured by the other Titans (who
have been turned hostile and
have been alerted to your
presence). If this happens then
the game terminates rather
swiftly (and so will the lives of
millions and millions of ZZAP!
readers), so stay cool and keep a
level head!

Fortunately it's not all bad
news — the scientists have
managed to fiddle with the
complex's real-time clock and
this can be used to slow the
countdown of the bomb and
give you about an extra hour of
game time. Needless to say that
this interrupt has to be used
sparingly and only in dire
emergencies to give you just
that extra little bit of time to
complete a task or mission.

When you start the game you
are instantly confronted by the

In the late 1980s a massive

confusing control panel of your
submarine craft. Many of the
control gauges like energy,
interrupt clock and fuel gauges
are easy to read and speak for
themselves, but it takes quite a
while to learn all the symbols
and be able to execute functions
swiftly and correctly.

Littered over the sea scape are
many installations, both friendly
and renegade, which may actu-
ally be used or destroyed. For a
start, there are the five main
complex computers which have
mobile vehicles under their
control. These have to be des-
troyed since they are very
hostile and fire at you whenever
You approach them. The roads
which run around Titan each
have junctions and control of
these is vital if you are to get
anywhere in the game. When
moving about the complex you
are made aware of which roads
and junctions are currently
under your control by their
colours: yellow means that the
road is under your control,
orange means the enemy have
them,

Along the roads are computer
mobiles, the enemy ones oby-
iously need to be destroyed, and
rocks that have to be blasted out
of the way. Along the sides are
many weird constructions, each
with a separate function. Control
towers stand at the end of each
junction and have to be captured
if you are to take the road.
Factories can be used to repair
your submarine vehicle, stopp-
ing by them and accessing the
correct icons fixes your vehicle
after a certain amount of time
(the more damage you have
sustained the longer the wait).

Other vital (and friendly)
installations include the fuel
tanks and energisers which can
be used in the same way as the
factories. Quake supressors are
highly important and under no
conditions should be destroyed
— the destruction of one will
advance the Quake Countdown
by an hour. Cooling domes also
shouldn’t be shot — the des-
truction of one of these results in
a small exﬁlusian which des
troys everything in the immed-
iate vicinity, Beware of Rigs,
these are quite dangerous if
under enemy control since they
have a fair bit of fire power.

Conducting columns neutral-
ise the effect of ionic blasters
(either yours or the enemy’s,
depending on who controls it).
Bunkers are other unfriendly
constructions if renegade as
they are heavily armed and
extremely difficult to destroy.
The final building is the Mag-
netron which saps weapon

INU NE

vour craft,

As you move around the
landscape everything moves in
extremely fast 3D, rather like a
swift, continually flowing Lords
of Midnight landscape. The
technique used was developed
by Mike Singleton himself and
has been labelled Action-
scaping. It is effectively a sort of
follow-on of the Landscaping
technique first utilised in
Midnight.

Moving from one junction to
another is fairly slow, but once
the movement is mastered you
can zip around the complex at
quite considerable speed. There
are plenty of things to blast as
¥Oou zoom about and you need to
decide which roads and junc-
tions should be captured first.
Obviously the further you get
into the game, the more difficult
itis to defend all your “fronts’,

THE VEHICLE FUNCTIONS

The submarine vehicle is terribly
confusing to a novice, but with a
bit of practice it is possible to
understand and use the
functions.

The System keys show four
icons which represent the four
systems — engines, pumps,
communications and emer-
gency repair. If any of these has
a8 moving icon in its window
then the system is functioning
well. If the icon stops then there

Humph! I'm
disappainted wi
Quake Minus One.
. t took ages to get
¢ into, due to incred-
ibly poor decu-
mentation —some-
thing not no
associgted WA
Beyond games — and when |
finally did get ta grips with the
game it wasn't as interesting as |
thought it would be. Though
there is plenty of action it jsn't
particularly exciting and using
feons to do battle in real time can
prove awkward, However, the
fcans are on the whole easy
enough to use and a
defined. As are the rest of the
graphics. Sound is used te good
and t tation is
first class, with the notable
exception of the instructions
which merely describe the fea-
tures of the game in a clear
concise manner and not how to
play — it would have saved
s?m_a time and lots of grief if
playing instructions were pro-
wdgd Still, Quake isn't a bad
game — just one that needs a lot
oftime and perseverance to gain
.} e g: mprqpmwr do
. tam no longer (e}
so, but who knows — maybe
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is damage and if the window
goes black then that system has
been totally destroyed.

console is a map showing your
current position, the bases
which are hostile and those
which are under yvour control. A
weapons indicator shows the
weapons which can be used and

Though not overly
keen on this shck
release fram
Durell, it didn’t take
long for me to find
my level and dis-
cover fthe great
mindless  appeal
Critical Mass holds.
Having a jolffy jaunt about a
smooth scrolling allen land-
scape is a bit of a laugh Ihm?;h
not really worth paying for.
Graphically things are quite neat
with very nice sprites indeed
and impressive scenery. Game-
wise it's dull. | don't like the way
that a numerous amount of
keypresses are required just to
start with different options
having to be input every game.
Overall Critical Mass is unins-
pired and not really worth the
asking price,

On the whole this is
quite a joily little
shoot em up, the
only problem s

that it has dull
spots. On the first
level, for example,
there is nothing to
do  apart  from
dodge the rocks and the very
occasional hostife sphere. Per-
haps if there had been more
things to do it would have been
great fun, but as it stands the
competent gmphfcs and nice
touches are let down by the poor
game content.

ff
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On the extreme left of the |

i the main display shows mobile

functions and weapon selection.

Moving around the complex
involves guite a few icons and it
takes some practice before a
player is able to move around
the whole of the Titan complex
swiftly. When vyou reach a
junction icons have to be used —
move the cursor over one of the

nce again, your mission
to is save life, the uni-
verse and everything.

Alien forces have captured an
anti-matter conversion plant
which supplies power to colon-
ists in a distant planetary
system. The aliens are threa-
tening to turn the anti-matter
plant onto ‘self-destruct’ and
wipe out the entire planetary
system, and a couple of neigh-
bouring stars, in the process —
unless they receive uncondi-
tional surrender, But since this
would prove a fate worse than
death, it's up to you to travel
across the surface of the aste-
roid on which the power plant is
sited, infiltrate the alien enemy’s
positions and disable the anti-
matter converter before it
achieves Critical Mass.

You are put in control of a
rocket-propelled hover craft
with high speed strike attack
capabilities, according to the
armaments manufacturer's
sales blurb. The craft doesn't
make contact with the ground,
thus avoiding seismic detection,
and is equipped with a powerful
laser device. It is protected
against collisions or alien
attacks by a force field, but every
collision drains energy until the
field eventually implodes and
destroys the ship. The energy
status is displayed to the left of
the screen and is replenished if
you can avoid bumping into
things or firing for a while.

eight directions you want to
face. Once you are happy that
you are facing in the correct
direction then you can put the
cursor over the ‘'move forward’
icon and this will send you
speeding down the road. There
i5 also a ‘reverse’ icon s0 you
can zoom along backwards if
you so desire. It is also possible

to move by accessing the map
screen. When you gﬂ so the
main view screen changes to a
plan view of the complex. You
can then progress by simply
aimin the joystick in the
direction you want to go. In this
made it is also possible to stop
halfway down a road allowing
you to see what installations are
at that point. Using this you can
also view enemy mavement
without actually engaging in
combat and see areas which are
congested  with renegade
vehicles.

When you're at a junction
there are several modes at your
disposal: Movement (as afore-
mentioned), Thrust mode (you
can thrust forwards or back-
wards) or Weapons mode.

Weapons mode allows you to
select any offensive or defensive
weapon which is currently at
your disposal. These include
mines (which can be dropped on
the road), torpedoes (to clear the
road), a laser, missile pods
{against enemy installations), a
fireball gun (wide area devast-
ation), an ionic laser (neutralises
an enemy installation’s circuit),
shock shields (defence) and
plasma shields (another defence
mode). The vehicle can access
either one attack weapon or two
defence weapons
simultaneously.

CRITICAL MASS

Durell, £8.95 cass, joystick or keys

For the benefit of less skillful

pilots, a further protection
device detects when the craft is
about to implode and ejects you
before the event. Your character
can then use the emergency jet
pack to travel to a dome-shaped
energy pod where a new ship
can be found. On the journey,
the shipless pilot is unprotected
and must avoid contact with
rocks and other life forms which
drain epergy, such as deadly
'sandworms’ which pop out of
the ground and wriggle omin-
ously. An indicator, in the form
of a large arrow, is provided and
shows which direction to travel
in.

During the early phases of the

Iqﬂmegjou only encounter alien
ong distance raiders and un-
fused mines, but as you pro-
gress through the zones the
opposition becomes increasing-
ly hostile with fused and guided
mines to avoid or dispose of as
you see fit. Once you have
travelled through all of the zones
you will find yourself near the
power plant. This is protected by
a8 score of nasties such as
amorphous clouds of molecular
disonentation. To enter the
power plant you have to disable
the force field gates by shooting
the front of the turret that is
between them. This is not easy
and with the addition of the
clouds you are more than likely




Graphics 88%
Fast, effective 3D and well
drawn ico

Sound 92%

Titan March tune isn't
particularly inspiring but the
sound effects are superb.

Hookabllity 53%

Very difficult to get into due to

confusing game aspects which
3 ained sufficiently by

the unhelpful instructions.

Lastability 70%

H you're willing to persevere
then you may glean a great deal
of enjoyment tthe less
patient will probably find the
game too confusing and
subseguently boring.

Value For Money 63%

A decent set of instructions
wouldn't have affected the price
that much and made the game a
lot easier to get into.

Overall 67%

Mot the outstanding release
aexpected, but still a good game
that is unfortunately let down by
its poor documentation.

to end up spinning off into the
distance.

Inside the plant there is an
energy beam which draws you
in and must be destroyed by

shooting the centre of the
pyramid-shaped energy con-

Critical Mass could
have been a good
game, but unfortu-
nately it isn't. In
fact it's quite bor-
mﬁ. Attractive gra-
phics don't com-
pensate for mono-
tonous play ele
ments and if only there was
something more to do then it

ENIGMA FORCE

Beyond Software, £9.95 cass, £12.95 disk, Joystick or keys

kay, so you got General
Zoff last time around and
completed the Shadow
fire Mission, but the General's a
cool sort of cat, and that was
only life number something —
there's still a few left in the old
tiger yet. What's more, he

| managed to declare war on the

Empire before his capture and

| the Ealaw is now in deep deep |

trouble. Em'?ma Force, Denton
Design's follow-up to Shadow-
fire takes up the story as the

After Shadowfire /
expected its follow-
up to contain really
brilliant graphics —
unfortunately it
doesn’t. The spri-
tes are really horri-
ble and blocky and
the backgrounds
pretty poor. The icon system is
still a pmnrnr' idea and works
gurre well, although it might
ave been a little better if
Beyond tried something new. [
suppose Shadowfire fans might
Jjust be pleased with this as it is
essentially more of the same.

centrator in the middle of the
device. Failure leads to vapour-
isation of you and your craft,

The game is played against
the clock, which ticks off thetime
remaining before Critical Mass
is achieved and points are coll-
ected by doing away with alien
defences on the way to saving
the universe.

Presentation 92%
Pleasant attract screens and
comprehensive instructions, but
unecessary irritation caused by
delay before play.

Graphics 87%

Smooth moving (though not
particularly well animated) and
defined characters

Sound 28%
Awful tune and grotty FX.

59%

Hookability
Though easy enough to get into
the game fails to seduce due to
its weak content.

Lastability 58%
The eight zones are tough to
complete, but will you want to?

Enigmateam, Zark, Sevrina,
Maull and Syylk are transportin
General Zoff in the Enigma{:rag
back to face the Emperor. (At
this point the observant will
notice that a team member is
missing — Manto. The instruc-
tions merely, if not enigmati

cally, replace him with
‘yourself’).
As the craft crosses the

Imperial border, Zoff concen-
trates his ‘awesome’ psionic
powers on the Enigmacraft's
guidance system, causing it to
plunge through the atmosphere
of the nearby planet Xylon and
impact. ..

he planet turns out to be a
team-member of Syylk's home-
world, and before completely
failing, the Enigmacraft's battle
computer informs you that the
ship has crashed through the
surface of the planet and ended
up in an underground complex
beneath the capital city, Of Zoff
there is no sign — he has
escaped. Syylk's people, the
insectoids, are locked in battle
with reptiloid storm troopers
loyal to Zoff. This situation is

fraught with several conflicting
roblems. For one, Zoff is
eading for the location of the
only ship capable of getting off
planet, and you need that ship;
you also need to recapture Zoff.
Another little nightmare is the
fact that destructor tugs com-
manded by Zoff's intergalactic
troopers have been spotted
heading in the planet’s direction
— on arrival they will destroy the
world, and you. The object of
Enigma Force is to locate the
ship, apprehend Zoff and es-
cape. To do this, making friends
with the insectoid |eader of
Swlk’s people is likely to be very
important,
nigma Force departs from
the system used in Shadowfire
quite significantly. The use of
icons is still there, but the top
third of the screen actually
depicts the animated actions
performed by the characters
rather than the map that Sha-
dowfire used. Below the playing
area, a narrow strip contains the
icons for the four characters,
Moving the cursor onto a char-
acter icon and pressing fire
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highlights and selects that char-
acter for action. Each character
icon area has a strength bar and
a blank space for ‘stacked’
commands (more in a mo) and
objects carried to appear.

he bottom half of the screen
is taken up with a scrolling area
containing all the command
icons arranged in groups. The
main command icons include
pickup (object), drop, activate
(object), load weapon, hound to
the death and defend and hold.
Other groups show character in
play and characters in a location,
movement and direction icons,
objects in a location and objects
carried by the activated
character,

When Shadowfire
first made an ap-
% pearance in April
fast year it impres-
sed me greatly.
Unfortunately the
same can't be said
of Enigma Force as
Ny it's a wvery disap
pointing sequel indeed. It could,
and in fact should, have been
vastly superior to its predeces-
sor but falfs drastically short of
the mark as it has been pm:rz
executed. The game itself
weak and although there are
some interesting and potentially
exciting conceptions, they have
unfortunately gone to waste.
One such example is the use of
icons with an animated action
screen which would have been
great, except the animated act-
fon is both crude and dull res-
pectively. Still, Enigma Force did
prove to play, but not for
fong.

Anyone who en-
joyed Shadowfire
is almost certain to
enjoy its follow up.
I don't think the
game is actually
much harder fo
complete, how-
ever. The addition
of the animated playing area
makes it instantly more fun to
look at, but | think the icons are
slightly more confusing to use
than in the former game and the
instructions aren't that helpful.
The booklet contains numerous
pictorial examples of the icons,
but the idea of showing their
pixel formation blown up hu
just defeats the purpose of
exercise, making them extreme-
Iy hard to ‘read”. | think the game
elements in Enigma Force are
more varied than in Shadowfire,
so it makes for a more interes-
ting play. On the other hand the
inclusion of ‘live’ action means
that the graphics tend to be a bit
cramped to fit everything in — a
compromise. The music isn't
bad however. But despite all the
& and improvements
over the first game, | still don't
think there is any significant
advance, and while Enigma
Force remains a wvery good
game, it fails to provide any real
extra thrills after the first few
minutes play.

\;I
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To players of Shadowfire, the
'00PS' and ‘Mindprobe’ icons
will be new. in Enigma Forceit's
possible to ‘stack’ up to eight
commands for a character to
carry out — a little bit like "type
ahead’ on modern adventures.
These stacked commands ap-
pear in the blank box by the
character icon. The ‘O0PS’ icon
allows you to delete commands
in the stack should you need to.
Direct joystick control of a
character can be gained by
using the Mindprobe icon.
Under Mindprobe, the other-
wise wilful characters can be
directionally directed from the
joystick in the normal manner,
fire causing them to use what-
ever weapon they are carrying.
The playing area shows the
rooms and corridors of the
Xylon underground complex in
an isometric perspective. Doors
to the right and bottom of the
screen are indicated, while
those in the ‘back’ and at the left
are shown fully, opening and
closing as the characters go
through. Some are locked and
require keycards to be found.
Any characters or objects in a
location are shown (unless
objects are carried) in the play-
ing area, and all the characters
are animated. As in Shadowfire,
the action continues regardless
of the player, the main differ-
ence being that you can see it all
happening in front of you
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Presentation 78%

The instructions are poor,
containing little more than
glorified feature descriptions,
but the game itself is more than
adequately presented on
screen.

Graphlcs 61%

Awful sprite definition and
animation, but the backgrounds
and a majority of the icons are
well drawn

Sound 72%

Very good tune playing
throughout the game but little
else.

Hookabillity 68%

Takes time to get into due to
insufficient instructions but
even so the game is not exactly
awe inspiring.

Lastabllity 60%
Repetitive play elements affect
lasting interest, although
perseverence will prove
rewarding to some

Value For Money 60%
Overpriced for what it offers,
though not vastly so.

Overall 65%

A disappointing sequel but may
still prove popular with fans of
Shadowfire who are looking for
somathing to pass the time
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It was 02:00 am and my hand began to shake as |
mo my brow clean of salty sweat. The kitchen
slowly started to spin and | felt the walls close in. |
craved teapot and kettle. | HAD TO HAVE THEM!

So | made a brew and aftera cup's
worth of supping | decided to
have a jaunt on C%rnpunet. Well
there’s nothing else to do at that
time of the morning. No sooner
had | logged on than came the
digital knock on my VDU screen
from the MAIL sign appearinF. To
tell the truth, due to a large
amount of work to be done
recently there's been very little
chance indeed to log onto the
net, As a result our MBX is a little
bit clogged up. These are the
least of our problems, logging on
is getting increasinﬁiy more diff-
icult. Our modem has a person-
alitr of its own, shame that it's
Hitler's,

After delving through several
screens of mail quite a few
Christmas cards {:mﬁped up.
Thank you everyone who sent us
such an UPLD and we apologise
for not having the chance to
reciprocate your yuletide banter.
Sla wrists all round. Prett-
iest of all the cards we received

to an all time low, with users able
to say something without think-
ing. On chatline, due to the
computer moderated slowness
of the system, every one tended
to think a lot more about what

they uploaded. Partlyline tends
to e net equivalent of CB,
with everyone asking ‘How old

are you!" and ‘Where do you
come from?’, It all Fms a bit silly,
Admittedly the ability to take an
alias is great fun, though at the
moment it's a bit of a novelty and
users tend to change IDs with
their every breath! The trouble is
that with the advent of Partyline,
Chatline has died a death.
Though the diehard late nighters
still use the system, during the
day there's no one on. It's not
that everyone's bogged off to
Partyline either, since more often
than not it's just as empty. 5till, as
time goes on, no doubt the sys-
tem will be used to its full extent
and an improvement might well
be seen.

was from Wulf Grimbly (honest,
that's his real name), a jolly gic-
ture of a snarling wolf with a
Santa hat on.

Recently we saw the proper
installation of the near mythical
Partyline. It costs ten pence to
buy the software to link, though
if the program is detected as
present you aren't charged, and a
pound for every hour you spend
chatting. The first couple of
minutes on line aren’t charged
for, just in case you happen to be
the only person present. Though
much fun was had with this new
media, | didn’t really feel that it
was as much fun as a good night
on the old chatline. The response
and conversation seemed to slip

Once again we have asked art
critique Brigitte Van Reuben
back to pass her most qualified
(?) eye over the best (1?) offerings
from the World's Worst Art sec-
tion. Run I:-ia Alex Winton
(AWB9), the gallery has attracted
much attention in the past. Our
own Mr Penn even uploaded one
of his efforts once, but the less
said about that the better! So,
here's Brigitte . . . !

Oh, by the way — apologies to
CAS who drew the Judge Dredd
picture printed last month, We
neglected to mention his real
name, which is in fact David
Edwardson. Over to Brigitte . . .

£ZEN AND THE ART OF PAINT
BRUSH MAINTENANCE

A learned (and mercifully short) discourse by Brigitte Van
Reuben Dip.AD on minimalist art.

It has been a long held and
cherished belief that painters are
clever, and that the art of paint-
ing is to fill blank spaces with
coloured clevernesses. But have
g:iniers and sculptors always
en so blessed? Van Gogh cut
off an ear while peeling Dutch
potatoes — an event much dres-
sed up SuhSqu.IEﬂﬂEb? romantic
art commentators; Gauguin cau-
ﬁht an anti-social disease and
ed in disgrace to the idyllic
South Sea Isles to spread it fur-
ther there; David Hockney pain-
ted plastic palm trees in Cali-
fornia, an act equivalent to taking
coals to Newcastle — | ask you,
does this suggest l:levemessg’

MNow, thanks to the the bene-
ficial effects of Television on

TOE NAILS

It is often the commonplace that shocks
the most. An important function of art is
to startle, and the everyday event thar we
unconsciously hide away, when presen-

DAY AT THE RACES

Reducing complex elements of life to the
barest bones is often a vital method of
understanding how life works. Doctors
do it with x-rays, young farmers do it with

impressionable young people,
we have been taught that we are
all artists, that we all have some-
thing worthwhile to say; and
thanks to Compunet’s Art Gall-
ery, lots of us are able to show off
our cleverness and say it.

The first collection this month
owes a lot to minimalist painters
of the nihilistically swingin
sixties. Painters of this schoo
tended to love their paint bru-
shes so much that to dip them in
pigment and turpentine was con-
sidered a sacrilege. As a result
they put very little on the canvass
in an attempt to preserve the
little sable hairs so painstakingly
inserted into the ferule by those
clever little women at Windsor &
Newton in Harrow Wealdstone,

These pictures are sharply divi-

ted so starkly as in this work by D Allen,
can awake us to the beauty of the
ordinary. After all, toe nails also have
their place in life, here pared away o
their essentialness

wiellies, and who is to say thar Stubb’s
racing horse pictures are any less accu-
rate a wvision of the event than this
powerful image by A Uiser?
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ded from the rest of the collec-
tion, since the latter are more
concerned with recreating the
powerful images we all associate
with the media, asking us to
more deeply examine our per-
sonal relationiship with the eI’a-: t-

ronic screen and the printed
page. We owe it to ourselves to
undertake this bondage with the

THE THGER AT MIGHT and THE POLAR
BEAR IN HIS SNOWY DOMMAIN

Here are two pictures with a commaon
theme; the artist, TAS, s concerned o
demonstrate the thin crust of ice that
e

in fear. Beneath the obvious lies the terror
of the unknown or the partly hidden

vers the abvss over which we all tread

artist, for he has struggled with
his own conscience to awaken
our eyes to his own peculiar
vision, and it an artist is to run so
terrible a risk as a severed ear or
an anti-social disease, then this
sacrifice must be reciprocated
with an equal intensity of appre-
ciation on the part of the
onlooker.

Camoullage 15 the means by which we
present ourselves o the outer waorld
depths from view
the dangerous o our fel
lows, These powerfully minimal images
are as horrific as thing Gova pro

duced in his war pictures

hiding away our inj

offering only

FIZZ!

long ago Warhol elevaited the humble
detritus of modern life to the status o
objects worthy of attention, The sheer
realism of his Campbell’s Soup and Coca
Caola cans horrified, then delighted the art
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world, Fizz! has opted sensibly to heigh-
ten the pop image seen here by aggres-
sivie use of blocky graphics, distancing us
from Warhol's DFEOCCUDILIon w ith showk
value, so that, once again, we can see the
image for what it is — a Coke can

BOXLIE

As the advent of the camera altered
people’s preceptions of the real world
thev had taken for granted, so film and
television has had its effect, Once, the
sight of a lealy green tree excited emo
tions, fow we have new heroes, B WAt

JULTAN RICGNALL

Sin Collier sars ot with this work, o
elevate the ordinary into the  super-
human, but emplovs a camic Strip over
lay of humour to defuse a potentially
explosive image, Picasso-esgue forms of

CARY & ROCKFORD
Another magazine-inspired image is this
one of from A N Cther Liser ZZAP!

assistant editor, Cary Penn. The char-
acter of Rockford s a deliberate distanc-
ing technigue — note how he is drawn in

heing a seminal influence, Sty lacksan’s
portrait accurately captures the self-
effacing cynicism of this attractive char-
acter, the japped cigarette held casuall
hetween his lips symbolising the actor’s
fractured personnae,

cuhism sirip away |'||'||:' covmydexities  of
real perspective o allow us to concen-
trate on the essential, letting us see Julian
Rignall for what he really is some
cubes, cylinders and triangles

simple outline compared to the sweeping
brushweork wsed for Gary, heghtening
the impression that fantasy and reality are
inextricably mixed up in this bulldog
jawed figure




JOIN THE
COMMUNICATIONS
REVOLUTION

A Mega-special ZZAP! Offer —
Exclusive to Our Readers!!

® A COMMODORE
MODEM ® THREE MONTHS’

- . ' i SUBSCRIPTIONTO
e THREBigllgNTHS ZZAP! 64 — POSTED

SUBSCRIPTION TO

TO YOU MONTHLY

COMPUNET

® THREE MONTHS'
MEMBERSHIP OF
COMPUNET'S ZAP
CLUB

FOR ONL
£49.99

(Plus £2.50 p&p)

WHAT THE COMMODORE MODEM OFFERS

The Commodore Modem is a gateway to the exciting world of 1200/75 Baud Communications. Explore

famous databases like Prestel and Micronet, using software available free on Compunet. Communicate

with others nationwide at local call rates using user-to-user software — free on Compunet. Log on to
scores of private Bulletin Boards.

WHAT YOU'LL GET OUT OF COMPUNET

Your very own private electronic mail facility — FREE!!! Scores of free programs — Hi Res graphics,
music, games demos, utilities. All available for you down your telephone line.
Tips and hints, chat and gossip, scores of mini bulletin boards. Over 50 free educational programs to
; help with exams.
Ali this and much more for you to browse through as you choose for up to six hours in each three month

period.

GET ZAPPED IN THE ZAP CLUB!

Your own special Compunet area: News, Views and Reviews, cheats and pokes, adventure help,
clubhouse, special offers . . . everything you want to keep up to date with the games scene.
Plus — your very own copy of ZZAP! 64 delivered to your home each month!

Only £49.99 for all this - - and only £9.99 every three months to keep your ZAP Club membership

wnn R I O R ——

Make all cheques/POs payable to the ZAP | Yeah, great, this offer sounds too good to miss. | want a |
CLUB and send them to: : Commodoie modem, a three months basic subscription to .
ZAP CLUB MODEM OFFER i COMPUNET & three months membership to the ZAP CLUB, I
7-11 Mi Road. j 50 here’s a cheque/PO for £52.49 (inc VAT and p&p) made |
r inerva noad, . payable to the "ZAP CLUB'.
LONDON NW10 6H.J i |

Oh,bytheway, My nameis: ...........ccccceeeineearvnnnns .

| |
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WUTER REFAIRS

VAULT INTERNATIONAL =
REPAIR SERVICE FNCAERDS m

COMMODORE 64 REPAIRED FOR ONLY £35.00including POST 2 Il

PACKING - PARTS - INSURANCE — NO HIDDEN EXTRAS!

walting weeks + While you walt repair service # Most Commodores repalred
ﬁ?ﬁ”ﬁ"&m pe repalmﬂm + Imonth mnﬁanmee o all within 1 hr.
wellwait nolonger. We repair all repalrs. # Al Micros insured for returm ourmey.
Commodores sameday. Wealso + International Repair Company. We - Over B years experience working with
do Com 16, Vie 20, 1501 Disk repair computers from all over the COMPUDErs,
Drives, r:s 4, OF yOu camn onrder worid. + All compurters fully tested.
the Chipsfromour 4 Al Computers sent Mall Order turned + Power supplies fulty tested.
D.LY. section around in 24 s, % RGAoutput fully tested

T (2l BEST PRICES !

"ORDE
720 Vidao¥ault o..v. secTion-

RADE SUPPLIED
FROM STOCK!
!

If you know what chip has gone In your computer you
can order the replacement |.C. from our range.
6526 23.00| 901225-1 23.00
J] & 6510 23.00| 6569 23.00
, 6581 23.00| 4164 RAMS 3.00
801227-03 23.00| Power Supply
901226-01 23.001 Units f
Telephﬂne G].'DSSCIP {STD G45?4} %555!'15‘? ?61 All pﬂm include V.A.T., please ADD £1.50 to cover
140 High St. West, Glossop, Derbyshire, England e e SR .

c Copyright Videovault Ltd. No. 151085

BACK NUMBERS

Don’t miss out on earlier issues!

ZZAP! 64 has taken off like a blast of lightning! if you sure your collection is complete, after all, we
have been unable to obtain copies of issue 1or 3, wouldn’t want any gaps in those ZZAP! binders,
NOW'S YOUR CHANCE! which will be available shortly.
We keep a limited stock of back numbers to en-
Mo 1 May 1985 @ Towny Crowther 8 Staff of Karnath map/solution # Music Mo 7 Novamber 1985 ® Paradroid Gold Medal @ Little Computer People
Programs ® Lords of Midnight map @ Elite ® Shadowdfire & Zzapstick| ® Pull out poster ® Masterblaster I
Mo 2 June 1385 & OUT OF STOCK Mo 8 Decembar 1985 @ Zoids/Elektraglide previews @ Kiddie games
@ Electrosound Gold Medal @ David Crane Interview
No 3 July 1985 :DFMB.ETTUI“M mg: Alrwoll map ® Arcade bonanza @ ® Batalyx/Scarbaeus/ACE
aradroid di ® Chess %3 ] !
NO4 August 1985 @ Fourth Protocol/Exploding Fist/Besch Haad Il/ @ Shadowfire B el | et T s 1 Rl
map @ Denton Designs @ Paradroid diary Il FIAPT T'-"“" . Amm.sznml
No 5 September 1585 @ Summer Games II/Frankie/Skyfox @ 64 Surgeries @ Paradroid 7 A s g o i B oo
ﬂmﬁ!m':-m’::::r l“.:ﬁ ® Spy v Spy WMercenary previews Mo 10 February 1986 @ Tony Crowther 8 Martin Gakwey's music
, Mo 6 Ociober 1985 @ Pet Person @ Wizardry/Nexus previews @ Electronic Pencll Co @ :Efmm M&;‘T’" ® Lucasfilm Interview |
| Zzapstick! @ Paradroid diary IV @ Flying High Il nderwuride
| would like to order ZZAP! 64 Back Number(s) BACK NUMBERS SPECIAL OFFER Undt Price
i Each back number is available at 95p each 98p
Plaase tick the correct box 1J30J401s00eC]70alleCd100] (plus 20p for post and packing per item

ordered). But why not take advantage of
our special offer:
T O L S e e e B A T e @ All three issues ordered at the

BRI i e e e R R e A e | same time — m O-'H totalll Total £

Less Special Offer discount where applicable: £

Sub Total £

Please make cheques/postal orders payable to ZZAP. it is best to avokd
sending cash pa nts. Please do not enclose any order with mail to the
editorial side of the magazine a3 this may reault in delays. Sand your orders to
the address below:

PE&P total (20p per em) £

*Total enclosed: £

BACK NUMBERS, ZZAP! 64 MAGAZINE,
PO BOX 10, LUDLOW, SHROPSHIRE SY8 1DB
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LUCASFILM

This is the second and concluding part of GARY PENN's gruelling long distance phone marathon w ith the

u'lflrr'r.ln.’."b-a-Ir'.*r-'a_:,'r.i.fl?.*T.'r."-‘_e.! team at Lucasfilm. If vou missed last month's part, sorry, | wise it stopped as abrupth
as this one starts (space problems as usual). Gary had spoke
RESCUE ON FRACTALUS before being handed over _ r for
EIDOLON . Finally hetalked to NOAH FALSTEIN Pro ject Leader for KORONIS RIFT . in the middle of which
the editor’s heavy hand came down. So now we pick up again, discuss INg conversions from A

64 machines. For the home team It's Garv Penn. and on the ither side of the Atlant e

It’s

THE LUCASFILM INTERVIEWS: PART THREE
CONTINUED — NOAH FALSTEIN (PROJECT
LEADER FOR KORONIS RIFT)

‘Ron Gilbert, whao is our
Commodore programmer,
we hired expecting him to do
a fairly straight conversion,
but early on he became
involved in the design
process and one thing that
we're very proud of is that the
actual program was identical
for very large parts of
Koronis. Since we use all the
same development system
here, we actually used the
same files and identical
programs for most of the
internal parts of the game and
even a fair amount of the
graphics.

‘Really, all thatwe had to do
that was specifically different
was when you get down to
the very lowest level of
drawing the pixels on the
screen. That helped us a great
deal, particularly later on,
because it became very easy
to add some new software
and new changes, that it was
just a matter of a few minutes
work usually to adapt them
over to the other machines
once they had been written
for one machine. By the end,
chunks were being written
first on the Commodore and
firston the Atari and swapped
back and forth
interchangeably.’

Noah worked only worked
on Koronis Rift as Gary
discovered when asking him
about his overall involvement
with the company. ‘No, |
came in just at the end of the
development cycle for
Rescue and Ballblazer, and
I helped a very minor amount
with some of the testing and
the polishing. But really
about the only credit | can
take for it is that | get to have
my picture in the back of the

manual, and that's
about it.’

Of course no game's
development is complete
without a game testing
session. Noah explained the
procedure to our man with
the mouthpiece. ‘Well, we
test them first internally in
that we have available people

ngth to DAVID. an Proiect Leader for
to CHARLIE KELLNER, Proje ler |

| r T e T
e FVENC T FTHE 1iry Continenri

“By the end, chunks were

being written first on the

. Commodore and first on
the Atari and swapped back

and forth interchangably.”

who will come in and our co-
workers will pilot them and
take a look at them. And also
Epyx, who did our domestic
marketing and production,

rovided some playtesters
For us. Some kids who'd
played their games and had
sent in the cards expressing
an interest to help, and they
brought them in for— | guess
for Koronis we had two
sessions.’

FROM MACHINE TO
MACHINE

S0 considering that the
Lucasfilm projects were
originally envisioned as an
Atari experiment, what
brought about the decision to
market versions for other
machines? ‘That was because
the original games group was
Htartecﬁhrnugh Atari. There
were some very close ties to
Atari and it wasn't until Atari
folded and changed hands
really, that we ended up
making them for other
computers — although there
were some plans earhf on to
make the conversions
anyway. The reason that we
ended up primarily with Atari
Earnes at the beginning was
ecause we were dealing so
closely with Atari. We're
E-I:_-nerally of the opinion that
the Atari is a better computer
tor graphics at least, and it's
easter to do fairly spectacular
things on it. But of course our
Commodore programmers
are just as excited about the
Commodore 64. It's really a
matter of viewpoint. There
are things that you can do on
each computer that will show

“There are things that you
can do on each computer
that will show it off best,
and that’s what we’ve been
trying to do.””

it off best, and that's what
we've been trying to do —
we're trying to emphasise on
each one.’

! 986 4
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THE LUCASFILM INTERVIEWS: PART FOUR —
DAVE LEVINE (PROJECT LEADER FOR BALLBLAZER)

Itwas easy enough for Gary to
begin asking Dave questions
about this game as it is almost
worlds apart from the other
Lucasfilm games in terms of
style. Where and how was the
concept for Ballblazer
ﬂri%nated?

‘Okay, well, you have to
keep in mind it preceded all
of the other Lucasfilm titles,
except Rescue, which was
developed at the same time,’
began Dave. ‘I've always
wanted to build a device
which allowed people to play
with invisible forces, such as
magnetic fields, and to have
these things manifest in such
a way that you can actually
manipulate forms from action
into distance, like you have
some kind of mechanism to
play with. The original
conception of the game was
to provide as realistic an
environment as possible and
to keep people as an
important part, it is necessary
to involve more than one
person in it.

‘Then it becomes a social
interaction — the computer
becomes a, oris in the case of
Ballblazer, a neutral
concurrent medium of
interaction between two
people. You do not play
against the computer or
you're not testing your skills
or abilities against someone’s
program, but instead you're
given an equal opportunity to
play against another person.’

THE INHUMAN
PLAYER

When asked about problems
with the artificial intelligence
required, Dave replied. ‘'The
only problem with the
artificial intelligence was that
we had to put itin. The game
s a two player game and it
was designed to be as such.
Atari, at the time of
development, insisted on
having a one player version
because that was their
company policy, and so we
hmfed up the computer,
actually worked a little bit of
artificial intelligence for the
droid partner idea — the
practice partner. But they
don't play like humans.
Thexi:re not intended to play
like humans. They're also not
intended to be entertaining
— the game is strictly a two
player game. A lot o
attention was paid to
constructing the game in
such a manner it was
something like table tennis,
where you have an inert
physical system that moves
about with computed high
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“The computer becomes a
neutral concurrentmedium

“I've always wanted to

build a device which

allowed people to play

with invisible forces.””

of interaction between two

,

people . ..’

enough precision to actually
become a sport, as opposed
toa game.’

However, when Dave was
asked whether he was
satisfied with the
Commeodore version his
reply was, ‘Truthfully, no!’

Gary mentioned the lack of
sound effects but was
otherwise surprised by
Dave’s reply. Mr Levine
elaborated, ‘Well, | just don't
think enough attention was
paid to them (the sound
effects). The person who
originally did the sound
effects for the game is no
longer with us, and that was
one of the problems. But, the
major problem | think with
the Commodore version is its

lack of high resolution and
the graphic presentation. The
game dynamics themselves
are f::-:;hctl},r the same as the
Atari version and the two run
at exactly the same speed. So,
that was of primary
importance — in order to
make the game play the same
as the Atari version, The game
originally was not designed
with conversion in mind, and
s0 it made extensive use of
the advanced hardware in the
Atari, so as to perform the
animation of the grid and so
on.'

MORE FUTURE
SPORTS

Bearing in mind some of

Dave's reservations about the
Cbt4 version, did he have any
other plans for ‘future sports’
in mind? “With Ballblazer
we tried to introduce a genre
of first person video sport,
and my hope is that it will be
maintained and advanced by
our group and that the genre
will Ee developed. |
personally don’t have an
interest in further developing
the genre — my interest was
in creating it. At this point I'll
be moving on to creating a
new genre of a different

e

But perhaps most
astonishing of all was Dave's
inexperience in the computer
games field. ‘It's the only
video game |'ve ever written,

"NOT MORL STRENWGAS ERmeS..!"
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“The first two products hit
the public long before they
were intended to, through

piracy . . .so, what used to
be, to me, a sparkling, pure
and clean concept in
games has gotten
wddied.”

| was a computer scienn[;l \
profession, and hired by the
company into the games
division. I've always liked
computer games and decided
that well, if I'm going to do
this, then | should write one
that | will enjoy playing — that
is done right. | approached
the problem from a computer
science point of view, and
what was relatively rare, or
unusual, in computer games
was to provide a
mathematical model of an
environment that's bein
simulated, and to pmvicﬁe a
program which renders the
mathematical model in some
form of first person
perspective. It was myself
and Peter Langston who
worked on the game. Peter
did the music and the artificial
intelligence for the droids. It
took roughly a year of
development.

‘It's unfortunate that it (the
Atari version) hadn’t gotten
marketed sooner— | 'don’t
know if you're familiar with
the history of the first two
products, but they hit the
public long before they were
intended to, through piracy.
There was a version mp
Commodore Baliblazer that
was deemed unacceptable
for market by us, and it was
rewritten. And that one got
out as well. So, what used to
be, to me, a sparkling, pure
and clean concept in games
has gotten muddied. It's an
unfortunate thing —
hopefully the game itself will
have enough integrity to stay
it out. The intention of the
pl:lime is to provide something
that can be moved to all
future machines — the basic
games concept itself is valid
regardless of the hardware,
and then newer machines will
just have fancier graphics,
faster frame rates and higher
precision.

‘It’s an extremely complex
program, but the complexity
is internal. And the
complexity is not an arbitrary
kind of complexity as most
gamesthat | see, are. This has
a coherent kind of
complexity, in that we're

modelling some pretty subtle
aspects of high precision of a
physical system — it's really a
physical simulation, and the
reason that it's complex to
the player is because natural
physical situations — are
complex. The complexity
comes from the precision and
the resolution of its
computation, and what it
does is allow the pl;ﬁ(ur to
react at very fine and subtle
levels of skill, with a high
degree of timing, precision
and accuracy. And this is
something that just has
never, never appeared in any
other computer game.

‘The only things that have
ever come close are say, the
old Lunar Lander games

those are also high precision
ﬁhyﬁic'al simulations and you
ad to be really good — but
they were flat. The whole idea
behind this was to provide an
alternate physical reality.
There's no — there's very
little attention paid to
contriving the situation, and
contriving roles and that for
the player. Instead, what we
tried to do with it is put the
player into an artificially
created, natural situation and
it actually comes through in
the richness, the energetic
effect so that it's not a
contrivance — it's a natural
outgrowth. It's a reflection of
my design philosophy. You
can be assured that the next
thing you'll see from me will

DAVID FOX — pr,
: mh.ﬂ.’fm
H'SCI.III on Fr

actalus’, the g
that took jes -

be based on the very same
principles.’

After a couple of hours spent
running up Lucasfilm’s phone
bill, the interview was brought
to a conclusion. On the other
side of the world, some of the
most gifted and experimental

es programmers around,
E‘:‘glnn their day no doubt
planning their next
masterpiece. Meanwhile, in
that tiny haven of West
Midlands civilisation called
Ludlow, some tired journalists
were packing up and heading
for the Bull Inn, now eagerly
anticipating Lucasfilm’s next
title but more importantly to
get some cool beer to refresh
poor Gary Penn’s throat.
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Retailers don’t always have everythingin stock you
might want, but if it is within our power to get it for
you, then we will. Any of the software reviewed in this
or any issue of ZZAP! 64 can be ordered using the form
below — in fact any available CBM 64 software that

4 exists we will get for you.

ZZAP! 64 Mail Order is backed by the resources of
Crash Mail Order (in association with the Spectrum
magazine CRASH) which has been supplying more

than 100,000 Spectrum users with mail order items for
over 20 months, so you can be sure of the very best in
service. y

There's no mail order catalogue involved — just use
the prices quoted in the pages of ZZAP! 64 or the
known retail price. If you have any queries just ring the
oumber shown on the form and our staff will advise
you. Anyone may take advantage of the discount
coupons on the form which allow £1 off orders worth
more than £20 and 50p off orders worth more than
£10. 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!




ZZAP! 64 MAIL ORDER FORM

Telephone Ludlow (0584) 5620,
Please send me the following titles: Block capitals please!

SPECIAL DISCOUNTS

£1 OFF ANY ORDER WORTH
All prices are &8 quated undar review Please make cheques MORE THAN €20
headings or known ratail prices and Includa

¢r postal orders

VAT. ZEAF“ 64 makes no charge for postor packing  payable o ZZAP! 64 5 p OFF ANY ORDER WORTH
ingide the UK. Customers in Eurcpe should add LI MORE THAN £10
the equivalent of 70p per item. Outside Europe:
wrile first 8o that we may advise on postage rates
Sorry-only ONE voucher perorder!

ZZAP! 64 MAIL ORDER, PO BOX 10, LUDLOW, SHROPSHIRE SY8 1DB

Please do not send any mail order correspondence to the Zzap! 64 editorial address as this will only resutt in delays.




Living on the edge of an
eternal galaxy, battling with
opponentswhoseemtobe
reading your mind, you are
about to captain your ship
through one of the great
edge-of-your seat adven-
tures of the 35th Century.

"'1ithﬁ$1\11ﬁ~#\+wtq--

Sitting on a mother lode of
richminingdeposits,anew
quadrant called the Parvin
Frontier.isameccaforseft-
lers; entrepreneurs on both

sides of the law; and some-

of the worst scum in the
universe.
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These space carrions have
been the scourge of the
shipping lanes; and as
things stand now they are
on the brink of starving out
the entire quadrant and
holding it hostage.

No wonder the inhabitants

of the Parvin Frontier will
payalmostanythingtoany-
onewho cangetthroughto
them with a freight ship full
of supplies from the outside
world.

But it's a tall order to fill,
even for the experienced
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MEAPOMS - FIRING ORDERS LIST

1D Shots
3

captain of the Psi-5 Trading
Company; because, need-
less to say, these maraud-
ers are not going fo fake
too kindly to any last ditch
efforts to spoil their little
intergallactic carnage.

So, if you're ripe for a shiff
challenge and feel comfort-
able in the role of Space

| Freighter Captain,your ship

just came in.
Choose your crew care-

Meapon
Missiles
Blasters
Cannons
Thermos
Biasters
Cannons

Target
B

Pri:
at 3
at
31
at
at
at

PS5 &Smpany

fully. For 10 years Al Zott
has been shooting enemy
attack cruisers to smither-
eens, but will his hot temper
be your final undoing? Your
choice for weapons expert
is critical. You have awealth
of talent to choose from;
but will your pick hold up in

the heat of the battle?

As captain of the Space
Freighter, you must cons-
tantly delegate authority
throughout the mission.
With space outlaws on the
horizon, what do you repair
first —the defence shields
Or your weapons?

Status
aat—r

broken
no power
i A-Fange
broken

e Keyboard or
Joystick Controlled

e Choice of
Specialist Crew

o Inter-ship video link

e External view port

e On board Computer

e Navigational
Cockpit

e Superb weaponry

Monuiociured wnder licence by LS. Gald L,
Unit 10, The Parkway indestriol Centre
Heneage Street, Birmingham B7 4L%

 Screen 05 seen on Commodore 64
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THERE

| WAS,
WALKING
DOWN
THE

HIGH STREET,
WHEN WHO
SHOULD |
BUMP INTO
BUT...

........
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GARY LIDDON's a right gossip when he’'s out
7 shopping in Ludlow’s main thoroughfare, the
High Street. He can't resist stopping for a
chat when he just happens to bump into

someone. Last month it was Tony Crowther,
and now, coming out of the supermarket
loaded down by a shopping bag full of PG
Tips tea bags, who should he spot but

Gosh, if it isn't young Andy
Braybrook. Haven't seen you
since Wednesday. What have
you been doing with yourself
recently then?

I've been working on Uridium
and when [ last saw you I'd just
finished working on the
character set. Since then 've
been working flat out to get the
coding in and putting in all the
good ideas that Steve Turner
ets every now and again like
ouldn’t it be good if . ..
demanding the impossible.

| know the feeling . . .

1T WRLE Pown THE STREET IND WO PO | RUNP INTD...7"

Andrew Braybrook popping in for some
groceries and a chance to redeem some 5p
off coupons on Tesco disks.

We've been developing a game
idea. We had to go up to
Norwich to study the enemy, see
what there was in the arcades
and to see if we could get any
more ideas for the graphics, and
then generally we've been
slaving away until all hours

of the evening. It's all been
coming together very much
quicker this time than it did with
Paradroid where we used to
have problems at various -
different stages that we would
be battling with for weeks on
end, but with this one | seem to
have discovered how to
program at last.
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Actually | can write a routine
now and it doesn’t matter how
difficult it is as usually after
about two tests it's working.
Which is great— every now and
then something totally illogical
happens that | can’t explain, butl
think I'm getting quite good at
this programming lark, | could
probably make a living out of it!

Uridium is all finished now
though, it just needs tuning up
and letting the test pilots play it
and getting their opinions on it.
I've had some of the test pilots
look at the game and they seem
to be very happy with it. I'm used
to getting 26 point critcisms in
from some people but they
seem to like this one. SoI'm
?ﬂinﬂ all out forthe arcade look;

don't want it to look like a cut-

down arcade machine, I'm

trying to write a game that looks

like it should BE in an arcade,
and it's working so far,

I was readi
didonyoua
know how you started in
ramming, but how did it
wm you swapped from
the Dragon to the modore?

It's a bit different workin
Commodore — the first thing |
did was to convert a Spectrum

ame. The Commeodore, |
garned, has not as powerful a
CPU as the Spectrum. It doesn't
have the power to be able to get
on and do a job. The version that
| finished with was not as fastas
when run on the Spectrum. |
tried therefore to enhance it to
use the colours that were
available and | used the sprites
as best as | could but it never
took off as a conversion. No
conversion can work off a
program that is so orientated
towards what the Spectrum can
do — the Commodore isn't

oing to do it as well. So from

that | learnt that a different
system of working would be
required to give a game that
Commodore look, Commodore

through the bit we

games do have a distinct look, as

each computer has its own look.

| would think that converting
ames is dangerous, Either
g@sign a game so that it will

work on lots of machines, which

will limit the design so that itwill
not nacessarilr use any of the
machines well. Or you've just
not got to want to convert.

| thought the Ultimate
conversions were quite good
and didn't work that , also
Sweevo’s World is now on the
Amstrad and it seems almost
identical.

Well, something like Sabre Wulf
I mean, that would go anywhere.

| didn't think they did that 'ﬂ

:Ilh"lllll':rIr aged L th els
man to get the pix

flickering on the corridor.

The meanies just appear, and
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issues back,sol

on the

that is a cop-out as farasI'm
concerned. There's no point in
bumping them into another one
— you've just got to zap em. |
was impressed with the look of
Knight Lore onthe Amstrad they
actually used colour — you can
actually tell that they've gota
couple of artists working for
them, Their programmers seem
to be bottom down
programming. They've gone for
colours again, and they've got
attribute problems. They seem
to want colour and they're just
overlapping them all over the
place willy nilly. | think that
there'll always be a colour
problem on the Spectrum and
they should just accept this and
not bother too much with
colour. They'll get a more
professional look without
mucking the colours up. Steve
Turner spent most of his time
trying to program sprites into
his game, a task that is taken for
granted on the Commodore and
yvet he spent most of his time
programming in order to try to
simulate sprites, to get them to
move in front of each other —
which he did do in the end. It's
good but if you spend so much

up and | was flicking the modes
at the wrong point and | was
Fetting flashes of colour before

d set the next screen up. It was
very messy and I'm sure I'd get
marked down for that. But |
won’t get marked up for fact that
it's doing itand you can't see the
screens. If you do something
really well people don't notice it
— like the smooth scroll. | spent
a lot of time getting that really
smooth, but so what? Nobody's
guingltn notice that, but if I'd

one it badly they'd say ‘Right,
that's not so good,’ but if you do
it averagely nobody minds.

I still think that people do notice
it, but it only has an effect at a
subconscious level.

Yes, if the person wha's playing
the game is satisfied enough to
want to load it the next day then
it's worked, which is all | can
really ask for. Though it is nice to
be appreciated. But there are a
lot of people (reviewers) who
don'tdo their job very well. Dare
| sayit, in rea ing some reviews
of Paradroid it's blatantly

obvious that a lot of people have
not played that game for longer

Taken at a recent visht to the Bull Inn, Ludiow, Andrew
Braybrook [ left] and his boss’ Steve Turner [right ] Nank Jullan

time on that you don't have the
time to get on with the game.
Which in his case slowed the
game down. It was running at
about six cycles a second,
whereas the Commodore would
have been running at about
twenty five — seventeen is the
slowest on Paradroid and fifty
on Uridium. Obviously when it's
running faster you can get a
much smoother, more positive
game | think. It reacts more to
what you're doing much more
smoothly when you're
accelerating for example.

People do notice too.
Subconsciously more.

Yes, that's another thing if you
do something really well, people
DON'T notice it. For example in
Uridium where I'm flicking the
screens doing the titles, the
flicking is between two totally
different modes and | had it set

than ten minutes. They can't
even get their blurb right about
what they do say about the

ame, and you know damn well
that they haven't played the
game for more than ten minutes
and haven't had a chance to see
what'’s in there and just slap
down the review and say that it's

uite pretty but no more than
slightly above average — which
is very disappointing.

And it's partly our fault
because we bow to the
magazines’ printing schedules,
s0 we feed them the game earl
and they have two days in whic
to rush a review of it. Whereas if
we were to say 'Oh stuff it, we'll

o over to the next magazine,’
then they would have three
weeks to pl&\f the game and suss
it out properly. I'd much rather
people did that. If I've spent five
months writincﬁ:his ameldon't
see why they should spend just
ten minutes playing it. It can be

" POESN'T A2 LOoK, GLAM /

quite disheartening.
| can imagine.

Well | do try to put a lot of things
in there and work hard on the
presentation.

You did get rewarded for
presentation in ZZAP!

Well yes, but you lot did actually
play the game. Which is how it
should be. | wouldn't want you
to hEIan,f it to death, to start to "turn
off’ as you see new things
coming out, but it’s nice to be
appreciated, thank you very
much. There have been some
good reviews as well, you can
tell that they've played the game
but | don't know why some
people bother. They're just
journalists doing a job, they're
not into computers in any way.
I'd rather see the game go to
someone who knows what the
machines can do and therefore
know what to expect. That's part
of the problem. Elaving worked
on utilities on mainframes |
know what sort of things people
expect from software — they
don't expect it to crash out just
because they typed in
something wrong. They don't
axpect to have to fill the whole in
again because they keyed
something inwrong. It'salltodo
with standards and presentation
otherwise the software’s naff.
It's got to be user-friendly. A lot
of software isn't and it's
something that | like to work on
hard. | want my software not to
frustrate anyone outside of the
ame. It's this sort of difference
etween the game that's in
there, and the program where
the program is the interface
between you, the player and the
ame, and that interface should
e tntall}' transparent. You
shouldn't feel that the program
is holding you up from playing
the game by only pulling the
joystick once every three
seconds, or something, and a lot
of games are frustrating
because they hold you up from
Fraving the game by pausing for
ifteen seconds while they blow
you up.

That's why I've got my test
pilots. It's annoying sometimes
seeing what people get away
with. That's where presentation
comes in. It all depends on how
much time you wantto spend on
it. | do like to work on the game
design to make sure that the
game works. After all that is the
most important part. We are
writing a game, not just pretty
sprites that move around the
screen to great music and
backdrops. Once again though, |
do think that some people do get
away with murder.

| must admit that I'm not that
impressed by your Winter
Games review. | don't see why

ou should have to spend that
ong loading stuff in. You've
been reviewing the disk version.
| think that you should watch out

DU UI——— S .
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for a tape version and try that.

Having played Winter Games on
tape myself, you spend more
time loading than you spend
playing the game. After every
ame it loads in the National
nthem, which could surely be
hidden awa::gn some cubby
hole in the Commaodaore. Then it
loads in the next eventwhichis a
10K pretty backdrop, which they
can do, having decided to load in
each game. But at the end of the
day, that's all it is. There's some
nice control work that they've
gut in. They do think about that,
ut it's still a bit naughty. | don't
really think that any of those
ﬂfm“ singly could siton a
astertronics shelf because
they're not going to hold your
interest for more than 15
minutes. It's only the fact that
each game is part of an overall
structure of the eight that holds
it all together. It’ a bit naughty
that. They should try to hold
them all in memory and
compromise on the backdrop. A
lot ofthe games are quite similar
and could have used the same
backdrop. It would be nice if
everyone had a disk drive but
tape loading is still the greatest
portion of the market.

How big do you think the
market really is?

There are over half a million
Commodore owners out there
but not many of them buy a
specific game. | don't think any
Commodore game has sold
more than 50,000 yet, allowin
for the fact that you have to ta
the number quoted by the
manufacturers and divide by
something ar other. | mean,
they're not on sale or return and
distributors are not going to sit
around with thousands on stock,
so most of them are in
supermarkets and so on. A lot of
them are dead stock.

Moving on from the dead to the
living, where does most of the
inspiration for your games
come from?

| do like to keep my eyes open on
the arcades, | must admit, to see
what sort of games are in and
talking to my test pilots is always
a good way, seeing what they
enjoy playing. Areas of
inspiration sort of build up as the
game]gnas along. | seem to start
more from a technical angle. |
ask myself, What did | do last
time?’ and try to improve on that
and, "What would | like to see on
the screen?’ and develop it
slowly. | certainly dont start out
at the beginning of a game and
know what it's going to end up
like. Uridium has come along a
lot quicker because | knew
roughly what | wanted it to look
like after looking at the arcades
this year, but in the past it's been
a slow process. Talking to
friends and so on, Watching
science fiction on the television
— things like that. Seeing other

people’s games too and
thinking, "well | can do that and
make it better.’ | can see what
they're getting at but they didn't
take it far enough.

There are lots of different
combinations; control modes
and so on that I'd like to put in
and so on. At the end of the day
though, | want to be able to

enjoy playing the games and |
eventually do.
I'musually p fed upwith a

ame once |'ve finished it

ecause |'ve been in front of it
for months. | can live with
Paradroid now. | had to leave it
for a couple of months after I'd
finished it but | can actually get
back into it now.

What do you think about the
way in which control routines
have changed for games?

Well, with the control modes I'm
playing with you can't just pick
them up in few minutes. You've
gotto appreciate all the different
sorts of effects going on,
friction, gravity and so on and
use them to your advantage.
What I've changed in Uridium is
that you've got no friction. Left
and right will only accelerate
you in those directions. You will
only continue in those
directions. Obviously, it
wouldn't be apﬂmprrate for
Paradroid, but Uridium tries to
keep you on the move all the
time. The control mode is the
way in which to do this, to really
let you develop a feel for the
game. The letters that I've had
show that is the thing that

ople comment on — the
nertia effect. Most games still
have this Space Invaders type of
control. No speeding up and
slowing down which is okay for
simple concepts but as games
are now ming more
advanced you need a more
sophisticated vehicle to be able
to perform its task. So as
‘nasties’ become more
advanced you need a better
equiped vehicle to deal with the
more difficult task. It should only
be the limitations of your own
skill that gets you blown up in
the end.

It's coming back to this idea of
not being limited by the
software. In Dropzone you don't
get enough bullets, there are
guite a lot and they're quite fast
but when under a lot of pressure
you've got to be Julian Rig nall or
z.uu're going to be blown up.

ou've got to have the fire
power to do the job. It's little
things like that that can spoil an
otherwise good game.

Pﬁ;ﬂfﬂunﬂﬂﬂlﬂl‘lﬂhﬁiﬂﬂ
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Photography. | actually do a lot
of the screen shots. I'm a great
Doctor Who fan, | like watching
films, and music is my other
great love. | enjoy sittin
upstairs and playing wit
computers and listening to loud

music. I'm not quite as freaked
out as Mr Minter though. But we
do seem to like similar types of
music,

hmpmﬂm‘:.mwitht'rtlyﬂw
computin most
paaplenzmtollhﬂumu
types of music.

Yes. We're all the same sort of

people really. | don't think
anygcx# could be quite like Mr
Minter though.

You said you had been looking
in at the arcades recently.
tb:l';t;: your next project going

Somebody mentioned that | was
doing a trilogy, Paradroid being
the first one, but | don't know
where they got that idea from.
Well, after I've finished a game
it's very much a case of sitting
down and designing some
character sets and hopefully that
will inspire me to write a game.
But | don't really have any firm
plans concerning the
Commodore. I'd like to write a

within a fixed screen and
systemn. Scrolling isn't very nice
but it does give you a larger
playing arena, you don't feel
confined.

| don’t want to get involved in
a 3D game where you go into the
screen because that's much
more difficult to judge what's
going on. | mean, Gyruss was a
supergame inthe arcade. I'd like
to do something on a fixed
screen somehow so | can use
more of the CPU and do more in
the game itself rather than
si]&ndlng it all on scrolling. It's
all very open at the moment. ST
Software, or Graft Gold as we're
known now, are moving in
January to 4 miles away, a little
village called Witham. I'll have
to catch a bus into work and stuff
so I'll need a lot of extra time to
do that, so once |'ve sorted that
turmoil out I'll be ready to do
something.

Anyway, ta1kin?_|nf moving, |
must push on with the shopping
and get these 5p off tokens
redeemed at exceptional value
for money.

DOCTOR V2 - allows you to read and writs track or sactor, Including exira and
renumbered tracks, extra and mnurrmndmlzﬂuu, and look o

FORMATTER - format an entire disk, or format

any
SBCHors track, bit dansity, data block size, data biock fill
Hod:idf:rhowwulm

ERROR LOOK - the fastest, most thorough error detector ever you all
necessary parameters for backing up, detects all errors, extra and renumberad
‘sectors, extra and renumberad , half-tracks, from track Oto 41.

game that doesn'tinvolve a Yeah, it was nice bumping into
scrolling screen. | think thatI've  you, Andrew, see you ngrﬂn
taken that toits limit now. ltcan’t  soon.
getany smootherthanithas. It's
very difficult to design a game Bye. Tata.
that works and to get it to do so

TOOLKIT 1V

1541 DISK UTILITY
COMPLETELY NEW - INCLUDES ALLTHIS ...

& undermnaath READ

ERRORAS. Rapairs damaged sactors.

individual track or haif-track

parameters including tracks per zone,
off-bytes, syncs etc. This al '*'"i'a’m“

5 5 . k] -] or

ﬁu‘nu a complately unique disk format; lrmnrmm an antira Ef."k in less than

HEADER/GAP EDITOR - decodes and displays all header information including off-
bytes, checksum and header gap. Rewrite the entire header and header gap.
Renumber sactors. Also adit any sector tail-gap. Recover corrupted headers.

from track 0 to 41. Aedefine of 30

ERROR MAKE - make 20, 21, 22, 23, 27 and 20 read errors on any individual track
?m :r-u-u:m:1I mm |;:13|r necessany plmnﬂmu, and aven recraate #ata under
A cludes a method vantl disks from bei
mplm most disk copiers. s igdioas i
FAST DISK COPY - copy a full disk with one drive in less than two mi utes. Copy
partially filled disk in aven lass tima. o "
:::THFILE COPY - transfars files over five times faster than normal, loading and
ng.
COMPACTOR - will compact any machine code m, Can compact files
50%: saves disk space and Iuadln’é tima. i ”
DISK LOOK - the ultimate diractory and file manipulation utility. Sort the directory in
E@;‘ ;;:—, t:::-mr.m.u Ikathdpr:me'?I ndu:gmmmmy file start and end addresses.
mi a rd and unimplamented op-codes. Edit BAM.
Unscratch Hras.?m more . ..
DRIVE SPEED TEST, DISK ERASE, DISK MON, DISK LOG, BASIC
COMPACTOR/UNCOMPACTOR, &: FILEMAKER, make 1541 play tha
national anthem, or increase drive head speed and still more we can't squeeze
Into this ad (and even a few little surprises we aren't telling anyone about).
TOOLKIT IV is undoubtedly the most disk utility avallable for the
1541 drive, yet it couldn't be more user friendly. Supplied on disk with
instruction manual. You will wonder why you bought those
heavily advertised, more expensive utilities.
FOR C-64 OR C-128 ONLY

BUY IT NOW = £22.95 (inc p/p and fast delivery)
Overseas orders please add £1.00 No credit cards please

MPS SOFTWARE (DEPT Z)
36 ALEXANDRA GROVE
LONDON N4 2LF, ENGLAND

01-800 3592

Pravious TOOLKIT owners can upgreds by returning their original disk + £10.00
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Rock'n Wrestle-the first truly 3 dimensional combat sporis simulation game.
Dynamic graphics, state-of-the-art animation, 1 and 2 player mode, brilliant gameplay, 10
different opponents and complete rock sound track. More joystick moves than you imagined ="
possible-over 25-Including the atomic drop, aeroplane spin, plledriver, body slam, back breaker,
arm twist, elbow drop and turnbuckle fly.

Rock'n Wrestle-the challenge begins here!
Available for Spectrum £8.95, C64 and Amsirad £9.95.

MELBOURNE HOUSE &7

Melbourne House (Publishers) Ltd., Castle Yard House, Castle Yard, Richmond, TW10 6TF.
Trade enquiries call 01- 940 6064
Available from selected branches of 4@,WHSMITH.FMM. LASKYS, Rumbelows Greens.
Spectrum Shops, and all good software dealers
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Hail and well-met, fellow wizards. This month, we
are gathered together to discuss the latest and
' greatest, including a new adventure from arcade
house Taskset, a real humdinger of a game from
| Activision, and something cute, comical, and cheap
from Mastertronics. Stand by your staffs, my
friends, and read on...

g

_ Load gane Save

) re seated in your
FFice. Your rundownn

3e Is add a Feu nore
arks Ta TtThe aak desk

|

complete monthly guide by the infamous White Wizard
for all 64 owners who prefer games involving typed commands
rather than wiggled joysticks.

BORROWED TIME

Activision, £14.99 disk only

h boy, gedda a
4 load of this one!
Activision have
followed up Min-
dshadow and the
1 Tracer  Sandion
with a really
4 excellent  game
featuring  Sam
Harlow, Private Detective. That's
yvou, fellow wizards, and this is

definitely a game to trade in a
couple of bottles of Pipistrelle ‘79
for.

As the aforesaid Sam Harlow,
yvou have to escape from the clu-
tches of the New City criminals
who are after your blood in a game
that has so many excellent fea-
tures that the White Wizard was at
a loss as to what to tell you about
first . . . Should it be the graphics?

1 ga hand aver
E Mm:re Ta The -
BCrass The stirest.

i re agn The second
Mindou ofF The Dubl.n

and an
Bigy Ll am g

s ThEe nen are su.Ag.:09
na The wire bhehnd you.

Ir-I
LTS E
=
Feturn|[cF: §
Enter |RI1
CLet Han
Drog Ren
| ook Horan
Arres=1 |Besk
Tenn Prhone |
jare [Bese
alk {
Search |l ndau
i i
zlocdlialion i
il = B Cutl Sta
Open dar
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They're quick on the draw, beau-
tiful%}' drawn, and finely detailed.
There are a number of objects in
them not mentioned in the text
but which are nevertheless im-
portant in the game, so the pic-
tures aren’t just there for decora-
tion — vou have to check each one
out fairly carefully. They also
boast some very nice animated
sequences as well. Washing hung
out to dry and blowing in the
wind, people drinking in bars,
hoodlums letting fly at you in a
New City backstreet . . . There are
many nice touches like these that
reall I: make the display come alive
and help lay on the atmosphere as
thick as wild honey. Yessir, this is
definitely a game to lick the lips
over . . . Not only are the graphics
nicely drawn, but they're also
nicely scaled. This isn't just Ol
Whitey playing at being a pre-
tentious art critic — it’s just that
I'm really a bit tired of having
huge pictures thrust down my
throat. Mindshadew was a good
example — very pretty pics, but
they dominated rlh-: display and
left hardly any room for anything
else. The White Wizard likes to
have some pictures with his
adventuring, {mt let's not have
any arguments about what cons-
titutes the real bones of an
adventure — the location descrip-
tions and messages, not the gra-
phics. Graphics are great, but they
chnuhln'lﬂvallnwm to take over,
and in Borrowed Time they work
just the way they should.
However, this program hasn't
just got a pretty face, it's got brains
too! The parser is excellent — not
only does it understand sentences
like ‘Give the check to Hawkeye
and then eat the hot dog’, it also
swallows ‘it” when used to refer to
a previously mentioned noun, lets
you TAKE and DROP ALL', and
will even allow you 1o TALK 1o
other characters. And other char-
acters there are in abundance.
When you're not sipping scotch in
the local bar and chatting to the
barman, you're rescuing Mavis
from one of the local baddies, or
swapping lead 'l.-'iﬂ'tT'l]'IE[ cards with
the local heavies. Although none
of these characters are truly inter-
active, the TALK to and SAY
commands do at least give you the
impression of carrying on a con-
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versation, even if nobody actually
says anything very much.

As if all that wasn’t enough,
there's even a very useful joystick
option which allows you to enter a
number of useful commands by
moving an arrow about the screen
and pointing at the relevani
words, which are listed in panels
on the right of the display. Using
the joystick you can examine ob-
jects, move about, and even open
windows and doors. Us Wizards,
of course, use our wands to con-
trol the CPU directly, but for those
of you with rather less charisma
{and, more to the point, slower
typing) the joystick option is a
great boon. What I really liked
about the joystick option on Bor-
rowed Time was the way it supp-

lemented, rather than limited. the
game. Some ‘joystick adventures’
use the joystick for everything,
with the result that ‘evérything’
doesn’t amount to very much. But
here you can always enter more
a'nmp?ex commands via the key-
board. And the responses are
pretty hot too — trying to take an
ashtray, for example, gets you the
line The room would lose its
ambience without the ashtray’
and drinking Scotch in the bar
elicits the immortal response ‘The
cheap hooch is a flaming river to
your gut’!

There are numerous other po-
ints about this game that 1 could
mention — the striking animated
opening sequence, the very useful
QUICKSAVE feature, the ingen
ious but totally logical puzzles, the
occasional sound effects, and soon
and so on. All 1 can say is that from
the moment you start the game,
and are flung headlong into a gun-
battle with two of the local hea-
vies, you're hooked. I remember,
when Mindshadow first came out,
looking forward 1o further re-
leases %mm Activision. This game
fully justifies my flag-waving on
their behalf. It's ]!:umumus. tricky,
addictive, and great fun. If you've

ot access to a drive, then beg,
wrrow, or buy this game.

Atmosphere 86%
Interaction 90%
Lasting Interest 81%
Value for Money 88%

Overall 90%

SOULS OF

I'I:'i'.‘ I'I\-.\'iplr. .'r.-""" "‘}r-;' Cass

irst, let’s take a
gander at this
# new release from
Taskset, the soft-
ware company
"% that brought vou
i Pipeline,
and a
e of other
notable arcade games. It's alwaysa
pleasure {and a somewhat rare
one these days) o see someone
new entering the 64 adventure
market, so how have the boys
from Bridlington measured up?
Well, one thing's for sure, they're
not going to give Level 9 any
‘-Iﬂ'l‘[)ﬁ‘l‘ﬁi nights. Not unless their
next game is streets ahead of this
one, anyway. [ wouldn't go so far
a5 1o say it’s a BAD game, just that
it’s distinctly awkward, occasion-
ally far too obscure, and limited in

scope. Since it's a first product,

‘il FEEL WUILDY
I¢ THE €asST ¢
LY ReEM. COVER.
e ARBY
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e

KOMPUTA

ou can*y
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DARKON

though. it deserves a closer look so
here goes . . .

The plot, for starters, isn't ex
actly as fresh as new-mown hay.
The planet Megron has fallen into
the grip of the infamous Darkon
and . . . OK, you-know-who's got
the job of putting things right. You
wander round the planet with a
loyal Komputa droid hovering
nearby and must indulge in var-
ious technological and mystical
enterprises in order to crack the
game. Let me say right here and
now that I haven't got very far
with Darkon. I've been playing it
for some time now and what litle
progress-1've made has been with
the help of a friend - and SHE only
knew the answers because (after
much frustration) she phoned
Taskset and asked for help. Us
Wizards are made of sterner stuff,
which in this case means we make
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no progress whartsoever.

At first sight, Darkon looks quite
attractive. 1 don't know how
many locations there are, but each
one has an illustration, displayed
in rather offputting green shades
o one side of the screen. The
character set has been redesigned
and the whole effect is, well,
DIFFERENT, if not exactly
beautiful.

The problems come when you

start to move around and tackle
the warious puzzles that present
themselves. Although the pro-
rram claims 1o accept complex
imputs like ‘Attack the droid with
the visor’, in practice it tends |
either to reject most of your inputs
or else to respond in a particularly
uninspiring or unhelptul manner
For example, on attempting to
‘Examine Komputa', who is

N—— S AT
\9"\9&9“ Pav i va

AN AV A AY W A g . .\?.d\(\g\; an‘a n‘g‘. A
NEW YEAR IN THE 25th CENTURY AND TAKE A TRIP TO PARADISE

THE WORM IN PARADISE

Level 9 have spant 12 months enhancing An AMTIX ACCOLADE. "The game is
their adventure system with world-beatin ve
features for the coming years and ‘.l'ﬂg .- ating
WORM IN PARADISE is the first game to

use this new system.

"“The Ausiin 4 haven't just produced, in
THE WORM IN PARADISE, a new title —

ood in terms of interaction ... fascin-
original and clever. OVERALL 91%
— Amtix

"probably the company's best adventure
g0 far™ — Microscope

they've created a whole new ball game in
adventure technology .. The latest title
offers a 1000-word vocabulary, the most
sophisticated parser evar incorporated in
a cassette-basad adventure, and tha refine-
ment of multitasking ... You'd have to
spend an evening with a Roget's Thesaurus
to come up with em&;ﬂm supetlatives to do
justice to wo IN PARADISE; it
not only offers stunning (albeit at times
disturbing) originality in the overworked
realm of science fiction but also embodies
state-of-the-art programming techniques
which will allow you effortlessly to give
reign to your powers of ereative daduction"

— Commodore User

“An excellent adventure, atmospheric,
devious and full of the ingrediants that
have established Level 9 as probably the
best English adventure writing housa to-

— Computar Trade Weally

—

"I will describe this game in 3 words: Sheer
unadulterated brilbance. Rarely have 1
played such a wonderful, enthralling
adventure ... The puzsles are antenaining,
tough and logical. The storyline 18 imma-
culate, in its originality, concept, and
application. This game inc rates Level
8's new parser which has to be used to be
believed. Complex., and multiple input
commands are understood, and the game
is extremely userfriendly. In shor,
mortgage your computer, and get a copy.
Immediately!"

— Tha Adventurers Club Dossier

“YOURSINCLAIR MEGAGAME 8/10"
— Your Sinclair

“The final big difference over previous
games is the size of the vocabulary. You
can LOOK, of course, but you can also
LISTEN and even SMELL ... Level § claim
that the program will understand over 1000
words ... about five times as much as most
other present-day casseite adventures
....out of this world"” AA Rating BT%

— Amstrad Action

THE WORM IN PARADISE is available on
6 micros, All versions with the exception of
tha BBC have more than 200 pictures.

Qur list of games for other micros —
NTERFRISE, LYNX, MEMOTECH,
NASCOM, ORICI is available on request
— please send SAE.)

__ Please send me a FREE FULL COLOUR POSTER with more details of Level 9 adventures on the back. | enclose a stamped, salf-

[] addressed envelope about 8" by §°.%

[ ] Please send me THE WORM IN PARADISE on cassette for the

AMSTRAD 464 /664/6128 | |

ATARIG4E | |

BBC3ZK | |

I enclose a cheque or postal order for £3.95.*

My Namaeis __

My Address is

COMMODORE 64 [ |

MSX 64K [ SPECTRUM 48K __|
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‘hovering nearby’, you're told it's
not here. It is. though — at least it
i5 in the location description. Even
when le do manage to get some
sort of dialogue going with the

rogram, it tends to be rather
{-irff ess. “Examine monolith’, you
type, and ‘Huge stone monolith’
the rogram replies. Scintillating
stuff . However, the real
problem with Darken is the way
the program has been designed.
It's difficult to put into words, but
the White Wizard reckons that all
adventurers have an inbuilt sense
of logic which they develop in
their encounters with other
worlds and the inhabitants there-
of. For example, if you found
vourself confronted with a man-
eating canary, you would first
examine it and then, perhaps, give
it something (or rather someone)
o eat, However, if (after repeated
attempts) vyou gave up and
phoned the software house, only
to be told that the way past the
canary was to ask it if it liked Mars
Bars. you would, I think, be en-
titled to feel a bit miffed. This may
sound a bit off the point, but in fact
it's exactly this sense of ‘adventure
logic” that’s missing from Darkon.
As a resuli, although vou will
make some progress in the end,
you may find (as 1 did) that on
solving a puzzle your feelings are
more along the lines of ‘How silly
that puzzle was’ rather than ‘How
clever I am for solving it’.

Perhaps part of the problem
with Darkon is that although the
plot itself is a bit uninspired, a lot
of the puzzles are almost too ori-
ginal. What's that? I hear you say .
. . TOO original?? What | mean is
that they don’t conform to that
sense of ‘adventure logic’ that us

1727777 ..

‘l :rn: Istertronic

£1.99 cass

1 his game has all
the ingredients
1of success, bui
ends up in the
{ cat-litter tray. It
pains me to have
i to say that, since
1115 {dI'm  obviously
U mmm e st eagerly awaiting
someone who can bring out a
good cheap adventure — and if
anyone can do it Mastertonic
ought to be able to. But. unfor-
tunately, they havent. Master-
tronic deserve the gratitude of
Wizards world-wide for rescuing
Carnell Software a couple of years
back and re-releasing the classic
Wrath of Magra, but Zzzzzz . . . isa
sad example of botched oppor-
tunities. It's an attractive game to
look at. The graphics are detailed
and quite well drawn. The screens
are colourful, the character set has
been redefined, and the SID chip is
kept busy throughout pinging and
ponging through a wvariety of
Tnus:ica%and other effects. There’s
also a joystick option for selecting
most of the common commands
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wizards share between us. And
that means the game is tough
going. It's also pretty limited with
regard to the wocab. There’s a
command 1o list the available
verbs, of which there are forty-
five. In the days of programs with
1000% wvocabularies, this really
isn’t enough, especially when the
game is going to set you back
E£8.90.

I'd like to be nice about Darkon,

because I like Taskset and 1 think
they've produced some great
games in 151;- past. But I think they
should either stick to arcade games
or else be prepared to sink a lot
more time anr[ development into
their next adventure. It is 1986,
after all, and adventures are no
longer those rather silly linle
games that don't understand
anything except LOOK and GO.
Nowadays it's good graphijcs,

*T_GO NORTH.
OR

€ENTER.

B fROMN 7T
LeE

interactive characters, and large
vocabularies we want riot
quirky green pics, off-beat puzz-
les, and unexaminable Komputas.
Next please .

Atmosphere 422,
Interaction 35%
Lasting Interest 45%,
Value for Money 30%
Overall 40%

i




such as GET and EXAMINE. One
novel touch involves using the
joystick to illuminate different
points of the compass which then
indicate which directions are open
for movement. All this is good,
clean, programming.

Alas, when it comes (o the game
itself, it"s another story. In fact, it
isn’t really a story at all. The idea is
that you've fallen asleep and
found vourself in the land of
Zrzzzz . . . You have to solve
various puzzles and attempt, in
the end, 1o wake yourself up, The
problem with all this lies with the
inane sense of humour that keeps
cropping up, combined with some
very illogical plot developmenits.
For example, you don‘t die in the
rogram when you get into trou-
L]e {which you can at any mo-
ment, and often for barely accep-
table reasons). Instead. you are
instantly transported to any one of
a number of randomly chosen
locations. You retain your posses-
sions, s0 you might well find
yourself swimming along beside
the shore carrying a bucket, spade,
and a bicycle. If you've ever tried
to do this, you will know that it's
nol possible without casting some
pretty nifty spells and wearing
water-wings.

The vocabulary is very small,
and the program gives you virt-
ually no assistance when you get
into trouble, beyond telling you to

try something else, or simply
saying it doesn't understand.
There is very little blurb on the
cassette inlay. so all the atmos-
phere and direction of the game
relies on the program itself. Since
the first few locations consist of an
'Lrgln.m, a hot sandy beach, and a
rontier post guarded by a bandit,
you can see that probability is
being streiched to the limits. Zzzzzz

. reminded me slightly of Quest
for the Hely Grail, a game 1 slagped
— sorry, criticised — recently in
this column for killing vou off too
illogically and having a pathetic
sense of humour, PFrogramming-
wise, Zrzrez . . . is streets ahead of
that ancient monster, but the plot .
.. well, I'm afraid we don't seem to
have come very far in the last
three years with this one. OK, it’s

cheap, but then money isn't eve-
rything, and life's too short to
spend snoring away in front of this
little offering.

Atmosphere 25%
Interaction 40%
Lasting Interest 26%
Value for Money 40%
Overall 38%

(.IIhQI* ]

\UNTERNATIONAL LTD,

The Quill 68 Illustrator

.

d ~ The Quin without any
knowledge of programming
will allow you to write

high quality text adventures

From £14-95

S

&

The Graphic Adventure Writing System
for The Spectrum. Commodore
and Amstrad.

cAvailable on cassette and dise

The Quull

is alsp available for the Oric
1/Atmos and shortly for the
Atari and BBC B/Eleciron

Credit Card order line manned
24 Hours — 0212-41361 ext. 430

B e Tt S D O R R O B VR
Please rush me details of The Quill & l
Hustrator and other preducts in your
range Tor R ( specify
Machine ). | have enclosed a 5.A.E,

"-'The Mustrator is a com-
M panion to The Quill used to R
create Hi-Resolution pict-
ures for your adventures.

I GILSOFT, 2 Park Crecsent, Barry l
5. Glam. CFé BHD Tel. D446-T11745

From £14-95
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CLEVER
CONTACTS

Come all ye faithful, joyful, and
triumphant! This is the page
where adventurers all over the
world can get together and passon
the valuable experience they have
ained on their travels. If you've
inished a game (or games —
clever clogs) and want to go down
in history as one of the Chosen
Few, then let me know! Write to
the White Wizard’s Dungeon,
PO Box 10, Ludlow,
Shropshire, SY8 1DB. All details
on a postcard please. If you're
writing requesting help, then
please be aware that I may not
always be able to find room for
our request on these pages. The
est course of action by far is to get
in touch with one the adventurers
listed below offering help on the
game you're stuck on, The White
Wizard may be immortal,
ingenious, and big-headed. but
he's only human and can’t answer
every letter he receives. If you
have a modem, you can contact
me on Prestel. My mailbox
number is 919994854 Telecom
Gold subscribers can reach me on
83:INL251.

Club Help Offered

The Questline Adventure Club
is still running strong in Oxford.
Tony Treadwell — the first man
ever to be nominated a demi-
Wizard by Ol' Whitey (back in the
::Ia‘rsnfthe first ZZAP! issues) —
will endeavour to help on all
matters magical, vegetable, and
mineral. Questline also appears on
Compunet and Micronet, so

ou can catch them there if you

ave a modem, For free
membership and a newsletter
{very informative and packed
with tips) send an SAE to:
Questline, 17 Headley Way,
Headington, Oxford. Tel
(0B65) 68637,

Adventureline, run by Roger
Garret, is siill alive and kicking,
despite rumours to the contrary,
However, Roger is no longer
contactable on the ‘phone, so
letters only please to
Adventureline, 52 Micawber

64 ZZAP!64 March 1986

Way, Chelmsford, Essex, Tel
{0245) 442098. Please note that
membership (plus newsletter)
costs £1.00.

If there are any other clubs out
there in the big, wide world and
you wish to enrol the White
Wizard's readers through these
pages then write in with full
details and samples of any
newsletters, membership cards,
badges, gold bars, etc. to me.
Readers will, however, aE reciate
that I am unwilling to publicise
clubs unless I have good evidence
that my beloved readers are goin
to get good value from them, an
aren’t wasting their stamps and
hard-earned guilders in sending
off for membership.

Help Offered

Heroes of Karn, Empire of Karn,
Catacombs, Eureka, Hulk,
Spiderman, Munroe Manor,
Hobbit, Forest of Doom, Pyramid
of Doom, Quest for Merravid,
Holy Grail, Twin Kingdom Valley,
Dungeon Adventure, Castle of
Terror, Golden Baton, Perseus and
Andromeda, Witches Cauldron,
Classic Adventure, Arrow of
Death Part 1, Pirate Adventure,
Ten Little Indians, Ring of Power,
Aztec Tomb Part 1, Gremlins,
Jewels of Babylon

Simon Gaunt, Tel. 0302 726917
between 5pm and 9.30pm
only.

Return to Eden, Red Moon,
Eureka. Terrormolinos, Bored of
the Rings, Doomdark’s Revenge,
Sherlock, Hampstead, Robin of
Sherwood, Urban Upstart,
Starcross, Spiderman, Hulk,
Hobbit, Mindshadow, Twin
Kingdom Valley, Subsunk
Ivan, 54 St Johns Road,
Colchester, Essex. Tel
Colchester 860597 after 4pm.

Valhalla, Waxworks, Golden
Baton, Hulk, Spiderman.
Snowball, Arrow of Death Parts 1
and 2, Hobbit, Hitch-hikers Guide
1o the Galaxy, Terrormolinos,
Hampstead, Eureka

Nick Wright, 1 Eastleigh Drive,
Mickleover, Derby, DE3 5HZ.

Urban Upstart, The Helm,
Subsunk, Circus, Ten Little
Indians, Perseus and Andromeda,
Arrow of Death Part 1, Hulk,
Spiderman, Adventureland,
Secret Mission, Sorcerer of
Claymorgue Castle, Gremlins,
Lords of Time, Colossal Adventure
Gavin Berry, 25 Beauvale
Road, Hucknall, Nottingham,
NG15 6PF Tel (0602) 635117
between 2pm and 5pm only.

Red Moon, Lords of Time,
Adventure Quest, Fourth
Pratocol, Lords of Midnight,
Hobbit, Twin Kingdom Valley,
Gremlins, Hampstead, Tower of
Despair, Empire of Karn,
Spiderman

Sanjay Keswani, 76 Girdwood
Road, London, SW18 5QT Tel
01 788 7511 not later than
9.00pm.

Heroes of Karn, Empire of Karn,
Gremlins, Hobbit, Terrormolinos
Kevin Murphy, 13 Munro
Street, lﬂr?ca dy, Fife, KY1
IPX Tel 0592 201384,

Hacker, Dragonsworld,
Hampstead, Empire of Karn,
Heroes of Karn

Lynn Leech, Tel 0942 606900
after 6pm and Sundays.

Heroes of Kamn, Voodoo Castle,
Ten Little Indians, The Lost City.
Wizard of Akyrz, Quest for the
Holy Grail, The Hobbit

Paul Flanagan, 6 Corry,
Belleek, County Fermanagh, N
Ireland.

Zork 1,2.3, Enchanter, Sorcerer,
Starcross, Suspended, Planetfall,
Hitch-hikers Guide to the Galaxy
Nigel Morse, 11 Green Leafe
Avenue, Wheatley Hills,
Doncaster, DN2 5RG Tel.
Doncaster 61672 between 6pm
and 8pm, weekdays only.

Eureka

Andrew Froggatt, 195 White
Swan Road, Mt Roskill,
Auckland 4, New Zealand.

PLEASE NOTE: Respect your
fellow adventurers, Never phone
after 10.00pm (earlier if
specifically mentioned above) and
ALWAYS enclose a stamped
addressed envelope if you want a
reply by post.

THE WHITE
WIZARD'S
MAILBAG

First, it's time to come clean about
the Christmas Top 50 Adventure's
chart. Due to a Gremlin in the
typeselting machine, most of the
entries managed to slip down a
line, so the descriptions didn't
match the games — often with
hilarious results, This was drawn
tomy notice by Margaret Austin
of Level 9, who wrote to me saying
that she thought the description of
Zork was the Eesl: ‘Quilled story
of naughty girls...".

A consistent note this month
has been the steady flow of
requests about Roger Garret's

Adventureline Club. The "phone
number we used to publish is no
longer in operation, so please
contact Roger by mail only.
Margaret Griffiths contacted me
on Prestel, saying that, ‘I'm afraid
people will ring the number you
give, and find it’s a dead line, and
assume that the Club is defunct,
But it"s very much alive and
kicking’. Delighted to hear i,
Margaret, and if you're out there
Roger, apologies for any confusion
caused.

Other Prestel callers (ah., the
bliss of modern technolo
included M J Bovill (Mbx
015682977) who has completed
Hampstead, Castle of Terror,
Terrormolinos, Zim Zala Bim, and
Zork 1. ‘Please mention me in your
column as I have written many
times before.” Oh, alright then.
There’s a mention. And it only
goes to show how these clever
modem things can keep you in
touch.

On a different note, I had a letter
from Chris Cobb of Wellingboro,
with the following message 1o all
wizards: ‘T'm just about to start a
club for sick Infocom Adventurers
called the Infocom Adventures
Club. I'll be offering a news-letter,
hints, tips, maps, info, and hintline
for those who are stuck at the
moment. | will also, however,
need help from others to form the
club, so if anybady out there is
interested please write to me at: 30
Hatton Avenue, Wellingboro’,
Northants, NN8 3AP, enclosing
an SAE’, Sounds like a good idea,
Chris — have you medgcnntacting
Infocom to ask if they'll help?

Finally, just to let you all Enow
what can happen when you write
in to offer help to other
adventurers in the Clever
Contacts section, here's a brief
extract from an epistle from Mr G
Mitchell, who featured in the
column some months ago, but has
had to retire: ‘Since you first put
my name forward I have had
numerous phone calls and
correspondence to answer and
enjoyed every minute. | have
received calls and letters from all
over Europe and even one letler
from Australia. Keep up the good
work!”. Well, Mr Mitchell, it’s not
me who does the good work, it’s
all you lot out there, so keep
writing and let the world know
that these pages are yours — and
yours alone,

e S S S e e s
WIZARD TIPS

This month's tips have been very
kindly supplied by Sanjay
Keswani. Kevin Murphy,
Nicholas Coles, and Giles
Williams

TERRORMOLINDOS
What better proof than visiting
your hotel? Only swim when

; uipped and in deep
er. You need three

ADVENTURE QUEST
Ali Baba would know how 1«
jast the rock slab, Monst
Towers abhor explosive gems.

TOWER OF DESPAIR
Angels of Death have tender
backs. To remain unpetrified,
close eyes and crawl,

GRAND LARCENY

Use the stairs if you're not busy —
climb too high and you'll get
dizzy!

MACBETH 2

The ashes are your key to the
cellar, Some heavy spade waork
will be needed, though
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1. (7) PARADROID (12%)

HEWSON CONSULTANTS, £7.95 cass

ZZAP! rating 97%

2. (2) WINTER GAMES (11%) -
US GOLD, £9.95 cass - A

ZZAP! rating 94%

3. (3) SUMMER GAMES Il (11%)

US GOLD, £9.95 cass »
ZZAP! rating 97%

4. (23) COMMANDO (5%)

ELITE £9.95 cass
ZZAP! rating 77%

5. (9) PET PEOPLE (4%) .
ACTIVISION, £14.95 disk
ZZAP! rating 97%

6. (4) ELITE (4%)
FIREBIRD, £1485 cass, £17.95 disk .
ZZAP! rati f._'-: _ %

7. (8) WAY OF THE EXPLODING FIST (4%)
MELBOURMNE HOUSE, £9.95 cass
ZZAP! rating 93%

8. (5) FIGHT NIGHT (3%) .
US GOLD, £9.95 cass, £14.95 disk .
ZE&PI rating 93%

9. (10) PITSTOP Il (3%)
US GOLD, £9.95 cass .
ZZAP! rating 91%

ALLIGATA, £7.95 cass

10. (7) WHO DARES WINS I (2%) 5%
ZZAP! rating 90% 5

READERS TOP 30 CHART! s

Every month we give away an amazing £40 worth of software to the first person whose ZZAP! READERS TOP 30 VOTING FOR
- from the bag. The winner also receives a super 2ZAP! 64 T-shirt. Four runners up get a T-shirt and a ZZAP! Cap. So all you havets
the form below, remembering to put your name and address down, list your five favourite games in descending order (remem
be released games that you have played), state which software you would like (to a total value of £40) should yots win, and youly

{S.M.L). Then send your form in to the address shown

ZZAP! 64 TOP 30 VOTING COUPON

(Please write in block capitals)
Name .. ...

Address

Postcode .
If | win the £40 worth of software, the games | would like are:

Game {and software house)

My T-shirt size is S/M/L

66 ZZAP!64 March 1986
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ZAP! READERS TOP 30 For

11. (26) RAMBO
OCEAN, £9.95 cass
ZZAP! rating 65%

12. (—) BALLBLAZER

ACTIVISION, £9.99 cass
ZZAP! rating 98%

13. (—) KIK START

MASTERTRONIC, £1.99 cass . ®
ZZAP! rating 90% .

14. (77) DROPZONE 3
UK GOLD, £9.95 cass
ZZAP! rating 95%

15. .
12: (&) FRANKIE GOES ZEpDLL S0
ZZAP! rating 97% o ;

&

16. (76/ MONTY ON THERUN .
GREMLIN GRAPHICS, £9.95 rass -
ZZAP! rating 90%

17. (77) NODES OF YESOD
ODIN, £9.95 cass
ZZAP! rating 95%

18.(18) Z .
RINO, £9.95 cass
ZZAP! rating 88%

19. (—) KORONIS RIFT

ACTIVISION, £9.99 cass
ZZAP! rating 95%

20. (—) MERCENARY
NOVAGEN, £9.95 cass Porss
ZZAP! rating 98% < &

| am voting for the following five games:

ZZAP! TOP 30, PO BOX 10, LUDLOW,
SHROPSHIRE SY8 1DB

o




22. (21) HYPERSPORTS e

IMAGINE, £9.95 cass
Z2ZAP! rating 91%

23. (25) FOURTH PROTOCOL
HUTCHINSON, £12.95 cass
ZZAP! rating 95%

24. (12) SKYFOX
ARIOLASOFT, £9.95 cass »
ZZAP! rating 91%

25. (714) BARRY MCGUIGAN'S BOXING

26. (73) ROBIN OF THE WOOD
ODIN, £9.95 cass
ZZAP! rating 92% .

27. (24) KARATEKA

ARIOLASOFT, £9.95 cass "
ZZAP! rating 80%
i
-
28. (—) REVS o
FIREBIRD, £14.95 cass ; 2
ZZAP! rating 96% s’ T 5

29.(79) BEACH HEAD Il
US GOLD, £9.95 cass
ZZAP! rating 909

30. (28) FRANK BRUNO'S BOXING

ELITE, £9 95 cass

up (ZZAPHT-shi

Lewis, N Pwpﬂrt

.-.-\.-.\'

us H‘ﬂr?i . Kingham, Redbricge.
cap rtin Haynes, Rugely
. N Harrow: Middx; Paul Gyles Kings Lynn, Norfolk; G

MEET OUR

COMMODOR

COLLECTION

i y & 7}
.
Fnr CE4 or VIC 20
ONLY H-gg POST FREE
¢« TOP + TRIGGERFIREBUTTON
* AUTOFIREMODE = EXTRALONG LEAD

* STABILIZING SUCTION PADS
* NOWFORTHEC16

ONLY £a-99 POSTFREE

DIGITALDRUM
SYSTEM FORTHE 064

* A real digital Drum Machine

* Supplied with 10 pre programmed rythms to start you offl !

# Viery simple to use with on screen menus

= Save sequences io tapa/disc

* Polyphanic Sound

= Real time and Step sequencer

= Complete with all software

* Contains a full Digitally Recorded “Drum Kit” i.e. B PCS—Kick Drum,
Snare, Hi-Hat, Tom Tom etc

* NOTE: These are real drum sounds not synthesiped
SEND NOW AVAILABLE FOR IMMEDIATE DELIVERY

COM-DRUM SOFTWARE
ONLY. TO WORK WITH
THE DIGITAL SOUND SAMPLER

DIGITAL SOUND SAMPLING

NUW FUH YOUR COMMODORE 64
COMPLETE PACKAGE

£49.99

POST FREE
" FOR DISC BASED SOFTWARE
PLEASE ADD £2.00

The Datel Sampler now brings you this
technology at a sensible price!

® The Sampler allows you to record any sound digrtally into memory and replay it
nstantly at any pitch, backwards, forwards, ascending scale, descending, with echo,
reverh, flanging, endlessly looped ete. Truly professional hardware incorporating
® Full 8 bet D 1o A and ADC conversion.

* Line or MIC input, fine output and feedback contral

A comprehensive sofware packing mcluding:

® ] live effects menu with echo, reverh, digital delay, langing etc.

® Full Sample editing facilities with review and on screen frequency plotting.

= A powerful sequencer with direct input and editing,

Avaiate now complete hardwaresafraare package. Complete with microphane.
ise software please add £2)

GUARANTEED SAME DAY
DESPATCHON ALLORDERS

SEND CHEQUES/P.Os to:

24 HR CREDIT
CARD LINE

(2]

DEPT No: UNIT 8. FENTON INDUSTRIAL ESTATE.
Z M é“f!l DEWSBURY ROAD, FENTON.

STOKE-ON-TRENT
TEL: O7R2 273815

LECTRONIC



NAME THAT DOOBRIE ENTRY FORM

I've worked out what the seven objects are, ‘cos I'm a real smart
Mercenary player, so I've listed their names below:

.............................................................
...........................................................
-------------------------------------------------------------

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

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

thWﬂ‘%lﬂﬂP&
Rate your chances on winninga C

in this Novagen comp, Eh?
GV U GUBIF A NI AN L

ommodore 128

Play NAME THAT DOOBRIE
and win, win, win!

Only once before in the annals of
ZZAP! histm}}ahas a game been
awarded 98% Overall. Which
goes to show that Mercenary,
which weighs in as this month’s
Gold Medal Game with a stun-
ning 98%, is a very high class
game indeed.

There's a robot at Novagen
HQ — Benson's friend, Hedges
— and he reckoned itwas timeto
set you Mercenary players a
little challenge. He sent an Inter-
Minion telex which read:

Ardent players of Mercenary
will know there’s a host of
objects deployed around the
planet — and will be able to
recognise most of them. Tele-
faxing seven pictures. Suggest
readers invited identify objects
— winner gets 128 Commo-
dore; 50 T Shirts available for
runners up. ENDMESSAGE

So there you go. Hedges has got
his mate Benson to produce
displays of some of the objects
found in the game. Seven of the
more familiar objects that are
named in the program are pic-
tured here — but they have been
gut in an unfamiliar setting.

hey've been set floating above
the planet’s surface to create a
view from a new angle, and
you'll have to do a bit of puzzling
to identify them.

The pictures have been mar-
ked A to G, and you need to
name them all. Use the entry
form on this page to play Name
That Doobrie, fill in your name
and address — not fu’:PBﬂing
your T-shirt size (Small, Medium
or Large) — and whizz your entry
to P! MERCENARY, PO BOX
10, LUDLOW, SHROPSHIRE,
SY8 1DB to arrive by 13th March.

Good Spotting. ENDCOMP




OUT FOR THE COUNT

Ever heard of a software company producing
games for the Commodore 64 in Sweden?

Well. neither had we until we got a tip off
about a strange company called GREVE
GRAPHICS based in the southern Swedish
town of Lund. Our reporter is Swedish ZZAP!
reader MIKAEL HARD, who lives in Stock-

holm.

software company so |

decided to find out more
about it. First of all, Greve
Graphics had been existing for
approximately six months (and
this represented all the infor-
mation | could find without act-
ually talking to them). Obviously
the only way to get material for
this article was by phoning
someone at Greve Graphics.

I managed to get their phone
number, butwas unable togetin
contact with any personnel.
Then it occurred to me that as
they are in the programming
business they might be reach-
able during the evening. Cor-
ract. 10.38 same night, a fellow
called Bengt ‘the dog’ Caroli
answered. | asked him if it was
possible to make an interview at
Greve Graphics the very next
morning. The reply was pos-

I had never heard of this games

itive, and | got a short descrip-
tion of how to find what he
called the Greve Graphics Soft-
ware Centre building.

Advanced Swedlsh programming
techniques are being used
In designing SOLDIER OMNE.

MNext morning: Lund isn‘t a
very big Swedish town, but
despite this | fail to find the
building with the fancy name,
After spending the afternoon on
the telephone, | finally get a
more detailed description. This
time | am told that it is really

uite a small building, but when
the house appears | get a shock.
‘It must be a joke," is my first
reaction. Can a group of people
possibly work in there?

| knock at the door and wait.
After some seconds it swings up
and there appears a somewhat
original gestalt. | tell this person
that | am there to interview
someone at Greve Graphics
called Bengt Caroli.

Yes, it's me you are looking
for, I'm the boss here at Greve
Graphics,’ he replies. | might be
a bit old fashioned, but could

this man be ‘the dog’ boss of a
software company? He shows
me inside the Software Centre
building, and | must say, it is an
experience to remember —
especially the Kitchen. | will not
discuss this further, but | could
say it represented shock number
two.

My first question to Mr Caroli
concerns the name, Greve

Grﬂ:hics.

r Caroli thinks for a long
period then he says, '"Hmmm.
Okay then, my friends at the
Computer Science Department
used to make joke about that |
looked like a modern count, and
the word ‘count’ translated into
Swedish is ‘Greve’. | think it's a
well suited name, because a
count prefers quality products,
and that's our business. The
word %raphics has also gota
special meaning. Delicious
graphics make one third of a
game, poor graphics are
common, but not in our
products.”

‘Why did you start a new
company, and in Sweden?’ | ask
Mr Caroli.

‘I said to myself, if no one else
could produce a game that
entertained me, | had to do it
myself. And now when the
Soldier One game is nearly com-
plete | want to share it with all
C64 users. In very near future we
will try to establish connections
with English software comp-
anies to market Sol/dier One in
the UK; so there is no problem
with our E)Iec:graphical location,’
replies r Caroli, very self-
confident,

My next guestion concerns

L

Bengt ‘the
how many programmers etc,
there are working at Greve
Graphics.

‘At the moment we are two
programmers writing code for
Soldier One. In making this
game we also use musicians
and graphic designers to com-
plete it. One person can't do all
these different types of work all
alone, so why not use people
who are trained in other art-
forms? It can’t ba denied that
most of us working here have a
proper computer science educ-
ation, and that makes the work-
ing environment good.’

A good game — how should it
l::mal?'ﬁI ask next.

"The most important thing is
naturally the feeling of the
game. |'ve seen beautiful
games, with wonderful music
and graphics appearing on the
screen. After two seconds of

Iaring | know if the game has
eeling, if not | just scream, and
then my trash-can waits. A suc-
cessful game is a combination of
a lot of factors. Take for
example, if you play a game and
there is one boring scene that
stops you for minutes, do you
play that game every day? In my
case | play it a couple of times,
then it's thrown in the trash-can.

‘| take another example to
make it clear what | mean. A
game with multiple functions,
can be fun, but when | want
recreation in front of my com-
puter | don't want to pick up a
manual just to play it. It should
be obvious how to play it with-
out a handbook! One rule is,
enough functions to add real
feeling, not more.

The Greve Graphics Software Centre bullding. Bengt only a
Mintersohn

Llama or two short of being

"Caroll in an unusuaily modest

‘A good game has to be load-
ed with action, not like those
boring puzzles. | like to steer
powerful guns and cannon,
shooting at everything moving
on the screen. Sound and
graphi::s should be first class.

nd if there is some original
music, it scores high in my

Seated on his aged PET 2001,
Mr Caroll holds forth on the
merit:s of computer games.

opinion. I'm tired of those who
steal musical scores (in lack of
fantasy) to transform them into
a computer version for a game!’

Atthis point | stop Mr Caroliin
order to get in my last question
— 'How did you start comput-
ing?

It all started when | boughtan
old PET 2001. The first game |
ever wrote was a version of
Space Invaders. At that time |
didn't think that 6502 assembly
language was as easy as speak-
ing natural language ('l do have
that opinion now,” he comment-
ed). Today my PET is a bit aged,
but | still use it to develop the
most advanced routines — or as
a chair!’ The last being said with
Mr Caroli's very annoying laugh.

| thank Bengt ‘the dog’ Caroli
for this interesting interview,
and wish him all the bastin

computing.
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EUROMAX COMP PRO

% Top U.K. micro switched joystick.
% Very responsive.

% Highly rated by ‘Crash’.

o AX TURBO
‘fop and bottom fire b

YExtremely responsiv

% Built to last.

EUROMAX ARCADE
% Rated by ‘BIG K' as ‘The cheapest stick
one can get really enthusiastic about',

% Positive micro switched action.

% Fully self-centering.

A 3 A A Y

FURUIVIA A

:—ELEC:WICS LTD.
Pinfold Lane, Bridlingtan,

North Humberside YO16 5XR, England.

Telephone: 0262 601006/ 602541 Telex: 527381 EMAX G.

Ask you local computer store for
details on full range or phone us direct

EN FORGET THE REST —
— GET THE BEST
e USE EUROMAX JOYSTICKS

SUITABLE FOR ALL POPULAR MICROS
THE UK.'S LEADING QUA BRAND

|

Please send me further details of the Euromax Joystick I
| range.

RGEDRESSE . )
|

I R R T P T R B R R e e
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MUGSY is now back with a ven
Join our dubious hero as he struggles to regain control of his underworld empire by any

means at his disposal.

I ENETE AR LR )
- YIRS IIRE R

t‘l."il..l.l

More strategy, thrills and excitement in this new animated comic strip
MUGSY'S REVENGE is available on C64 and Amstrad at £8.95, Spectrum at £
Screen shots from Commodore 64 version, .

arcade game sequence and slunning graphics.

Voted “Strategy Game of the Year" in 1984,
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LEISURE GENIUS
COMPETITION

Here we go with another load of
ZZAP! Comps winners, most of
the comps from the Christmas
Special in fact. We kick off with
the lucky winners of the Leisure
Genius SCALEXTRIC
competition, The five winners
each receive Formula 1
Scalextric sets, with a further 25
runners up getting copies of the
game.

5 WINNERS
Steve . Bomersat BA1S OLE:
Jonathan Hulme, Reading RG4 BUR; Stove

Knowles, Cambs PE1T k¥
Hiddmilmm um:m‘?mn,

25 RUNNERS UP

wies,

Edi h EH16 5BD; Alex Dennett, Hants
WJDawclc Co Durham DL15
OPY: Neil Grant, Redditch BS7 SNY: Phillip
Haill, Hull HU4 8TT; John Hirst, Lancashire
L35 850; James Johnston, Kent TN15 6LL;

ﬂ‘m Hu-ﬂumhllndBTﬂ?m"'
Mrs Dorset;

ﬁtml‘llnl‘ltm
Middx HAS 1TZ; Joti Plahay, Berkshire SLE
THB; Cﬂlmmw.l.nndonﬂ'lﬂm:

CV7 8GD;
DRL); Mark
Woaolrich, Doncaster DN1 2NS:

HEWSON
COMPETITION
Hewson asked you to fit the bits

of programmers Steve Turner
and Andrew Braybrook to the

corract faces to win a Christmas
pack of four games and a
Gribbly mug. 30 winners were
required and these following 30
got it right and got drawn first!

Simon Al Suffolk IP17 3AD; John
Archer, ira DES 1PH; TN Branston,
Motts NG12 : Mﬂlmpblllr

Maortherm

aaﬂmuhmlmm ﬂmm
Kent TN2 3RX; Martin Gibbins,
D-rb‘yﬁHh ire DEE AAD: R McGuiness, Cardiff
CF2 Philip Hall, Hull HU4 BTT; Jason
Hagan, m B38 0UA; David
Hatch, Beds 5018 ZRL; hIt-:thI‘l.llnll w
Midlands B73 6BH; Chris ¥,
Sheffield

Worcester ; Anthony

Yorks WF2 0AA; Simon Strachan, W Yorks
BD11 1EZ; A.nduw Willet, Hu-wmth—
upon-Tyne NE3 2UU

FRIDAY 13TH
COMP

afz:ll.'ml Pty

Domark were offering two
nights at the Post House Hotel,
Newcastle, Staffordshire fortwo
and trip to Alton Towers fun park
for the outright winner, being
the person who could think up
the nastiest thing to do to Gary
Liddon. Naturally we allowed
Gary to pick the winner, it
seemed only fair. His choice
gave him great amusement,

W ::-'-

|I e as s0 |flr'i a5

although the saner elements in
the office couldn't quite see why

The winner, then, is J Leach
from Orpington BR5 1RD, with
the sage advice — “to put his
head in a liquidiser, stamp on
the remains of his body and feed
his head to a dog named Rover".
It seemed to be the bit about
Rover that got to Liddon —
there's no accounting for taste ..

MELBOURNE
HOUSE BIG DADDY
COMP

Paula Byrne (is wonderful) got to
gnprs with top wrestler Big
dy in honour of the game

Rock ‘n Wrestle. She wanted you
to devise a caption for the photo,
with the outright winner getting
the complete works of
Melbourne House, and 50
runnars-up each get a copy of
Big Daddy's Rock "N Wrestle

ame. The winner was Chris

air Essex CM18 70Q. The
rUNNEers up were:

Michael Bai T‘I'HEI:WEMHEH DAA;
.hmuﬂﬂglxm DYE TND; MNeil
S80 4JT; Paul Betts,
Lﬂﬂ‘nﬂﬂﬂi OMT: David :
PRESTON PR 1 9TQ; Mark Botham

FTNWTSKHHZ Giles Broomfield,
EIHHE‘I'GLHH 5UR: Pwlarwn BERKS
RG1 4UT; Jason ST

3DA; Dll'll-llcuﬂh.L N4 3RA; Marc
NP1 : Steven Doyle,
Gwent S0126RB; S Fa .ESSEX CO12
4HD; : G817 3Ja;
Andrew Fraser, ST, ST14 BDH; Nail
Frazer, TYNE & SR3 3LE; Danny

How to enter your challenge

1. State games and scores clearly on the form provided (or & close
copyl. You can give fewer than four games if you wish,

2. State level achieved st the end of each gamae, either the wave
number [if possible], rating or some indication of how far you went
inta tha gama along with the time teken to completa the gama.

3. In the space provided write further details about the game which
might help to confirm your score. if it's an arcade adventurs then

Yes, I'm ready to challenge the Zzap champion on the following games.
ERRTR o e T e

Shrapahire, 3Y8 108

write the percentage and if it has a time limit or bonus then state
how long was left and what bonus was awarded, Other details
include things like the game crashing because of the high-score
achieved or whether the game ressts ot & certain point. Any other
redevant details will be useful.

5. Post your entry to: Zzap Challenge, Zzap! 64, #0 Bax 10, Ludiew,

Time taken.......c.ccocommnmres

o T T o 5 U L EROL 0t et CBEs RAOR SDW Lt e Y. T S

T R L R e e

Other details...........ccccomcienmsmissiseserssis

TR . v it A e i

oo THTHE BAKBN.....ooconiinininninis

T T R S AN S TR S e R S

DRI o isssossmhsasi s ssaraasy s

shparabe pisoe of paper_ |

S o T

| promise these scores are genuine. Signed ...
R R e R

Post code........cocoaurve
Telephone number lilpussl

Did you sxploit any cheats, bugs or special techniques [ine. suto rapid fire| o obtsin any of thess scorss? [Yes/no) .

Time taken........cc.ccoueinen

¥ “Yes', give full details on a

1~P1ITIH” ofR L

1 o] I‘_lrlr'l‘l-""r‘i'IrI
k-up, the nam
- fuill & L
r. butthe ful
who they are an

ACTIVISION PET
PERSON COMP

What's behind the three doors of
your avergae Little Computer
person's home? That's what we
wanted to know. Outright
winner gets a 1541 Disk Drive
and a LCP Kit, and 59 runners-up
get LCPDKs all of their own. The
winner was Graham Simpson of
Bexley Heath, KENT DA7 6DB.
The 59 runners-up are:

D Abbott, NOTTS NG17 BDE; Paul
LONDON E4 5BB; RC Allen,
SURREY GUIZ1 40X; Mark Ashworth, W
SUSSEX GU29 0LA; Jon Bains, Fife KY7
4SA; Stuart Bate, Co Durham 5R85LQ;
Mark Besdles, MERSEYSIDE L62 0BP:

Andrew Bullock, A , BUCKS; Mra
Wl:l:tnfun, Eé&g CM1 SEM; Russel
Caston, KENT DA15 8.); Peter

Clayton, W YORKS HD3 4RE;

Cobes, HANTS 5024 9AH; Peter -
Mid Lothien EH20 9DE; Nicholas Davies,
CHESHIRE SK14 BBN, Hﬂwvlkmn.
E‘:urhm—uug“}‘.hllﬂu ﬂ:‘- MIDDX UBS
4SE; AJ East, UKFDHDOHINS Ehm
EEIS-"E"I M!Fﬁ Tnh-,rm o
ZNE; Andrew Freyer, LE%

Patrick Godff, Hm FOLK NR2 ZAD; PII.II
Gordon, N IRELAND BTE3 5.JN: Martin
Haines, CORNWALL EX23 ONA: Philip Hall,
HULL HUM BTT; Jason Hall, ESSEX IGB OTL:
David Hally, SCOTLAND PH11 BAW;
Harvey Hanson, W YORK HX3 BOG; James
Hawnt, CLWYD LL12 8U'S;: Rick Jones,
KENT CT16 2HP: lan , WIGAN W4
IAI. Sianh'.riwrlhlﬂ 'arwickshire

0 8BY; Melanie Lake, W SUSSEX BN15
l:l'l.ﬁ Mark Lawrence, W SUSSEX RH14
9RE: Angus Lee, Abardesn AB2 4UB;
Nicholas Lemin, MIDDX TW1 2EX; M
Linkiater, Cleveland TS25 3AB; Warren
Mlﬂhll'! LOMNDON E112NT; G
Mir SCWM MLS 55B; Mike unm,

'|1 K Mu , File IKY1 1DX;

ARWICKSHIRE
ME15 BTN Johnathon
WNS TPP; Glrrlnblnnn.
Mn Saunders, KENT BRE

mﬂ'ﬂ 3AT; HATIM_.
HUIIHI- 15: Simon Train, G

G13 4HL; Paul U Crowtharme,
BEAKSHIRE; Jumnw.z- Hnmsm‘;ﬂ

Will M
Wilson, MERSEYSIDE WA12 BOA: Mark
Woaolrich, BONCASTER DN1 2NS

We'll be drawing the winners for
the CRL Space Doubt
Comnpetition and the Bubble
Bus Competition next month.
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gplacing @ are brir;ir)? gutthe computer
: HEADROOM. Each

Good wheeze. huh? R
real live human peing (needs: ame,
warm room, & nteen, salary) one contains a copy of the game
with a co puter genera B for the C64, a T Shirt, a cop o
needs: 8 computer the boo ADROO 'S
GUIDETO LIFEand 8 Video 0

rjsc-naﬁ'
to live in, some

NO salary, canteen, hroom
rest room etc. etc). INTO
me this ‘umble winner will also collect tha
ition Minion wandars colour po able telly. Not bad
multi-storey car par gh?
g he watches the To enter the competition. and
barrier very carefully. You can thus stand @ chance of winning,
re what the Bi% you'll need o stretch those old
f Newsfie i creative muscles and contribute
jght come up with next. 10 the Max Headroom fund with
Like re placingrv ours truly with some 'Ldeasfgraphics of your
of those Tonto own.You might like to follow the
nd Taiaphnna-hnswering- example s ple of ZAP\'s
Machine doobri ago, and p t Max onto the
how, | don't think & screen of your Commodore and
p-Co Competition and us the tape or disk you
inion ought1o pe anything like edtod ou could havea
a cult figure | mean, cults come 99 at solving the ultimate
nd cults go. don't you know mystery: g all seen Max's
It's not t 1 like living in head, by what does the resto
ard, it's just t him look like? Send us your
[ drawing or anatomical

broom cupbo
1o stick and neada P r
[ analysis. Mtemativew, you
psin

I"mso used
bit of polish now and again’
(Joke.) could t and fill in the ga
Max's lite history — not with @
GERRON WITHITI —ED complete biography. put with @
few salient points in his career.
As Gary Liddon would say, | Maybe an entry for WHO'S
was just walking down 10 the for Max would do.
TV station 10 make my Sp you doodle away on your
weekly megastar appearance, commodore, pusha biro across
who should | pump into some paper of ?31 out the old
Max Headroom? Time you artist's materials. Even make
dida competition in ZZAP! video if Daddikins appens 10
hn', he said, dropping his Wi a network TV station
perfectly formed nut squarely in Whatever you do, however, D8
the middie of my craniurm. creative and get going right
‘gee You Max | replied, in MY now. You've got until 13th
past Glasgow accent, "NO pMarch to amaze the 1udgiﬂ§n
problem E immy’ team. Getyour gffortsinlo AX
HEhDHDDM, PO BOX 10,
I'Mm WARNING you! oW, SHHE}PEHHHE, SY8
1DB. Don't forgetto |et us kno
what size T-Shirt you'd like ifyou

Half a dozen Max Headroom '
Goodiebags aré on offer in this are a lucky winner.
comp ordered by Max and

sponsored py Quicksilva, who ABOUT TIME TOO!




CAN THE TEA BOY
MAKE Goop>

Ah a day back j
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annot Sery o 12t Though | ment e 8
- C1 W - = a 0 1 z
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Q 2 be o
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iy . g on a with a =rn P
- , Sippin d score of 2000 i
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ack to the thrill of the challenna | summoned Kevin al
to see the blood of g o 298  instantaneously . " 2MOSt
fool's ego spilled — an C POOr  dimension k ¥ through that
i e0o spilled. Afte s NSion known only as Rai
desecratic ed er the space. it ¥ as Rail-
ZZAP] team seoured then, the three games. on b e Y
fog ed their ranks PRy A game com-
rr[‘::-r; new player to meet the EJEIE‘J by _ killing Fatty the
mig t of a scorelord champion, ggressor th; v
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of achieve.

o UP with was Gary Liddon
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on his "“;”e ﬁ]ﬁ'sfnﬂfr%?arch aware that T'hgu;lﬁeirlmhemme
= € aying. at | e T 8h Liddon 5 g
ed pleased ma a creature of - By
5 B 4 great soma sre: el little brain
the poor lad'e W08 ancient instinct had ce ..
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. il. Scanning my - O reach 211,000 »
Soore dables the only entries | - facionY;oh.3MUre over nurture. |
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4 dilapidated sco Apowas lieve but thers was & .0 D&
By : ' 2 e L Bre was defini
Z and a feeble ety ~igata’s  smirk of self conf: 3 Sefinite
Bladerunner SiraY 9N CAL's  plastered 1 onfidence clumsily
2FUnner. Since 5 challen Plastered acrozs h =11y
at Biarfon e a challenge jow ; *S Nis wabblin
Em-'nﬁfﬂ;'gt:n:rﬂler 15 too Qhasi:li',r gﬂ"‘:@tﬁrlrk Now mortal, r-E!penEtl
e ' synaptically enh. Witho .
SE rp ki ithout any
It seemed that the ;:Fyh;’.-'r'f!&- diings | LHFEJEI‘
:T?fﬁ?{;:h?a”:zng'% at Chris Buﬁeﬂg e .59 start
F:IJ.HF::EFVI':!_HI'.? f'EMIT:L the slothful qui G
s D-nf'.,.rd ighting chance, They cowe enn and Rignall,
¥ entry of any note The pmmejif:‘%aa;r‘qu laughed.
A 15 bagan,

would be champion, | hag no

Game One cade training, my champion

went straight into the game with
Settling his shanks onto the | @ barely perceptable pause.
inadequate chair, Liddon bro- | Liddon, however, seemed ign-

ught up a flabby and atrophied | orant of the fact that the game
hand to his joystick and dared | hard started and it took several
once more to smile. Even tho- 1 seconds of severe poking in the
ugh this was purely a simple | ribs from Mr Penn before he
gesture of mere instinct (Lid- | managed to drag a lethargic
dons are not truly sentient | digit onto the fire button.
creatures such as you and 1) it y face ached as its muscles
annoyed me furiously and itwas | went through the maotions of a
only utmost restraint that saved
him from a blast of absolute zero
Domestos.

_ With a release of awe inspir-
ing ethereal light | signalled for
the game to begin. Instantly,
showing his considerable ar-
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to fly through. Liddon, however,
well and truly amazed me by his
minimalist approach to the
whole problem. Collecting only
one energy bomb, the mindless
ectoplasm bubble had develo-
ped a method flying through the
ghap created by this hole. Surely
this masterly idea could not
have evolved from one so un-
evolved? The only logical con-
clusion to draw was that a freak
shower of cosmic rays had sa-
turated the imbecile’s head and
agitated the small number of
neurons he possesses into an
idea,

f all the bad luck, stumbling
backwards in despair | tried
desperately to calm myself by
injecting an emergency dose of
molten oven pads. | prayed to
the great god Lever for some
sort of much needed help. Look-
ing back to the screen the
spiteful Liddon was already onto
the third screen leaving my
champion far behind, yet to

smile, an exercise it has not
experienced in long time. Kev-
in's strategy was simple and
straightforward. He collected
energy bombs from the holders
until he had enough to blast a
sizable enough hole for his ship

| progress from the first screen.
Ah, finally Kevin made it onto

! the second screen having collec-

| ted and used three energy

| found it extremely hard to
believe but there was a definite
smirk of self confidence clumsily
plastered across his wobbling
jowls, ;

bombs, but quickly scanning
back to Liddon my eyes were
greeted by a grin containing a
stupidity preciously unatainted
by any living creature. He had
got onto, and was battling it out,
on the fourth screen already. By
now my champion had scraped
his way onto level three but was
still using his inferior method of
blasting away a large hole be-
fore warpjumping to another
screen.

Liddon was now in posses-
sion of six energy bombs and
was waiting for the Fatty Agg-
ressor to appear. To destroy the
final nasty, five bombs need to
be unleashed in the vicinity of
Fatty. Fatty appeared and a sim-
ple babylike gurgle of delight
issued from Mr Liddon. | sighed
and then he cried. His reptile like
reflexes had failed totally and
Fatty whizzed over the ship kill-
ing Mr Liddon. With two lives
left the same thing happened
again and to my unbelievable
E easure, yet again. By this time

evin had got onto the final

The challenge commences, with
Kevin Fairbrother looking very
relaxed — Liddon can only boast
a score on BLADERUNNER - Ha!




as the

kettie bails i

screen and was happily collect-
ing bombs for the final conflict. |
was so ha‘P y. True, Liddon
could win if he could claw his
way to the final barrier once
more and manage to kill Fatty
before Kevin did but that would
be near impossible to achieve.
My champion was having diffi-
culty in collecting energy bombs
and fool that Liddon is, he had
decided to attempt at start'mﬁ
another game and catch up wit
my champion. bei
0 crept across m ing,
Liddn:\wwas Erngressinq.vawful?y
fast and Kevin wasn't. After
some exceedingly lucky breaks
on the spineless one's part he
managed to get back to the
fourth screen while my cham-
ion was in possession of only 3
mbs. To this day | swearthat Z
must have had some sort of
affection for that retarded inver-
tebrate, for with some incredible
flukes Liddon the missing link
managed to collect five bombs,
leaving my champion behind
with only }':::-ur. NO THIS CAN

in the background, Penn uses

the lau g tactic to put my
challenger off his game

NOT HAPPEN!

Desperate situations demand
desperate measures. Leaning
across the challenge table |
whispered the word Teacosy’
into his ear just as Fatty app-
eared. The word permeated his
jelly like mind and duly rem-
inded him of his Domark days.
Obviously this badly affected his
chances with Fatty and though
five energy bombs were des-
patched by his ship only four hit
true. Fatty trounced all over him
and sent the lower order sublife
back to collecting bombs. My
champion in the meantime kill-
ed his own opponent and was
now waiting to play another

ame. | laughed, Rignall and

enn cowered and Liddon ate a
packet of crisps.

Game Two

Though | know lower organisms
such as Liddon are truly devoid
of any kind of sentient traits, but
when the second game started
I'm sure | could detect some sort
of determination from him. No,
it must have been some sort of

fault within my own detection
circuits but he did seem to be
doing awfully well suddenly.
Without any loss of life and in a
very short time he reached the
final stage. His two colleagues
must have noticed my previous
ploy as there was now some
cotton wool jammed into his
ears. Normally this sort of
protectionary measure would
not have slowed me down a jot,
usually a telepathic blast would
be enough to ruin such a being's
concentration. Liddon though
has no mind at all and is immune
to any kind of psychic inter-

ference. With a sorrow that
could destroy worlds, | watched
Liddon destroy Porky leaving
Kevin with three bombs and
only about to get onto level four.
The next game is vital.

Who will win?

Game Three

While Liddon gorged his face
once on another brand of
denaturated potato slices and
Penn and Rignall congratulated
his pathetic achievements, |
gave my champion a pep talk
and a cup of tea. My champions

TR S M S
CHALLENGE

w

are of the highest calibre and
would never use any kind of
"diversionary tactics’. Not so |.
The game commenced and,
as | hoped, Kevin had not fin-
ished his tea. Logically he
carried it over to the monitor and
placed the cup next to it. A look
of sudden petrification emerged
on Liddon's face. Feeble pro-
testations came from the P!
corner. | growled and they sil-
enced. Power is so nice. Surely
this would ruin any chance he
may have had of winning? But
my champion was doing badly, |
think he had realised my tactics

It's over, Kevin my brave chall-
enger has beaten the pathetic
Liddon, over which base crea-
ture's face comes a look of de-
feat and despair

and was feeling bad about it. Oh
dear. Using his minimalist tactic |
once more, Liddon ploughed
through to the last screen and
was waiting for The Large Mister
to appear. | had realised this is
where his main weakness was,
s0 | sat and prayed.

Liddon unleashed four bombs
only to be killed by fatty as he
was about unleash the fifth. He
ﬁat five bombs once more but

ad to wait for ages and when
Porky finally appeared the poor
phlong had no chance of react-
ing in time at all and yet another
life was lost. Meanwhile Kevin
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was on the third screen.

Liddon ance more waited for
an exceedingly long time .for
Fatman to appear but was killed
as soon as he did. Ha, my
champion was on the last level
and doing well. Liddon was now
panicking and desperately try-
ing to get back to the position he

THE SCORELORD
SPEAKETH

[ ——

Kevin Fairbrother — O Brave
Challenger.

had previously held. He got to
level three, Kevin killed his final
Fatty and the challenge was
over!

My champion had won|

Pleasure flows through my
very system circuits and | won-
der "Who will they pit against me
next month?’

ZZAP! reviewer disposed off

achieve his score which was

A month of rapturous joy no less| Anoth

enjoyable in the past few maont
reviewer will be desperately t
challengers. Who will it be? You'|l have to wait

The first thing that was brou
was a lack of continuity between

excellent game Paradroid. A certain
be found residing in the small vi Andrew Mackay who can

score of 213,885. He claims that it took him four hours to

eight ships, but details were lacking .-

5 er crazed, ego—driven
with ease!l My life has been so
hs. Next month another ZZAP|
rying to beat one of my worthy

ght to my attention this month
my elite scorers over the

llage of Liverpool sent me a

amassed by going through all
-whataboutthe names of

1985 (Mastertronic)

22,982 Neil Rolls, Wethersfield,
Essax

20,579 Jason Pulfer, Bury St Eds,
Suffolk

19,250 Stephen Sherlock, Wirral,
Merseyside

ACE (Cascade)

9,950 L/CPL John Paget, Lad Reme
BFPO 41

1.820 David Charles, Leicestar

ACTION BIKER/CLUMSY COLIN
{Mastertronic)

268,452 Adrian Webberley,
Crowborugh, E Sussex

267,139 Colin Box, Brampton,
Cumnbria

266,133 C Roberts, Midlesbro’,
Cleveland

BATALYX (Ariolasoft)

566,708 490 David Weaver,
Stourport-on-Severn, Worcs
82,483,150 Ansel Lawrence, Port
Talbot, West Glam

20,778,410 Robin Levy, Whipton,
Exater

BOUNDER (Gremlin Graphics)
233,483 Gary Penn, ZZAP!
142,803 Julian Rignall, ZZAP!

BALLBLAZER (Activision)

Shut out droid 9 James Smith,
Chingford, London

Shut out droid 9 Richard Tatterton,
Holgate, York

Shut out droid 9 Mahsin
Shamshad, Newsome,
Huddersfield

BLUE MAX (US (Gold)
33,820 Stephen Roberts, Alton,
Hants

3,730 Martin Beaver, Swindon,
Wiits
27080 Mike Woodman,
Liansamlet, Swansea

BEACH HEAD (US Gold)

838,200 Michael Chappell, Kent
836,200 Steven Jones, Formby
808,000 Pater Mason, Inverness

BLADE RUNNER (CRL)
4,720 Gary Liddon, ZZAP!

BEACH HEAD Il (US Gold)
1,872,300 Robert Henwood,
Bridgewater, Somersat

1,833,010 John Yates, Buxton,
Derbyshire

1,477,500 Richard Cozens, Boston,
Lincs

BOUNTY BOB (US Gold)
8,585,600 Kristin Keegan,
Kilmarnoch, Ayrshire

1,089,010 Sheriff Salama

414,300 Alan Riddiough, Saltburn,
Cleveland

BLACKWYCHE (Ukimate)
Finished 0.25 Colin May, Hollasley,
Suffolk

Finished 0.35 C J Pether, Axbridge,
Somerset

Finished 0.50 Martin Royle,
Liverpool

BARRY MCGUIGAN'S BOXING
(Activision)

$12,131,000 R Andrews, Peterlee,
Co Durham

CAD CAM WARRIOR (Taskset)
121,063 Marc Childerhouse,
Ashmanhaugh, Norwich

17.999 Stuart Hine, Tylers Greaen,
Bucks

11,018 Richard Chalu, Norwich,
Morfolk

CRAZY COMETS (Martech)
213,944 Martin Keeves,
Birmingham

74,230 M O'Reilly, Rishton, Lancs
61,477 Terry Dibden, London W&
8PS

all the ships? Meanwhile, Davi
51 ' id West Jnr of C
L?:ir:;rés#;?fmged to iave scored 201,565, only this tir:xaﬁdilf:?:ﬂ::llé
. ours. Again details were lackin d I'm i
that it takes a lot maore than ‘all ei i identical' to nerir
| ght ships are identical’ t i
a8 score. So, David and Andrew, | will be expecting expfaﬁaﬁ:?r?{
mthE nu;_l-toﬂ-dlstant future . ., e S
er that matter of discontinuity I'm otherwi
A rwise plea

?§;§$2C;r:p:'tag SCl.l'.IleS ?ppear to bein arder, Balfb .faﬂre.r :gedrr?sj

_ Cled a lot of attention, judging by th
claim forms which I've received. a d qui e
have shut out level 9 droids. - . et b g ache
gr?qtuiatiunsto e roids. The Scorelord sends his con-

ext month | hope to see some scores i

1 on

Rg:umendable Bounder, Revs {quickest Jap Iimgsrlgﬁg

rcenary. To qualify for an entry in the Mercenary score table
you must send in the amount of credits which you have when

You escape the planet. No i
ek warngd. other scores will be ac cepted — you

Until next month,

sl when my scintillating speech section

-
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COMMANDO (Elite)

7,015,000 Julian Bryant, Reading,
Berkshire

4 856,200 Jimmy Thomas,
Liecester.

4,124,160 Justin Whiteoak,
Edinburgh

CONFUZION (Incentive)

49 325 David Farrow, Hessle, N
Humbs

44, 700 Andrew Macdonald, Ware,
Herts

31,145 Colin Box, Brampton,
Cumbria

CAULDRON (Palace)

1,113,475 Simaon Anforth, Londan
160,000 Darren Smith, Suffolk
31,250 Gary Penn, ZZAP!

CHICKEN CHASE (Firebird)
3.691,180 Colin Box, Brampton,
Cumbria

1,265,433 David West, Cradlehall,
Inverness

1,226,795 Karl Dent, Somercotes,
Derbyy

CYBOTRON (Anirog)

3,652,500 Richard Barker, Leeds
1,250,000 Stephen Blidgeon,
Manchester

436,200 James Thomas, Fishguard,
Dyfed

DEFENDER (Atarisoft)

3,115,350 lan Carrel, Langstone
Hants

3,005,675 Gareth Baron, Tyne and
Wear.

3,000,150 Julian Rignall, ZZAP!

DIG DUG (US Gold)

2,355,890 Philip Hogarth, Dovecot,
Liverpool

999 400 Sherif Salama, Cairo,
Egypt

913,240 S Brewster, Middleton,
Manchester

DAVID'S MIDNIGHT MAGIC
|Ariolasoft)

1,342,310 M Watkins, Newport,
Gwent

1,222,210 Malcolm Stretton,
Berkhamstead, Herts

930,940 Paul Taberner, Astlay,
Manchester

DROPZONE (UK Gold)

3,246,980 M Orwell, Bognor Regis,
W Sussex

2,028,780 Peter Mcarthy, Weston-
S-Mare, Avon

1,862,780 Kevin Fairbrother,
Stapleford, Notts

EVIL DEAD (Palace Video)
953,200 S Jackson, MNorthwich,
Cheshire

ENTOMBED (Uiimate)

Fin. 0.36 Mark Wilson, Durham
Fir. 0.38 Gary Penn, ZZAP!
Fin. 0.40 Julian Rignall, ZLAP!

EMCOUNTER (Movagen)

756,100 Stephen Blidgeon,
Wythenshawe, Manchester
643,000 Vinay Marayan, London EV
| 632,000 Julian Venus, Winchester

FRANKIE GOES TO HOLLYWOOD
{Ocean)

87,000 Gary Sampson, Stratford,
. [London

‘E'F_G{',IU Darren Mudd, Middlesbro’,
Cleveland
87,000 Liam Jeffries, Penymynydd,
Chayd

FINDERS KEEPERS (Mastertronic
£4289 B0 David Sowden, Goole, N
Humbs

£4.021.97 Mark Leitch, Nonwich,
Norfolk

£3,188.55 Keith Roach, Sutton
Coldfield, W Midlands

FIGHTING WARRIOR (Metbourne
House)

4,235 Jason Roberts, Crosby,
Liverpool

GUARDIAN (Alligata)
1,020,980 Julian Rignall, ZZAP!
755,250 Stephen Meddins,
Lichfield, Staffs

592 600 Andy Moss, Coventry

GHOSTBUSTERS (Activision)
$53,500 Rachel Watson,
Aberystwyth, Dyfed

$£62,000 Craig Dibble, Draitwich
%45,000 Warren Minton, Luton,
Herts

THE GOONIES (US Gold)

184 880 Elliot Barrie, Thatford,
Morfolk

92 065 Terry Townshend, Gt
Yarmouth, Norfolk

58,185 Julian Bryant, Reading,
Berks

GRIBBELY'S DAY OUT (Hewson
Consultants)

56,826 Bradley Cole, Bristol
32,306 Colin Box, Brampton,
Cumbria

17 560 leuan Edwards, Ramgate,
Kent

HUNTER PATROL (Mastartronic)
109,800 Richard Laure, Newton
Mearns, Glasgow

HYPERSPORTS Hmaaine}
186,411 Arron Dore, Brixham,
Devon

175,512 Norman Stavens,
Stratford-On-Avon, Warks
153.938 Julian Rignall, ZZAP!

JUMPMAN (Epyx)

156,300 Paul Campbell, N Ireland
104,550 | Final, Leighton Buzzard,
Beds

KONG STRIKES BACK {Ocean)
2,421,700 Steven Marr, Dundee,
Scotland

2,071,210 Drew Roger,
Dunbartonshire, Scotland
2,030,795 Jonathan Smith,
Mewport, Gwent

KORONIS RIFT (Activsion)
B5.610 R Mann, Coventry, W Mids

LODE RUNMER [Ariolasoft)
1.326.425 Tony Smith, Elizabeth
Vale, S Australia

MR DO (US Gold)

7.566,250 Chris Jones, Exeter,
Devon

7,038,050 Bradley Cole, Downend,
Bristol

5,286,400 Arron Dore, Brixham,
Devon

MONTY ON THE RUN (Gremlin
Graphics)

7,000 Nigel Froud, Farncombe,
surray

£.300 Mohsin Shamshad,
MNewsome, Huddersfield

3.550 Dan Williams, Londan

NIGHT MISSION PINBALL (Sub

Logic)

38,234,230 M O'Reilly. Rishton,
Lancs

10,783,460 Julian Rignall & Gary
Penn, ZZAP!

3,586,560 Gary Penn, ZZAP!

OUTLAWS (Ultimate)
15,350 Julian Rignall, ZZAP|

PITFALL Il {Activision)
199.000 Mark Hardy, Norwich,
Norfalk

199,000 Mark Bishop, Hemel
Hempstead, Herts

PASTFINDER [Activision)
999,990 Colin Box, Brampton,
Cumbria

380,190 Jonathan Betheall, Eaton
Bishop, Herefordshire

366,740 Michael Cox, Glen Parva,
Leicaster

POLE POSITION (US Gold)
134,650 Julian Rignall, ZZAP!
132,700 Nicholas Marshall,
Tunbridge Wells, Kent
131,000 Robin Candy, CRASH

95,335 Robert Orchard, Essex
85,340 Andrew Braybrook [wat
dunmnit)

73,841 Andrew Mckay, Liverpool

QUO VADIS (The Edge)

6,658,750 Martin Speight, Saltburn-

by-Sea, Cleveland

3,000,100 John Yates, Buxton,
Derbyshire

2.970,400 D Davies, Altrincham,
Trattord

ROLAND'S RAT RACE (Ocean)
137,710 Wayne Atkinson, Warley,
W Mids

94,950 Beverley Turnbull,
Colchester, Essex

47,400 Mark Taylor, Stanford-le-

Hope, Essex

ROBIN OF THE WOOD [Odin)

88 Lee Ellershaw, Blackpool, Lancs
84 Gareth Trotter, Edgeware,
Middlesex

ROCK ‘N’ BOLT (Activision)
£1.044,207.75 Gavin Berry,
MNottingham

$340,189.40 Nicholas Birds,
Buxton, Derbyshire

$136,905.25 Jaz/Gaz (relay), ZZAP!

RESCUE ON FRACTALUS
(Activision)

302,780 Nick Marshall, Tunbridge
Wells, Kent

296,498 T N Branston, Cropwell
Butler, Notts

255,897 Matthew Clark, Sutton,
Surrey

ROCKFORD'S RIOT (Monalith)
112,065 Colin Box, Brampton,
Cumbria

73,399 Craig Morris, Basingstoke,
Hants

64,744 Martin Hewson, Witney,
Oxon

RASKEL {Bud?ier
593,100 Neill Cain,
Hope, Essex

210,800 Julian Rignall, ZZAF!

RAID ON BUNGELING BAY
(Ariolasoft) s fiofe
259,650 George Harris, Kirrimuir,
Angus

167,450 Simon Perry, Woking,
Surrey _
146,200 Glenn Vyse, Irnham, Lincs

RAMBO [Ocean)

3,000,197 Andrew Grifo, Walkden
Waorsley, Manchester

1,108,200 Roger Louison,
Wembley, Middx

559 000 Robert Troughton,
Keighley, W Yorks

SCARABAEUS (Ariolasoft)

70,613 James Robb, Dumfermling,
Fife

67,000 Dean Ryall, Southampton
(9,800 Julian Rignall, ZZAP!

STAR WARS (Parker Bros)
126,642,160 Richard Cosgrove,
Mottingham

100,366,474 M Woolford, Yeadon,
Leeds

50,074,963 Paul Baker, Swindon,
Wiilts

Stanford-le

SUPER ZAXXON |US Gold)
59,000 M Stubbs, Cleveland
55,900 Julian Rignall, ZZAP!

SKYFOX (Ariolasoft)

660,600 Craig Saunders, Grays,
Ezsex

652,000 John Bell, Denton,
Manchester

230,800 M Smith, Cheltenham

SABRE WULF (Firebird)
35,545 Mark Wheeler, Skegness,
Lincs

SPELUNKER (Ariolasoft)
410,275 Jason Roberts, Crosby,
Liverpool

SPACE PILOT Il {Anirog)
78,400 Nicholas Marshall,
Tunbridge Wells, Kent
42,100 Julian Rignall, ZZAF!

SUPER PIPELINE Il (Taskset)
208,920 Paul Adams, Huntingdon,
Cambs

128,400 Warren Craigie, Edinburgh
150,420 Gary Penn, Pl

THING ON A SPRING (Gremlin

Graphics)

31 .'?%E Darren Broad, Bromley,
Kient

26,102 Andy Williams, S Wirral,
Cheshire

13,257 Andrew Grifo, Worsley,
Manchester

TRANSFORMERS (Ocean)
4,964 Stewart Bladel, Willenhall, W
Mids

TOY BIZARRE (Activision)
603,760 J Mclean, Rhondda, Mid
Glam

599 200 Philip Wilson, Belfast
206,100 Adam Long, lIford, Essex

WIZARD'S LAIR (Bubble Bus)
188,665 Philip Alderson,
Scarborough

166,985 Marc Hodge, Selby, N
Yorks

98,540 Dan Williams, London

WIZARD OF WAR |Commuodore)
515,600 Jon Baker, Moreton Thame
400,100 David Scott, Walsall, W
Midlands
358,200 Simon Hayland,
Shepperton, Middlesex

WHO DARES WINS Il (Alligata)
302,160 D Gauden, Bridgnorth,
Shrops

122 410 Ross Cairns, Scone,
Perthshire

112,550 Julian Bryant, Reading,
Berks

WIZARDRY (The Edge)

15,600 Matthew Ward, lIford, Essex
12,800 Andrew Grifo, Walkdern,
Worsiey

7,100 Julian Rignall ZZAF!

Z (Rhina)

211,100 Gary Liddon, ZZAP|
208,800 Kevin Fairbrother,
Stapleford, Notts

94 700 N J Jowett, Solihull, W Mids
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Ri ht then, no beating about
the bush, Guardian is an
excellent version of
Eugene .Jarvis' classic arcade
game Defender, Forthose of you
who haven't seen Defender (Oh
come on you must have seen it,
everyone's been to the little
arcade at Southend. You know,
the one next to the gift shop that
sells those funny shaped bars of
soap and the cute battery

owered puppies) | will explain.

ou play the goody and the idea
is to save the innocent people
from the baddies. The baddies’
aim is to capture and destroy all
the humanoids on the planet
surface. Each humanoid cap-
tured boosts the aliens’ sum
energy and with all the human-
pids in their possession the
enemy is strong enough to
destroy the planet and concen-
trate on attacking you.

Your vehicle of vendetta is a
starship — and a versatile beast
it is too, as it is capable of some
quick manoeuvring and very
rapid gunfire. The ship is able to
move up, down, left and right by
using thrust in the right direc-
tion. The weapons system is
quite comprehensive. First there
is the rapid fire laser cannon
which destroys any aliens in
sight. Then there's the smart
bomb which is lethal and is only
meant to be used in emergen-
cies. A tap on the relevant key
results in all alien life currently
on screen vapourising instantly
with a blaze that'd bring a tear to
the eye of any pyrotechnician.
However, you only have a lim-
ited supply of smart bombs, an
extra one being gained every ten
thousand points along with an
extra life, so they must be used
wisely. Finally, hyperspace is
another emergency-only piece
of equipment that transports
you to another part of the planet,
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I hate givin -
thing EEGL g ?;2:;
know the thumbs

Iy ":.'1 . I up special), the pic-

b ture looks so tacky.
'f. = Life would be so
nice if everything

could be given the

finger choking
good GL 1. With Guardian
there's no optian — a gormiess
grin special GL & just has to be
used. Though games flow in and
out of the office, Guardian /s the
anly ane | can stilf go back to and
that's after two and a half years!
That's real value for money.
Technically it's sl amazing,
using very clever sprite sharing
routines to get lots of things on
screen at once. This is a trufy
excellent game that deserves
the time and money of any 64
owner. Buy it now.

but may well plonk the ship in
the middle ot an alien. Risky
stuff.

As a Guardian your reason for
living is to protect the human-
oids to the death and destroy the
alien aggressors. The aliens
attack in waves and at the end of
each wave a bonus is awarded
for every humanoid alive. At the
start of the game eight human-
oids live on the planet but if all of
them are kablammed by landers
the end of the world happens.
Guardian challenges the player
by making the different aliens
more frantic as you progress so
they iight harder and faster.
Your ship benefits from no such
performance improvement so
things can get pretty tough.

There are a number of diffe-
rent breads in the alien troops
that scour the planet, e&ach
Eerfcrming a special task.

anders are the main attack
force and their prime task is to
capture, airlift and destroy the

humanoids. Other baddies in
the cast are mostly concerned
with hindering your attempt to
protect the humanoids.

Quite prolific are the Bombers
— these gleefully dispatch sta-
tionary air bombs as they tra-
verse the skyline. Pods are
seemingly harmless creatures
but, as the name implies, they
carry a load — in the form of a
host of Swarmers, which home
in on the ship, continually firing
furiously. Nastiest of all are the
Baiters, which materialise in the
vicinity if your efforts to cleanse
the world of all alien life forms
take too long. Moving at a truly
furious pace, Baiters head stra-
ight for your craft. Only a8 quick
eye and a deft hand can save you
from death from a Baiters body
blow.

There are two different types
of screen to keep track of the
mayhem. The largest is placed
on the base of the display is the
main scanner showing the

lanet ground and your ship.

hile the ground scrolls left and
right the ship stays relatively
steady. The scenery itself is
none to exciting — it's a moun-
tainous terrain represented by
Zig-zag lines and is where the
humanoids live and from where
the Landers snatch them. Lan-
ders wander along the land-
scape until they find a humanoid
and then swoop to carry theair
pray to the top of the screen.
Once at the top the energy libe-
rated from the consumed hu-
manoid causes the Lander to
turn into an extremely vicious
Mutant — a nasty that fights and
dies hard.

The other scanner sits at the
top of the screen and shows all
off-screen activity such as the
location of the enemy and the
humanoids. Use of the scanner
to good effect is an important
part of the game as it's possible
to see the landers picking up
humanoids. If you're quick

Defender is my all-

time favourite
viden game and
naturs, I wel

came any sort of
\conversion or deri-
vative with glee,
especially one as
good as this. Guar
dian is about the best conver-
sion argund on any micro and
contains nearly every feature of
the arcade game. There are a
couple of things which are sli-
ghtly inaccurate but t are
pretty minor and don't detract
from the game. If you want a
definitive Defender clone then
look no further than this T —
although old it's not showing its
age at all.

1T Q0ULP HAVE Beed
312dLee

|
I

Guardian is one of
the few games |
come back fo play
time after time and
has been a per-

Nt

1 sonal favourite
’ since its release
way back in aady

?5& Though the

graphics and sound are of a
simplistic nature, they are very
effective and the game wouldn't
be the sarme without themn. It's a
shame Guardian didnt elicit
much enthusiasm from the
gamesplaying public as it is
certainly an all ime classic and
makes a worthy addition ta the
software library of anyone who
fusts after a superfative shoot
8m up.

enough in getting to the scene of
the crime the Lander can be shot
and the humanoid caught as it
ﬁlummets groundwards. Five
undred points get thrown your
way for this piece of trick flying.
I;{all the humanoids are des-
troyed then the ground disinte-
grates and every Lander mu-
tates. This makes things wvery
hard indeed but the humanoids
are replaced every fifth sheet.

T And despite being ‘deleted’,
you can still obtain a copy of
Guardian, thanks to the special
gZBAP!IAIIigata offer. See page

Presentation 78%

Mo Dplinns but there are a lot of
‘nice” touches to make up for this
‘deficiency’.

Graphics 72%

Simple, but very effective,

Sound 68%

Again, simple but used to good
effect.

Hookabllity 95%
Although the keyboard layout
may prove initially awkward to
some, the game is very easy o
get into and great fun to play.

I.a:tabllllgj‘?ﬁ%
a

The highly ictive nature of
the game ensures plenty of
lasting interest.

Vailue For Money 94%
Excellent value at eight quid, but
even better value if purchased
as part of the Fistful of Fun
package.

Overall 95%

A classic game that shouldn't be
overlooked by those even
vaguely interested in the genre




Hmm. How shall | start this month's intro? 'Greatinw fellow

ZZAPlers!’. Nah, How about ‘Hi there tipsters!

7 Nope.

‘Welcome to this month's ZZAP! tips!', That's not too bad — |

know: ‘Here's this month bum
some amazing Rambo

includin

two levels of Bounder’.

ere, that's

bundle of playing tips,
KEs and maps of the first
t the niggly bits out of

the way. Next month I'll waffle on a bit about my "American

cousin’ bringing

hot new software to my door at some

ridiculous time of the morning, just as I'm getting an
amazing high score on one of the three arcade machines that

| own.

r maybe I'll tell you about the time some incredibly

famous programmer rang me up to tell me of his new game.
Better still, I'll stop plagiarising and not write an intro at all,

But for now, on with the

Z [Rino)

if you're having problems

d ing of the Control
Ship on level four, try this
short tip from Jeffrey Minter
{his name sounds familiar) of
Tadley, Hants. Simply collect
five bombs and wa the
Control Ship to appear.
When it does, release the
bombs and they will home in
— there’s no need to aim
them.

Also, a quickie from our
very own Gary T Liddon.

ing approximately ten
aliens causes the E v
Pods to appear, so it's
to keep firing.

Oh, one thing — you
only really need to shoot one
hole in the barrier protecting
the transporter unit, as with
a bit of practice you can get
through with very little
problem.

RAMBO (Ocean)

Remember the tip for
Hypersports where if you

the cassette player
while the game is loadin
you can hear the music all
the way through? No? Oh
well . . . Anyway, if you stop
the cassette player once the
picture of Rambo has been
drawn, you can hear the
loading music for Rambo all
the way through. Cor.

THE YOUNG ONES
(Orpheus)

Those kind young chappies

tips ...

at Orpheus have provided a
few h | hints for anyone
having difficulty with their
latest release . .. X

The object of the game is to
move out ofthe house. Todo
this you must collect the
eight or nine objects
belonging to the character
you are playing and place
them inside the appropriate
container. Vyvyan needs the
bin liner, Mike the suitcase,
Neil the wheelbarrow and
Rick the rucksack. ‘
Use the radio and TV to listen
for hints. i

The TALK icon incites your
character to tell you what he
n;_quid like to do, so make use
orit.

Here are some individual
hints.. .. Sy
Vyvyan. needs
tempting before he can be
putin his cage. The radio hint
about salmonella tells you
where to put the kebab and
the lager.
Mike. Phone up Colonel
Gadaffi to sell him the bomb
(you'll need 10p for the
Ehnne.‘r. The kitty likes peas,
ut not frozen so try using a
blowtorch.

Neil. Cook the lentils before
ﬁurﬁn them in the thermos
ask. Plant the seeds in the
arava, but make the tea first.
ick. There is a special book
to hold the girly dress. Don't
forget to wash the dirty

undies.

In general, grab the key to
Narnia whenever you see it.
Watch what the other
characters do with the

Once again Gary Penn delves deep into his mailbag and
rummages around a bit until he finds an assortment of tips
worthy of your attention, then throws them all up in the air,
lets them fall to the ground in slow motion and prints themin
the order he comes across them as they lie embedded deep

in the luscious pile of the ZZAP! Towers carpet (it's really
threadbare - please note Inland Revenue) .

| I:r.'l ——

objects. Remember that the
ame is based heavily on the
series, so most of the
gameplay and objects have
appeared in one or more of
the episodes. Watch out for
red herrings. Your score is
based on elapsed time so
use the speaking clock to see
how long you have taken.

if you have any further
problems write to Orpheus
at the following address . ..

Ltd, TYO,
Unit 1, Church Farm
Estate, St Glﬂl'gl-
Nr . Beds, $G19 3HP
... and 't forget to
include an SAE.

BARRY
MCGUIGAN'S
BOXING
(Activision)

A very small tip from Philip
Emberson of Grimsby,
South Humberside. Devote
75% of training time to
roadwork and the other 25%
to weights and spar time for
massive endurance.

MONTY ON THE
RUN [Gremilin)

One more for the high score
table ... Enter Arthur Scargill
for a somewhat bemusing

response.

MERCENARY
(Novagen)

Now you're not iolr::g to
believe this but the cheese
can be flown. Yep, just board
it as you would any normal

craft (although thisis a
different kind of Kraft
fﬂ:‘uaﬂl as Novagen's Bruce
rdan pointed out) and
u’re free to take off at your
eisure. Andrew Grifo of
Walkden, Worsely found
that out. Don’t know how,
but he did. Thank you Andy.

An extra challenge from
Novagen for Mercenary
freaks. ..
‘The facility to arrange these
unusual pictures of objectsis
present within the published
?ama. If ever you work out
or yourself how it is done,
do let me know. Novagen
will also be very pleased to
hear from you, and who
knows, they may reveal
some of the other weird
facets of Mercenary that
remain undiscovered.”

FIGHT NIGHT (US
Gold)

James Fish of Grimsby,
South Humberside offers
advice on how to tackle the
five boxers . ..

Dip Stick. Move in close and
repeatedly punch him until
he adjusts his guard. When
he does, change your punch,
accordingly.

Kid Kastro. Punch him in the
stomach until he lowers his
Eu&rd. step back and then let

im have it with a walking
Elunr:h to the cigar.

u Him. Has a strong
tendency to keep his guard
up but has a rather weak
stomach, so keep throwing
body blows. If his guard
drops, one or two jabs will
make him raise it.

British Bulldog. Walking
punches work best but must

/‘:F ZZAP!64 March 1986 81
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be executed quickly if they
are to ?[D'JE effective. Be
careful not to get involved in
an exchange of blows.
Bronx Bomber. Watch out
for his highly deadl
superblow, although at the
start of the round it has little
effect. The best technique is
to perform walking punches
and retreat if they are
blocked.

BALLBLAZER
{Activision)

Matthew Hodgson of
Beckenham, Kent has
managed to shut out Droid
nine in 34.2 seconds —
impressive, eh? Here's how
he manages to score so
quickly . ..

Just before the plasmorb
is ejected into the playfield,
move right and stop dead
when you are about four
squares away from the edge.
Push the joystick forward
and when the plasmorb
enters the grid, go for it.
Keep maving forward for a
couple of seconds once you
have possession of the
plasmorb, then veer left
towards the goalbeams.
With practice you should be
able to score every time.

Poke

Poke

You're something of a Joke
Poke

Making programmers
choke

Poke

Like thick, black smoke
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COMMANDO
[Elite)

Alex Hopcroft of Tamworth,
has some whizzo
POKEs for this disappointing
arcade conversion Firstly,
rewind the tape to the
inning and type LOAD
(R RN). When the READY
rompt appears enter these
KEs:

POKE 1010,76 (RETURN)
POKE 1011,248 (RETURN)
POKE 1012,252 (RETURN)

Now type RUN (RETURN) to
load the first part of the
program. When the
computer resets enter the
following ...

POKE 816,167 (RETURN)
POKE 817,2 (RETURN)
POKE 2086,248 (RETURN)
POKE 2087,252 (RETURN)

SYS 2061 (RETURN) to load
the remaining parts of the
game. The computer will
reset allowing you to type in
these POKEs. ..

POKE 14631,0 (RETURN) for
unlimited lives

POKE 2456,69 (RETURN) for
unlimited grenades

SYS 2128 (RETURN) starts
the game. Oh yes, while
we're on the subject of

|

Southfields, London. Before
start the game with SYS
128, type in the following . .

| POKE 2198,96 (RETURN)

SYS 24426 (RETURN)
SYS 2193 (RETURN)

To hear the tune played
during the game.

or...

POKE 2194,1 (RETURN)
SYS 24426 (RETURN)

SYS 2193 (RETURN)

To hear the high score tune.

RAMBO [Ocean)

The following routine was
also supplied by 'Forest’. It
doesn't give you anything as
trivial as infinite lives —
what it does is tum Rambo
the ‘game’ into Rambo the
‘music system'. Confused?
Don‘t be — type in this
listing first and I'll explain
after.

10 PRINT CHR$(147)

20 FOR A=304 TO 317:READ
B:POKE A ,B:NEXT A

30 FOR C=32768 TO
32855:READ D:POKE
C,D:NEXTC

40 POKE 53280,0

50 SYS 32768

100 DATA 173, 0, 160, 141, 0,
64, 169

110 DATA 55, 133, 1, 76, 226,
252, 0

120 DATA 169, 128, 133, 15/,
160, 1, 152

130 DATA 170, 32, 186, 255,

169, 0, 133

140 DATA 183, 32, 213, 255,
169, 31, 141

150 DATA 150, 3, 169, 128,
141, 151, 3

160 DATA 76, 99, 3, 32, 76,
128, 169

170 DATA 54, 141, 225, 65,
162, 0, 189

180 DATA 55, 128, 157, 228,
5‘51- 232; 224

190 DATA 32, 208, 245, 76, 0,
64,173

200 DATA D, 64, 141, 0, 160,
169, 11

210 DATA 141, 17, 208, 76,
84,164, 70

220 DATA 79, 82, 69, 83, B4,
33, 169

230 DATA 48, 141, 60, 65,
169, 1, 141

240 DATA 61, 65, 96, 234,
234,234,234

Check through it thoroughly
to make sure there are no
errors and save it out to tape
for future use. Put your
previously rewound Rambo
tape into the cassette
recorder, type RUN
{(RETURN) and press play
when instructed. Rambo will
now load as normal, but it
won't run. When the Sve
computer resets type
16863 (RETURN) to start the
ram. The screen should
ve a white band across it
— don't despair as this is
correct. You can now listen
to all of the tunes and sound
effects from the game by
simply pressing certain keys.
There are two sets of music
and sound effects. Press 1to
access the first set and then
any of the following keys. ..

Q — Sound effect
E—.Jingle

R — Sound effect
T— Sound effect
¥ — Sound effect
0 — Sound effect

P — Sound effect
S — Sound effect
D — Music
F — Music

G — Short tune

H—Short tune

J—Short tune

K — Short tune

L— Short tune

X — Sound effect

N — Sound effect

M — Piece of music played
during game :

Press 2 to access the second
set, then any of these keys . .

E— Sound effect
D— Drums
B — Short tune




Pressing the SPACE BAR
'kills® the tune or sound
effect piaying
Pressing ‘up arrow’
advances the tune playing—
a sort of 'fast forward
facility.
Pressing RETURN
determines which vaoices are
on or off. For example, you
can have voice one, two or
three playing on its own, or
voices one and two, two and
three or one and three
playing together. Some
weird sounds can be
obtained with this function
and it's best to experiment
to see, orrather hear, what's
ssible. It ends up being a

it like a computer

‘scratching’ device!

ROCKET ROGER
[Alligata)

Gary Saunders of
Colchester, Essex sent in
some POKEs to make this
game a bit easier to play —
and you don’t need a reset
switch to enter them! Load
the instructions, stop the
cassette deck and turn off
the computer. Now enter
this short listing . . .

10 FOR A=0TO 34:READ
C:POKE 52224+A,C:NEXT A
20 SYS 52227

30DATA 76, 174,2, 163, 1,
170, 168, 32

40 DATA 186, 255, 169, 0,
133, 183, 32, 213

50 DATA 255, 169, 76, 141,
208, 3, 168, 248

60 DATA 141, 210, 3, 169,
252,141,211, 3

70DATA 76, 0, 204

Make sure there are no
errors and if everything
seems hunky dory, type
RUN (RETURN) and press
play on tape when
prompted. The game will
now load as normal. When
the computer has reset you
can enter these POKEs to
remove all nasties from the
game. ..

FOR A=8704 TO 9216: POKE
A0:NEXT A (RETURN)

FOR A=9408 TO 9472:POKE
A,0:NEXT A (RETURN)

FOR A=9728TO
12416:POKE A,0:NEXT A
(RETURN)

FOR A=12800 TO 14272:
POKEA,0:NEXTA (RETURN)

Also. ..
POKE 21291, number of lives
(1 to 255) (RETURN)

Type SYS 5600 (RETURN) to
start the game.

HYPERCIRCUIT
{Alligata)

Yet more POKEs from Gary
Saunders (such taste in
Christian names). Rewind
our H?nemfmm't tape to the
inning and type in the
listing below.

10 FOR A=0TO 34:READ
C:POKE 52224 +A,C:NEXT A
20 SYS 52227

30 DATA 76,174, 2, 168, 1,
170, 168, 32

40 DATA 186, 255, 169, 0,
133, 183,32, 213

50 DATA 255, 169, 76, 141,
209, 3, 169, 248

60 DATA 141, 210, 3, 169,
252,141, 211,3

70 DATA 76, 0, 204

Everything OK? O
verythin e
HUPTITH RN) and ggss
play on tape to load the
game. The computer will
reset some time later,
allowing you to enter this
POKE . ..

BITOrs.

POKE 31352, number of lives
(1 to 255) (RETURN)

To start the game type SYS
26624 (RETURN)

GHOSTBUSTERS
[Activision]

Last issue Igrlntud some
POKEs for this ageing
Activision bestseller, but
unfortunately the person
who sent them in didn't say
how to start the game.
However, Stephen Griggs of
Maidstone, Kent has come
to the rescue and says that
typing SYS 24576 (RETURN)
starts the game, but it does
affect the speech on the title
screen somewhat.

Right. Something you've all
been waiting for . .. How to
make your very own reset
switch! Yay! Cheers! High
pitched whistles and
screams! Rapturous
applause! Break open a
bottle o' Champers chaps! K
L Andrews of Wootton
Bassett, Nr Swindon,
Wiltshire and Toby
McKensie of
Middlesborough, Cleveland
both sent in the following
idea...

You will need:

1 ione switch

1 (ene) 6 (six) pin din plug
Some wire

A soldering iron

Some solder

1 (one) adult to hel .fynu
with the soldering ? ou
ARE an adult, better find
another one justin case). ..

Solder wires to the switch
connections and pins 2 (two)
and 6 (six) of the din plug
(consult your User Guide for
details on the din pins). Stick
the din |IJ1Iug in the serial port
(that's the one the disk drive

lead goes into) and now you
can reset by simply pressing
the switch.

Well, not quite, since Mr
Liddon informs me that this
won'‘t work on all
Commodores. He suggests
using the ‘wire thingy
wotsit’ that sticks out of
most cassette decks. Touch
it against pin three of the
user port Enr more positive
information about the user
port, consult the User Guide
or even the Programmers
Reference Guide should you
possess such a luxury).

Unfortunately the sands of time have finally run out like the
contents of my mailbag. Never mind I'l see you next month
with some more kliw tips and tipettes (sounds like a

correction fluid).

tleast| hope so. Please keep the hints and
POKEs coming in, because without your

ion there

wouldn’t be a tips section. And then where would we be?

Tipless.

Send all cheats, POKEs, tips, hints, fan mail, money — in fact
anything but SAEs — to: ZZAPI TIPS, ZZAPI MAGAZINE,
PO BOX 10, LUDLOW, SHROPSHIRE, 5Y8 1DB.

Oh yes— make sure ZZAP! MAGAZINE is in the address, ‘cos
the poor post sorting persons get terribly hassled otherwise.

[e+] Why spend almost
$300 when you can

solve your problem
for £14.98

You need 80 characters to use
software in the 128 mode and
your existing RGB monitor
only gives 40.

It costs almost £300 for a new
monitor while our MAGIC
MONITOR INTERFACE will
give you 80 columns at a cost
of £14.95 and you can switch
between 40 and 80 characters
by pressing a switch

For more information contact:—

MAGIC MONITOR INTERFALE
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ROBTEK LTD.

(FORMERLY KNOWN AS ROBCOM)
36 Markst Place, Falloden Way, London NW11 6JF

TEL 01-209 0118
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BB8-8-80LVND To BE A HIT:

"*10 levels of fun make this torture excellent value
for money. Nova rating. Definitely one of those
‘just another go’ games. Game of the month
February'' — Computer Gamer

““The most compulsive game |'ve ever
played. If you don’t buy it you'll never
kKnow what you've missed.’' says Gary
Penn, Zzap! 64. Gold Medal Award.
97% overall.

£9.95 £12.95
cassette disc

Free with Bounder Metabolis.
Is it a man, is it a bird?
(Commodore 64/128 version only)
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Hat, Hat it’ %
A S a7 =t
where it’'s at, it’s trendier than a cat, Hat

All quoted prices include VAT, post and pack
Continental Europe and Overseas, please
item ordered.
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GAME MAKER

Activision, £14.99 cass, £19.99 disk, Joystick or keys
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The Editor: GAME MAKER's assembly line, where all the various
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Music Maker: the makings of a masterpiece — my first ever
composition in progress.
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Sound Maker: a dubbing mixer’s dream, faders and buttons galare
to play with,

OW YOu can create your

own animated computer

graphics and games just
like the best professional desig-
ners with Game Maker by Garry
Kitchen,” boasts the opening
Faragr_aﬁh of the manual su p-
ied with the program. Really?
Gary Penn puts the package
through its paces and comesto a
conclusion. .,

So you want to write a game and
don’t know where to start? Why
not try programming your fast
action shoot em up in BASIC?
No? A compiler would speed
things up wouldn't it? Not much.
Oh well, looks like you'll have to
learn machine code. . .

Then a?ain if you find the
thought of programming totally
repulsive, you could always use
one of those games designer
thingies — Mirrorsoft's Game
Creator for example? Hmm,
Written by David and Richard
Darling (authors of many early
Mastertronic classics), Games
Creator was a program that
enabled the wuser to ‘build’
games by means of simple ‘buil-

ing blocks’. In other words the
essential elements of a game,
such as graphics, sound and in
fact the basics of the program
itself, could all be defined sep-
arately with individual utilities
and brought together to give the
finished product. Unfortunately
while the idea was, and indeed
is, quite strong, the results were
on the whole, rather weak and it

wasn't really possible to pro-
duce a game of any substance
due to little flexibility within the
system. Still it was a start.

S0 now where does that leave
you? What about Activision's
Game Maker? Although it's very
much in the same vein as Mir-
rorsoft's Games Creator, it
adopts a different, less restric-
tive approach. Mare importantly
you can create stand alone pro-
grams, that is programs which
run independently of Game
Maker. rogramming know
ledge isn't required, but you do
have to grugram as such. Don't
be put off though — not a single
command or listing needs to be
typed in. No, Game Maker has
its own ‘programming’ lang-
uage and makes full use of an
unusual ‘icon” system. Those of
you familiar with Garry Kit-
chen's previous offering, The
Designer’s Pencil, will recognise
this system and know how easy
itis to use and how well it works.

Down the right side of the
screen there is a list of master
commands and any one can be
executed by simply selecting it
with the joystick and pressing
the fire button. Copious pro-
gramming commands are sto-
red behind the command win-
dow in the centre of the screen
and are accessed in a similar
manner. Despite the unusual
nature of a majority of these
commands, the language is as a
whole, relatively easy to use —
mainly due to the friendly app-

David Crane's classic PITFALL, adapted to the GAME MAKER by

Dan Kitchen, Garry's brother,

aiNil-Tsi1o

m
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roach of the comprehensive
manual, although the fact that a
majority of the commands are
sufficiently self-explanatory
does help.

To enable you to create gra-
phics and sound for use within
your Game Maker game there
are four, easy to use programs

rovided. The first is L]

aker, which is used to produce
detailed background scenery.
This drawing utility is one of the
best | have seen and contains
some superbly implemented
features, such as an excellent
zoom facility and the undo
command. The former gives a
magnified view of what you're
drawing and is handy for app-
lying fine detail, while the latter
proves very useful should you
make.any errors. For instance, if
you find you've unintentionally
drawn a line straight through
your otherwise perfect picture,
you can rectify the situation by
selecting the undo command
which promptly erases the mis-
take, leaving your picture intact.
The circle, box and line com-
mands draw their respective
shapes on screen, but if you feel
confident enough you can al-
ways draw free-hand, Any out-
standing artistic endeavours can
be saved out to disk for recall ata
later date.,

Sprite Maker is a highly com-
petent program that lets you
desE:?n any sprites you might
need for your game. They can be
single or multi-coloured, ex-

An example game —
MEGA MANIA,

Between phone calls | knocked up

this piccie of Squiffy the Bear,

panded in either or both direc-
tions, overlayed or ‘stuck’ to-
ether and so on. There is also
the facility to animate the sprite
through a series of frames.
A sprite is actually drawn with
a joystick on the sprite drawin
board, which dominates the le
hand side of the screen and
shows each dot close up as you
draw it. To the right of this there

is the sprite positioning window,
which is where the sprite you are
working on is displayed along
with any others you wish to
attach to it. Sprite Maker has
many useful editing commands
and is simple to use — results
can be obtained quickly with
minimal fuss and saved to disk
for future use.

Sound in a Game Maker pro-
gram can take two forms —
sound effects or music. Sound
Maker is used to create any
necessary noises, while Music
Maker is for those with a musical
bent. The former is a wonderful
piece of software which takes
the form of a sort of sound

A graphic example — the Christmas Card.

effects ‘mixing desk’. There are
lots of sliders and knobs to fiddle
with and after a little experi-
mentation some interesting re-
sults can be achieved. All the
various aspects of a sound effect
can be adjusted or affected, such
as the waveform and its proper-
ties, and filters can be used if so
desired. The great thing about
Sound Maker is that you don't
need to know what you're doing,
so long as the end results sound
good. And thankfully most of the
time they do.

Finally, there's Music Maker
which is used to create back-
ground or title screen music for
a game. All three voices are at
your disposal along with a
number of different instru-
ments. Notes are input on a
music sheet which takes up
most of the screen. As the notes
are entered they are played on a
representation of a keyboard at
the top of the screen, so you
know rougl&%hnw your tune is
sounding. en you're hapgv
with your composition it can be
played back in full and saved to
disk if you so desire. Even those
lacking in musical talent, such as
myself, can achieve reasonable
results with relative ease and
speed.

Once all the necessary decora-
tive elements of a game have
been finalised, th can be
brought together and used with
your program. Supplied with the

ackage there are some excel-
ent examples of what can be
achieved with Game Maker and
a little thought. For example the
Activision classics Pitfallf and
Mega Mania have been faith-
fully reproduced, especially the
former. Other demonstrations
include an animated birthday
greeting card, a draw poker
Eamm a8 couple of animated

hristmas cards and some nifty
igfaphics displays with balls and
ines,

CONCLUSIONS...

As a programming tool Game
Maker isn't overly impressive
and if you want to write best
selling blockbusters, then defin-
itely steer well clear, since the
facilities just don’t exist. How-
ever, if you are after a piece of
software to entertain then Game
Maker is certainly worthy of
consideration. Itisn’t too hard to
use and some pleasing and
often surprising results can be
obtained quite quickly. | found it
more useful for drawing pic-
tures with Scene Maker and
writing demonstration pro-
grams rather than games, and
would recommend it purely on
that basis. The fact that simple
games can also be written is an
added bonus. The title Game
Maker is perhaps a bit mislead-
ing, but nevertheless this is a
excellent package and an en-
joyable way of messing around
with your Commodore's capab-
ilities without the hassle.
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NO. Lincoln Green is NOT the in
colour for Designer Bogies in
1986. It's the mluur that Robin of
and his band of

merry outlaws used to die their
mssms before they went on the
m&mhbﬁfilhr:manndw

robbi rto

the rich. Or w’*ﬂ lngti?ka thw

Being an Outlaw can be a lot of
fun. Feasting on venison, chat-
ting up pretty maids and duffing
in tat, rich old bishops. All this
fuss about Inner City Crime
nowadays is really a bit daft —
Robin and his lot were busilv
mugging folks hundreds
Kaars ago. Only problem t’h%

ad, was that no one had bui
any Inner Citias and they had to
sproing around foresty bits all
the time.

Replace the SPG with the
Shenff's Norman soldiers, and
there you have it. A crime scen-
ario which is as old as the hills.
Or trees if you like.

Mind you, Robin and his lot
were & bit more altruistic. They
didn't just rob folks for amuse-
ment or personal gain — oh no,
they gave it all away. Outlaws in

those days had to take the place
of the DHSS. Quite an interest-
ing little set of theories |'ve
suddenly come up with here. I'm
Eﬂfﬂu B:ha the Mi?i?un 5 Um;hanrsftv
EPFH'EW'B r mn
‘Thg Roots of Urhﬂnrg:lllmﬂ and
the Foundation of the Social
Security mmm in Medieaval
England’ while you try and win
one of the MW five copies of
Robin O’ the Wood that Odin
Computer Graphics have stum-
ped up as prizes in this comp.

Oli's drawn a couple of vers-
ions of a woodland scene fea-
turing the band of Merrie Men —
ring round the differences in the
second one, complete the cou-
pon underneath with your name
and address and whizz the lot off
to ROBIN COMP, ZZAP1, POBOX
10, LUDLOW, SHHUFSHIHE
SY8 1DB to arrive by 13th March.

Right, now how exactly do
rlﬂu spell ‘mediaevail’ . . . ?
mmm,

57T “gn PIFFERSNGES?
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y ROBIN O THE WOOD,
s« from Odin

25 copies on offer for successful Difference Spotters
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aiser involves from one to

nine players competing
against fate or each other

to become Emperor of 18th
century Germany. Each player
begins life as a Regent equipped
with assets and an estate, which
must grow and prosper in order
to bring success. The ultimate
oal is to build five towns
consisting of five markets and
three grain mills), possess at
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Ariolasoft, £7.95 cass, £9.95 disk, joystick

least 25000 hectares of land and
have cash assets of 100000
Talers. Lastly, a palace and
cathedral must be built. Not only
names but gender are required
as this becomes relevant to the
player's title. The game takes
place in a series of phases which
combine to make a yearly turn.
During the turn, all options and
responses are made via the
joystick.

During the first phase, a har-
vest report arrives and must be
dealt with. If the crop has been
poor then extra su ﬁprias of grain
need to be purchased unless
you want the population to die. If
the harvest has been a bumper
one, surplus grain may be sold
off at a profit. The option to buy
or sell land is also there for
consideration. Selling land can
bring extra income (if sale prices
are judged well). Buying land is
also necessary in order to builda
palace and cathedral — both of
which are required as status
symbols during the game.

The next stage of the game is
simply a status screen allowing
you to study data on birth rate,
death rate, revenue from mar-
kets and grain mills, army costs
and how many people emigr-
ated over the past year. It is
purely informative and the
game itself continues on the
next screen.

This is where you set the tax
and duty rates. Displayed are all
the current levels of duty and
income from each area (such as
VAT) over the previous year.
These may be changed by use of
the joystick as on all the other
screens. Also, the level of justice
can be altered to increase in-
come but this can have adverse
effects such as emigrations by
‘victims of the state.’

Play then proceeds to another
information display. A map of

your estate is drawn each year
showing how many markets
exist, how many mills are pro-
ducing corn, how far building of
the palace and cathedral have
grngresseﬁ and size of the army.

he map may be scrolled, rather
crudely across the screen. The
diagramatic information dis-
played on the map is clear and
useful but rather unambitious
on the visual side. Again, after
study the next stage of the game
may be accessed.

With this year's revenue dis-
played at the top of the screen,
there is now the option to decide
how to spend it. New mills and
markets are the cheapest form
of expenditure as they bring in
an income from the next turn
onwards. On the other hand a
start could be made building the
palace (the instructions suggest
the palace is built before the
cathedral). Alternatively, monay
could be spent on the military. If
a solo game is being played, this
area is apparently inaccessible,
s0 you can't fight a war with the
computer. However, if a game
does have more than one player,
then armies can be bought (with
the option of readily trained but
expensive mercenaries availa-
ble), sent out on manoceuvres
and of course, sent to war with
another nation. No matter how
many players are involved, an
army always has to be main-
tained at some level and con-




sequently, is always a financial
burden,
Once an army goes to war, a

whole new game appears.
Again it is totally joystick orien-
ted and through a series of
Frnmpm, forces may be dep-
ﬂzad or put into action —

atever you require. Through-
out a battle and at the end of the
war, details of losses are made
available. Fithing wars is def-
initely a costly business in terms
of manpowear but it will drasti-
cally increase the amount of
land owned if successful.

After military matters have
been resolved, the game returns
to the first phase one year on.
However, if the turn has been a
particularfy good one, a new
rank in the aristocracy will be
given to you with the trapping of
extra land that comes with it. On
a more sombre note, the com-
puter may decide you have
gracefully passed away due to
old age. This is the singular
major random factor in the
game. Automatically set at the
start of the game, it is the same
for all players but thera is no way

of knowing when it will occur.
The only thing that can aid you
to a long life is the sp at
which each turn is dealt with.
The game contains a monitoring
system which calculates how

uickly different matters are

ealt with and then determines
your health.

The game is more like a com-
puter version of diplomacy in
miniature than a simulation but
there is a great deal of strategy
involved. It could prove to
frustrating however. More than
once | thought my progress was
good — only to be stopped in my
tracks by the grim reaper him-
self. But maybe | was just un-
lucky. The war game is rather
simple in terms of complexity
but adds satisfying depth to an
already subtlely demanding
game. One g feature is the
ability to access a status screen
to examine how good your per-
formance is. My only real gripe
lies in the inability to fight wars
against the computer. Definitely
the kind of game that gets better
with more players.

Presentation 68%
Meatly pack
defined ¢

Graphics 45%

Simple but effective

Instructions 60%
A pity more atmosphere wasn'l
generated here. It might have

interesting

Authe

The game

bad harvest are fairly
handled.

Playability 66%

Unce you get into the motions

Value for money
72%

Attractively priced compared to
other offerings.

Overall 61%

Mot bad at all. But unl
are othe 3

to play

interest

15 there

THE EVIL CROWN

Producer: Mind Games (Argus Press Software), £9.99, joystick and keys

view then never fear — the

real thing is here. The Evil
Crown is a one player game
about running a Barony in
feudal medieval England. It's an
icon driven game which allows
the modification of wvarious
factors surrounding the running
of your estate. Apart from the
now fashionable use of icons,
the game employs some anim-
ated sequences (to depict

I f you missed last month's pre-

ORI §
50 o B

battles and revolts) and a re-
designed character set adds
atmosphere to the game.

The main screen is split into
two halves. On the left is an
overhead view of the fields
worked on by the peasantry. The
cultivated areas are highlighted
against the forest region. If the
harvests are not too good, it's
possible to select new areas for
farming, using an arrow cursor.
To the right of the screen are
nine main icons which allow you
to alter the tax rate, alter the toll
rate for passing traders; pay
scutage to the king (to avoid
having to send your militia into
battle for him); modify the size
of the militia; give food hand
outs (if the peasants are partic-
ularly poor); spend money on
tournaments; check your prog-
ress; continue to the next stage
of the game and quit. These
icons have been greatly improv-
ed on the final version. They are
now colourful and detailed.

The idea is that from the first
year (1156), the estate has to be
managed in yearly turns. By
maintaining the right balance of
taxes and forces and proving
yourself in the annual tourn-
aments. The main strategy
elements are apparent in the
first part of the game where the
allocation of available resources
is planned. The option to con-
tinue is then selected,

The first part of this section
shows a repetitive sequence of
animals wandering through the
forest. The more creatures, the
less efficient the use of labour
and land. A ‘go away' icon
allows the scene to change to
the tournament sequence. This
is the only part of the game that
requires physical dexterity. The
player takes part in a joust, and
the top half of the screen dis-
plays the riders approaching
each other. The bottom half has
the jousting score on the left,
and a view of the oncoming
knight on the right. The cursor
now becomes the point of a
lance, itself made to move jerkily
to simulate the effects of the gal-
loping horse. By the time the
two riders meet in the centre of
the screen, the point of the lance
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must have been guided into a
position that will result in a strike
against the opponent. Enough
successful passes and the tourn-
ament will be won. This section
is particularly difficult to master,
however, so practice will be
necessary.

Whatever the outcome of the
tournament, the next stage of
the game deals with any battles
and/or revolts by the peasant
that have to be resolved.
Another aption, to pay the mil-
itia for their participation in
these events, is provided. A
simplified graphic seguence
showing a couple of figures in
combat is used to convey the
result. The colour of the figures
also reflects how large the battle
is. Assuming you are not totally
defeated at this point, the next
screen shows the harvest result.
The greater the harvest the more
efficient the labour force and use
of land. Random elements like
the effects of weather are acc-
ounted for by animated clouds
covering the sun. If all is well at

this point, the game progresses

STRATEGY

to the next year and the cycle
begins again.

Last month, | said it was too
early to tell whether the final
implementation on the Com-
modore would be any good as |
had only seen a finished Spec-
trum version. The Commodore
version has improved graphics
which add greatly to the
aesthetic appeal of the game.

In fact the game is quite enjoy-
able. What it doesn't provide is
an accurate simulation of run-
ning a medieval barony. On the
other hand, it does provide an
interesting vehicle for strategy
with a small arcade element in
the jousting sequence. The por-
trayal of uprisings and wars are
?_{;obahlz.r the biﬂgest let down.

e simple graphics display of a
couple of sprites trying to chase
each other off the edge of the
screen is really unnecessary and
unimpressive. But there is
enough game material there to
provide the player with a
refreshing change from the
usual offerings.

Graphics 76%
Colourful with limited but reas
onable ammation,

Instructions 61%

Mot as good as they could have

(am
ful for this kind of ¢
weren't any.

are use
me. [hera

Authenticlity 51%
There are some rough
guidelines. Jousting is tricky
and painful . .,

Playabllity 66%

Very easy to get into.

Value for money 79%
A good price for a well designed
game.

Overall B0%
An intriguing and enjoyable
game,

ALTERNATE REALITY

Datasoft, £9.95 cass, £14.95 disk, Joystick and keys

fternate Reality — The
City is the title of Data-
soft's ‘ultimate role play
ing game’ if you are to believe
the immodest label on the front
of the package. It certainly is big.
Two double sided disks contain
all the data necessary to play. If
that isn't enough, another disk
(yours, of course) can be used to
store a character permanently.
Once beyond the packaging and
the disks there are other goodies
to whet your appetite. Apart
from an excellently printed
uidebook to the game, there'sa
our page summary sheet of
available commands an-a map
of the city. The latter has been
left largely blank so that you can
add to it information gathered
whilst adventuring.

Lnadinﬁ up the game is rather
like watching the opening cred-
its for a major film. The imp-
ression is one of zooming thr-
ough a starfield at incredible
speeds while the titles (and full
credits) laboriously go where
none have gone before. The
character set is superb, starfield
effective and silence imposing
but there should really have
been an option to get past this
section rather than be forced to
sit through the pretentious se-

uence over and over again,
nce the title sequence has fin-

ished, there's a feast for the eyes
in the form of some very de-
tailed and immaculately drawn
opening graphics. Finally gj‘u
stand before the gateway to The
City of Xebec's Demise. The
view is really stunning. Above
the doorway, a series of coun-
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ters spin numbers at varying
Sﬁeeds. These correspond to the
physical and mental character-
istice that will determine your
limitations and strengths in the
game to come. The moment you
pass through the doorway, the
numbers freeze and you're stuck
with what you've got.

The idea is that you have been
kidnapped by an alien spaceship
and Iegetu fend for yourself in
this mysterious city, The safest
areas of this city are thase
closest to the gateway but of

course if you risk more distant
travels, the rewards will be
greater. A few areas will be

inaccessible no matter how hard
Bﬂu try to enter. This is because

atasoft intend to release future
expansions to the game. I'm
dubious about the wisdom of
this. Tha nature of the game is
evidently comlplex right from
the beginning. If their is a plot to

et into, rather than just a set-
ting for free form adventuring,
then it's going to be hard to find.
This means that there's really
very little way of telling whether
there is a complete scenario or
only a beginning to a bigger
adventure. Only time will tell, as
they say.

To begin with, you have a little
money. This should be used
wisely to eqguip yourself for
likely adventures. The city has
been well designed and there
are good and bad dealers so
shopping around and haggling
are useful. If and when success
comes your way, new attire
could be bought to fit your
station, as the rule book sug-

gests. It won't help you com-
plete the game but it's an atm-
ospheric touch. Currency is
handled in gold silver and cop-
per. It's also the only form of
treasure which cannot be cursed
or magical. There are gems and
other treasures to be found but
they could either be worth more
than they seem or be fatal lures.

Encounters are frequent also.
The rules booklet lists the diff-
erent type of characters and
creatures likely to be encoun-
tered. These range from differ-
ent classes of citizen who may
be benign or otherwise or even
legendary creatures of the night
who are best avoided.

Taverns and inns also abo-
und. They have mare uses than
supplying refreshment. Clues to

otential adventures may lie

idden in the lyrics of an over-
heard song, for instance. On the
other hand, it is possible to get
merriir drunk and this does
actually have an adverse affect
on the character's abilities
whilst he is under the influence.
Another place to go for help and
clues is a Guild building. The city
has various guilds to support the
vawin?_ adventurers’ profes-
sions. For a fee, you could be rid
of an unwanted, cursed weapon.
Healers are also useful. Many of
the claws and teeth of more
vicious creatures are coated in
strong poisons which only Hea-
lers can cure.,

As far as exploration goes, the
city is riddled with secret pass-
ages and ‘one way walls' lead-
ing to unknown locations. When
(or if] the expansions are added,

there will be dungeon comp-
lexes, a palace, an arena and a
wilderness to explore.

Earning money is going to be
necessary for a character to
survive and this is possible in
several ways. Money may be
found as the result of a fight, the
result of an adventure or by
placing money already posses-
sed into a bank account. There is
plenty of variation in the interest
rates offered by different banks.
However, the higher the interest
rate, the more dangerous it is to
invest the money. The choice is
Yyours.

Many of the best role playing
conventions are employed in
this game but it definitely has
drawbacks. The frequency of
disk changes whilst playing and
the waiting they cause, not only
make the whole process long
winded and frustratingly slow.
Sometimes the reasons for
these disk changes cannot be
fathomed out, leaving you to
wonder whether the program is
aswell designed as it could have
been. The disk changes cripple
the atmosphere and playability
severely. B‘lhﬂr‘WiSE this could
have been a fascinating game.
It's as if presentation took pre-
cedence over game design — it
shows.

Presentation 88%

The opening istotally OTT — but
beautifully designed
nonetheless

Graphics B6%

The graphics too have been
'rh::-l.Jghtfu Ily designed and
exquisitely drawn,

Iinstructions 59%

Look wonderful but supply little
more than the most basic
information.

Authenticity 66%

Would have made an excellent
RPG if it were not for the fact that
maost of the game’s true strong
points lie in the aesthetics rather
than in good game play

Playabllity 33%
Crippled by the inefficient layout
of the game over the disks,

Value for money 77%
Reasonably priced forthe size of

the game — the quality is
questionable,

Overall48%
Despite initial attractions, the
game is ultimately unplayable




have only been avail

| everal companies have
| tried to produce advanced
| role playing sagas for
| home micros. The Ultima series
constitutes one of the success
stories. In a more limited way, a
game which successfully em-
loys a lot of
eatures is The Temple of Apshai
trilogy. SSI's Phantasie uses a
fantasy world called the Isle of
Gelnor. From an old storyteller,
ou hear of the evil Black

nights and their terrible leader,
the sorcerer Nikademus. Decid-
ing that defeating this evil force
would be a good way to earn
fame and fortune, you set out to

IITTTITTT
L]

role fplaying_

This part of the column is devoted to a couple of impending releases
from US Gold. Over the next couple of months a total of ten rola
playing and war games will be reviewed. However, at the time of
writing there is little information pertaining to the price, format and
release dates of these games. Stay tuned. All the relevant

information will appear in these pages just 8s soon as itis available,
For several years now, Strategic Simulations Incorporated have
dominated the strategr market in the USA_ Until now, their games
able a5 expensive imports from a few suppliers.

Now US Gold are set to release several of these state of the art
games in the UK. After a good deal of time spent phoning the
powers that be, a box full of games arrived at ZZAP! towers on a
miserable and wet Thursday morning, It was like Christmas all over
again — enough strategy and role p?a

for months! | could see the next few
Hara are the results of my findings.

;ing games to keap me busy
ays being very busy indeed.

The game has mixed graphic
and text displays for everything.
All the options are accessible via
the joystick or keyboard. The
first thing to do after the game
has loaded is to create a band of
adventurers to aid you on your
quest. This entails going to the
local inn — the traditional rec-

ruiting QF“"""':I in role playing
games. The game allows the
eneration of practically any
ind of party

\F.nu require. The
first stage in this process is to
decide the race of the character
to be developed. These include
Human, Elf, Dwarf, Halfling and
Gnome. Then the class or pro-

FROM A MEDIEVAL MILIEU
TO APOCALYPSE NOW

| Fighter, Ranger, Monk, Priest or
| Wizard.

Each character also has a
series of mental and physical
characteristics expressed as
numerical values which affect
the probability of success by
that character in various activi-
ties. Therefore a Thief would do
well to have a high dexterity
level if he or she is to be
successful when picking locks or
even someone else's pocket.

Maturally each character can
carry an certain number of
weapons to defend itself. These
are obtained by moving the
group to armoury and highligh-

- ting the character you wish to do
the 'shopping’. Once you feel a
character is well enough equip-
ped you can use the ‘another
shopper’ command to fit out
another character, There are
plenty of weapons at the arm-
oury including swords, fleils,
spears, maces and pitchforks.

nce your merry band are fully
geared you can take them back
to the inn.

The inn plays an important
g:rt in the game and apart from

ing a place where characters
can rest is the only location
where those characters may
distribute and sell items. The
town also has a bank where you
can withdraw or deposit gold
pieces — useful, gold's heavy
stuff and not really the sort of
thing that should be carried
around a rather viclent land. If
Eou want to get your score

put together a party of like | fession of the character can be ighlighted, select the 'mystic’
minded adventurers. decided. This can be Thief, | option and it will be shown,
SEAN-M HALFLING THIEF OKAV
IVOR HUMAN THIEF OKAY
EASIGROW HUMAN RANGER oKay
ROGER DWARF FIGHTER oKAaYy
OFREY ELF WIZARD OKav

| GPENN SPRITE THIEF oKay

STRATELMH SIMULATIONS, im0

Selecting mystic also gives the
overall strength of the party.

When the party is equipped
and ready to go on their travels
an option to leave the city is
selected. The screen display
changes to a pictorial view of a
wilderness area. This area is
saveral times larger than the
screen itself and a small display
in the bottom right corner of the
screen reveals whereabouts in
the owverall world the party is
situated. There are occasional
random encounters in the wild-
ernass, another feature lifted
straight from conventional
RPGs. Some of these encoun
ters involve none too pleasant
creatures, other times MNone
player characters may be
encountered for better or worse.

Whilst moving through the
countryside, a kind of sparse
narration takes place in a small
window at the top of the screen,
Eventually, the party is likely to
come across a dungeon and
more often than not will want to
explore it. Entering and leaving
dungeons are the only times
when the disk needs to be
changed over. Once the dung-
eon has been entered, the
screen becomes a solid grey
area containing a hidden map.
The more the party experiment
and explore, the more of the
map is revealed to the group.
Again the narration appears at
the top of the map. Should the
player want to examine some-
thing they encounter, that
option is open to them — but
more often than not it's just
sCcenery.

This is where characters’
abilities really come into their
own. Thieves can help spot and
diffuse traps, although one of
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thaeir best abilities in conven-
tional role playing is their
usefulness as advanced scouts
for the party. This is not possible
due to the inherent complexities
involved but this is no great
shame. If any rather nasty crea-
tures are encountered (and they
have a tendency to exist in the
plural), the party can fiee, fight
or attempt to communicate.
Normally fighting will be the
only fruitfulgmurse of action.
Interestingly, each member of
the party can choose his own
fighting strategy. Combat is
handled in turns during which
hits inflicted on creatures or
adventurers are monitored. At
the end of each turn either the
whole party or individual mem-
bers thereof may adopt a new
strategy.

The only problem with this
system is that it is quite possible
to continue fighting, and even
be wounded by a dead creature.
On winning a fight against a
nasty, | accidentally selected the

powers Collide series.
Each module in the series exa-
mines in detail a hypothetical
conflict between US and Soviet
forces. In Germany 1985 the idea
is that Soviet forces have made
their first hostile act against the
MATO forces in West Germany's
Southern Central region where
American units constitute the
main defensive force. ]
There are two scenarios. The

his is the first in SSI'si
i episodic When Super-

fight option and was immedia-
tely plunged into & battle with
the corpse of a giant snake. This
did not stop the computer from
killing off my party’s only mag-
ician! He was fairly useless as |
could not get him to use spellsin
combat, but it's still a pretty
mean thing to do. | suppose SSI
are just poor losers ., .

On the SUIJLECI of dead magic-
ians, although ZZAP, my party's
illusionist . extrordinaire, had
been so cruelly killed off, when |
eventually returned to the inn to
distribute the wealth accumul-
ated during the first adventure, |
was asked how much | would
like to give to him. These are
unfortunately clumsy and un-
wanted features of an otherwise
imaginative and highly playable
game. If care is taken, they
should cause no problems but
that's no excuse for them.

After a fight, assuming the
party s still in one piece, the
computer shows how many
experience points have been

first, Advance to Combat in-
volves Russian and US forces of
comparable strength as the race
to establish a cohesive front line.
Invasion is the second scenario
which begins with Soviet air-
borne divisions landing behind
NATO lines. Their mission is to
block key roads and capture
towns to prepare for the main
advancing force. In both scen-
arios, the victory conditions are
the same: the player controlling
the greatest number of towns

earned hn each character as a
result of his actions. This way,
when the party return to the city,
they may opt to be trained. If
they have earned enough EHFE-
rience points and pay a fee
experts in their field will teach
them skills which will make the
characters more powerful and
useful in their next adventures.
Probably a good deal of points
will have to be earned before the
party are ready for their greatest
challenge — but that should
provide some good adventures
in the meantime.

It's so unfortunate that a
couple of nasty bugs had to be
present in the combat system.
Games" of this type do have
limited appeal but this emulates
solitary role playing so well, it
really deserved to neatened
up more than it has been. It's
impossible to tell just how much
work will be required before the

a can take on Nikademus.

o doubt, if you're a role playing

addict, it will be worth the wait.

after a certain number of game
turns is the winner.

One feature about SSI games
is that they usually contain just
about every play option you
could possibly require. Bne or
two player games are possible
with the computer playing either
side during solitaire play. Diffe-
rent levels of difficulty may be
selected.. The terrain features
may be randomized. A hex
system (scale: one mile per hex|
is employed for movement.

Movement speed of a given unit
is inversely proportional to the
number of enemy units that can
see it. Smoke screens may be
generated to cover either attacks
or retreats. Air strikes and air
superiority are taken into ac-
count and units may be hidden
for limited intelligence at the
player’'s option.

Controlling different units is
simplicity itself. Pressing F1 puts
the cursor on the nearest unit
under your command. The unit
may then be moved up to its full
movement point allocation in
any direction (barring the pre-
sence of natural obstacles) by
further movement of the cursor.
In the bottom right hand corner
of the screen, markers are set UE
in a hexagon to show whic
directions the vehicle currently
under the cursor can move. Also
displayed inside the hexagon is
the number of enemy units
which have spotted you along
with the enemy units sighted by

ou.

Y Units have several possible
modes. Transport mode makes
a unit easily and quickly
movable but only over road or
clear terrain and it also increases
a unit's vulnerability. Defense
mode means a unit is dug in to
offer the most resistance and
therefore cannot be moved.
Other modes include Support,
meaning the unit will assist any
units involved in combat within
three hexes: Normal, a unit's
standard deployment mode;
River, allowing units to cross
water obstacles; Attack, en-
hanced combat mode which

—
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also increases wvulnerability to
losses; Fire, which allows the
employment of ranged weapon-
ry and Reor, which allows the
unit to refit to regain strength
and efficiency. Changing mode
is possible at any time during
the movemeant phase but costs
movement points to do so.

The order phase offers a wide
variety of orders which mary be
given to a unit ranging from
strategic movements to take
advantage of terrain to delayed
combat and opportunity fire at
enemy targets. Artillery orders
open up a whole ran?e of

ssibility also. NATO forces

ave have self propelled artillery
battalions whereas the Soviets
have traditional artillery en-
hanced with Katyusha rocket
launchers. Direct fire, support
fire and opportunity fire are all
possible and the different kinds
of round are also selectable,

Air power plays a major partin
the game. Air strikes may be
called in to attack enemy units
on their own or to assist a
ground unit in its attack. Air
superiority is determined by the
computer based on the current
scenario and each side's air
activity during previous turms.

Combat is affected by as many
factors as possible. This makes
the combat sequences the most
realistic |'ve come across in a
tactical wargame. Yet the whole
procedure is handled extremely
quickly and it reveals the care,

dedication and skill of the pro-
grammers responsible. The
amount of information available
on a given unit is really incred-
ible. The game designers have
packed in just about every con-
ceivable consideration for a
game on this scale. Although the
scenarios are both non-nuclear,
provigion is made for the use of

WHEN SUPERPOWERS COLLIDE

Germany

®RUS*
19

nuclear weapons in future scen-
arios using the samae system.

Victory 1s difficult to achieve
no matter which side you play.
‘_I'hla logic used by the computer
iIs very complex indeed. Al-
though both sides are of com-
parable strength the different
difficulty levels combined with
the options on limited intelli-
gence and different scenarios
make this an extremely challen-
ging game.

Once the basic rules have
been assimilated, it is compara-
tively easy to play rapidly. There
is of course, the option to save a
gl_larna at any stage as the twenty
three turns the game can last
make playing it to a conclusion a
rather lengthy process. | felt my
efforts rewarded simply by
acknowledging that if | lost at
least the game itself wasn't at
fault. It's excellently designed
and highly playable. Advanced
to Contact is a limited scenario
in that it assurmes neither side
has any distinct advantage over
the other for simplicity. Ei'r. does
serve as an excellent vehicle for
testing the parameters of the
game however. Invasion is the
scenario you should aim to play
as achieving a substantial vic-
tory here is extremely difficult.
And the scenario itself is more
realistic.

MNext month, I'll be taking a
close look at both Norway 1585
and RDF 7985. Time did not
permit playing either of them
thoroughly enough for their
inclusion this issue. If you are
interested in the Superpowers
series, remember that Germany

L] -l- :'a
ply o0

] ‘f&!

*NATO*
33

0 7

0 i

7985 must be bought before the
others at it's the only game
which contains all the rules
necessary for play. The others
are only supplementary games.
As an example of the confidence
the game designers have in the
series, all the tables and combat
rules are included in full in an
appendix. It would not take
much to convert them to a high-
ly playable set of conventional
rules. All in all an excellent
game.

Presentation 95%

The best rules book, map, and
selection of play options I'va
seen on a strategy game.

Graphics B7%

I've seen better graphics but
these are still neat and clear,

Instructions 98%
Impeccable.

Authenticity 84%

The chances of having two
evenly matched forces in any
area of West Germany are
relativaly low,

Playabliity 96%

The complex rules are
sufficiently well explained to
allow rapid implementation,

Overall 97%
Amongst the best ever 55|
releases.

The limits of available space and time prevent me
from examining the other role playing games this
month, but be prepared for more in depth coverage

nextissue, ..
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Q: How can you get your hands on £79 wo
A: Grab a hold of this super ZZAP!/Alligata offer!!

Okay, let's come clean! You can save £3.05 by using

the coupon at the bottom of the page. Alligata’s twin

pack compilation containing ten of their best known
arcade ?ames by Tony Crowther and Steve Evans

normal

y retails at £10, but ZZAP! readers can get

theirs for only £6.95. (It's true, though, that at their
original prices, the collection would have set you back

9.50 — so we

ZZAP/ALLIGATA ARCADE
COMPILATION OFFER

Please send me the Alligata Ten-game Twin Pack,
Fistful of Fun & Chartbusters. | enclose £6.95 cheque/
postal order made payable to ‘ZZAP MAIL ORDER’

Name

Address

Postcode

ZZAP MAIL ORDER, PO BOX 10, LUDLOW,
SHROPSHIRE SY8 1DB

weren't really fibbing)!

LOCO

Inspired by an arcade game
Tony Crowther once saw in
Spain, this was destined to
become a classic from the
moment it arrived accompan-
ied by a Jean Michel Jarre
orientated sound track and
rave reviews.

SON OF BLAGGER
The even classier sequel to
Crowther's classic  plat-
former, Blagger. This time the
action’s faster, more furious
and scrolling to boot,

GUARDIAN

We won't waste space hers —
reaad the Past Blaster review
on page 80 of this very issuel

AITEC TOMB REVISITED
Arcade ace Crowther, deftly
turns his hand to a graphical
adventure,

HAUNTED HOUSE

Another early Crowther game
with loads of Ghoulies in it
and all the touches that
makes Alligata arcade gamaes
what they are on the 64,

All this for only £6.95, probably the best value around
at the moment, and yours because you're a ZZAP!

reader!

rth of software for only £6.95?

BLAGGER

Tony Crowther's classic plat-
form game in which you must
guide a Blagger (Burglar to
you) around 30 screens of
leaping action collecting keys
and avoiding nasties along
the way.

EAGLE EMPIRE

Steve Evans’' near faultless
version of that Eraat arcade
shoot em up, Phoenix. Kill
everything that mowves, and
dodge everything that ans-
wars back!

KILLER WATT

Another Crowther classic, a
two-way scrolling shoot am
up based on a really weird
scenario. Features light bulbs,
Eggs,ldniﬂhins, wales, ducks
and just about everything
except simple gameplay.

PANIC PLANET

Steve Evans' excellent wer-
sion of the ever popular ar-
cade game, Space Panic, has
you furiously digging holes
and bonking aliens on the
head with your showvel in
order to survive, Great!

BUGBLASTER

Whizzo adapation of the
seminal arcade game, Centi-
pede, which can only be des-
cribed as early Crowther
mayhem at its best!
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CBM64/128

The cunning Desert Fox, the wily Rommel, is on the rampage, sweeping  face conflict with his ground and air attacks. Be as wise and as caulious as
across the desert sands, laying low the allied forces and swarming  the most battle hardened general in planning your strategy and calculating
through allied territory. It is on your shoulders Lone Wolf, to halt the your tactics to rescue your supply depots, In short Lone Wolf, if you fail in
pugress of this awesome foe and rescue the Morth Africa campaign from your destiny as the complete warrior, the final conflict — a head to head
his grasp. Step forward with the courage of a fearless leader in face to tank duel with the mighty Desert Fox himsell — will be your last.

REALISTIC VOICE SIMULATION

Listen in on enemy radio messages, plan your tactics to combat their manoeuvres.

[

Sluka allach: Reep o Close ey Comviy ! Frolocl vimi comvioys Maje: B wise b yosir Canmpsaiga AmbishiThe valley s
s yomil radlad, an carly wakrding Lpieiin dcibal otsardmenl of wll strategy, protect those dicjsads in Irlested with enemy lorees
will ghve v sorne Chande sgainst cusls, withoul el supplies. your dangger fron enemy lomes, rally Bt ms ematler reach the othics
tha: givemy slioha allachs diepols will Tall. Bl in ydur v Fipeporwer o 60 s st side vou must Good luck and
eagiermess wislch oul Tor the allied destivcilve el Fraigepsy sbeoaetig
Sphifires 3 1

U.S. Gold Limited, Unit 10, Parkway Industrial Centre, Heneage Street, Birmingham B7 4LY. Telephone: 021-359 8881




mergency . . . Flest of
fifteen enemy Super-
Dreadnoughts sighted . . .
Entering this Galactic Sector . . .
Now orbiting our planet . . .
Dr_a.-'nfnf planetary core of alf

mineral resources . . . Request
assistance . . . We are under
attack...”

Once again our Solar System
is under the threat of extinction
from an unknown enemy and
once again it's up to you to
prevent such a cataclysm. Urid-
ium, the follow wup to Andrew
Braybrook's previous offering
Paradroid, puts you in the pilot
seat of the latest Manta class
Space Fighter and straight into
the action with a press ﬂ?the fire
button. Your objective is.to
destroy all fifteen Dreadnoughts
by disrupting their interstellar
power units, thus causing a
chain reaction which eventually
vapourises them. However,
things are not so easy (are they
ever?!) since the enemy's de-
fence systems must be success-
fully avoided, or disposed of if
the situation arises, before you
can land on the Dreadnought’s
master runway, enter the engine
room and prime the ship dest-
ruction sequence.

Each Dreadnought is viewed

What an absolutely brilliant
shoot em up! Undium /s
surely the best arcade
game yet to hit the 84. The
game plays excellentty,
and the only niggﬁ:'ng point
is the fact that the playing
area on each screen /s a
little small. The superlative
graphics set new
standards, and are truly
arcade guality — some of
the alien craft are
superlative. If you want to
bring a mini arcade
machine to your 64 then
trundie down to the shops,
buy this and amaze
yvourself.
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URIDIUM

Ship 3 (Copper] — the Manta Class Space Fighter under pressure
@ form of five

from the Dreadnought's defence system in
aggressive alien craft just passing overhead.

Ship 6 |Gold) — retribution from the fighters is fierce after cratering

the Dreadnought’s deck,

Hewson, £8.95 cass, £12.95 disk, joystick only
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Super satisfaction and great effects as the Dreadnought dissolves

under you
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This is the Fuel Rod Chamber, dubbed the "futuristic fruit machine
bit” where you determine the bonus [at the moment 3,600) to be
received after destroying the Dreadnought.

through a horizontally scrolling
window which follows the
movements of your craft left and
right. Aliens of varying descrip-
tion attack in a variety of diffe-
rent formations and should you
prove competent enough to
completely annihilate a wave, a
bonus is awarded after success-
fully landing. Points are basic-
ally acquired by simply killing
the nasties, but your score can
be further increased by taking
out certain ground targets.
Some scenery, such as meteor
shields and communications
aerials, cannot be shot though,
and must be flown around as
they are too high to fiy over. The
height of an object can be de-
termined by the length of the
shadow it casts.

Homing Mines are occasion-
ally unleashed from the Dread-
noughts flashing generator

rts and some deft manoeuvr-
ing is required to avoid them as
they cannot be shot. Thankfully
they self-destruct after four
seconds.

If you skillfully survive a set

number of alien attack waves
the message 'Land Now' flashes
up to indicate that you should
land on the runway at the far
right end of the ship. Failyre to
heed this warning results in a
high speed attack from even
deadlier alien craft, which get

rogressively meaner the
onger you refuse to land. On
docking with the Dreadnought
the display splits and is replaced
by a representation of the fuel
rod chamber — a sort of futur-
istic fruit machine. Here you
determine the size of the bonus
you are to receive for destroying
the battleship and this must be
done within a short time limit or
a life is lost.

As the attacking alien battle-
ships require specific metals to
be converted into energy for
their interstellar power units
they are identified accordingly.
For example, the first ship is
called Zinc, the second Lead, the
third Copper and so on, right up
to the ﬁgaanth ship which is
called . . . Well that would be
telling, wouldn't it.

Uridium is truly an
impressive game,
immacufate in both its
execution and conception.
The totally amazfni
graphics are the first thing
to strike you, they really are
excellent. The game itselfis
impressive as well and
even thoughnotagreatfan
of shoot "erm ups Uridium is
still great fun to play. The
Manta 15 very responsive
indeed and is pleasure to
controf, skiffful handling
providing a similar sort of
Jjoy to that on Defender.
Using software sprites for
the ship’s laser fire means a
fot of bulfets. Even so the
game sra‘zs super sfick and
smooth throughout. Some
of the effects used are very
cleverindeed especially the
boiling away of the ship at
the end of the wave.
Despite Uridium being a
shoot em up it's not all
mindless violence,
knowing the maps of the
various Dreadnoughts is
essential to get anywhere
of note. Overall an
excellent game that should
be on every 64 owner's
software shelf.

The mast impressive thing
. about Uridium /s the
incredible graphics. They

are quite stunning and  {
easily arcade quality with
amazing smooth scrolling
and bas-relief used to
sensational effect. The
sprites are superbly
defined, the use of colouris
exceptional and there are
some brilliant special
effects throughout the
game. Sound is also put to
good use as well with a
neat tune on the title screen
and some whizzo effects
within the game itself.
Uridium isn’t just amazin
to look atand ;‘:'sre-: to—it's
great fun to play and is one
of the most addictive and
spectacular shoot em ups
yet seen on any home
camputer,

Presentation 99%
Slick in every aspect and
many useful options.

Graphics 99%
Ineredible high speed,
smooth scrolling
backgrounds, superiative
sprites and exceptional use
of colour.

Sound 94%
Greal title screen tune and
highly effective FX.

Hookability 98%
Highly addictive due to
breath taking graphics and
simple but rewarding
gameplay.

Lastability 92%
Fifteen Dreadnoughts may
prove monotonous to
complete due to little
variation in play, but still an
enjoyable game to come
back to time after time.

Value For Money
92%

Slightly more expensive
than previous Hewson
releases but definitely just
as worthy.

Overall 94%

Visually awesome,
sonically sound,
technically stunning and a
brilliant shoot em up to
boot.

"SHAPES oF Zoor' " Y03
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ELEKTRA GLIDE
BREAKDOWN

little news snippet from our
speedr\ racing correspondent.
English Software seem to be
having oblems with
their new, ' racing
game Elekt

one last year
er? It might h:
but the pro
ow the
n Se&ms

it

dore

THE NEVER
ENDING STORY ...

Ocean continue to advertise
more games — the |atest being
Superbowl, an American
football game. It features plenty
of animation and the two teams
which have made it to
Superbowl XX, It should be out
by the time you read this. ..

V., based around the smash hit
US telly series, sounds like it
could be pretty interesting. The
game is set in the Visitors' giant
spaceship and you play the hero
who has to run around and kill

off all those nasty lizards before
they make lunch of you.
According to Ocean the graphics
are 'very, very good indeed’ and
consist of large animated
characters. This we look forward
to seeing sometime in the not-
too-distant future?

Knight Rider Comic Bakery
and Daley's Supertest should be
out about now we were assured
.« « jeepers creepers, could this
be really true, do wonders ever
cease, will my nose ever stop
growing?

EVERYONE'S A
WINNER BABE,
THAT'S THE TRUTH

From our well hungover
correspondent.

At the riotous InDin (read
Shadowspiel for more
information) the 1985 Newsfield
awards were given. These are
the awards chosen by the
Commodore, Spectrum and
Amstrad employees of
Mewsfield, and there was much
controversy and fighting when
they were chosen.
Here are the

Amdrew Wright grac
most underrated game L
Ofiwer Fray |1efi] weal
Phillips Lex-Bug Byt

amakher wistim

lan Stewa
from CHiver

tu W
2], the InDin"s Master of cane

- takes the mwi

et of Gremiin Gr aphic

Commodore awards:

Best arcade game: Paradroid
(Hewson); Best adventure:
Hitch Hikers Guide to the Galaxy
(Infocom); Best stfatega game:
Theatre Europe (PSS); Best
Epoﬂs simulation: Winter

ames (US Gold); Best music:
Monty on the Run (Gremlin
Graphics); Best alternative
software: Little Computer
People (Activision); Most
underrated game: Pastfinder
(Activision); Best
advertisement: Nodes of Yesod
and Robin of the Weood (Odin).
We'll just have to see how you
readers react in the readers
awards of 1985.

Amcrew Brayhrook recenes the

Gama for P

sxFintd award for the
i mt;‘:*'iTHr:JDEH for Activision
i : o wiith it and John

rr oner thee e yriees, waits for

ard for Berst Miusic

Nwrsfieid

ARADROID at o recent Hipeson L

ULTIMATE PLAY
THE MARKETING
AGREEMENT

rumaoLrs and
have
now confirmed that they have
finalised a marketing deal with
no other than US Gold. Yes, rest
easy guys ‘'n’ gals, US Gold will

n
be handli nﬂ the marketi
and satur;gnd also have ﬂmng
rights to convert Ultimate titles
to other computers. . . could this
maean that Knight Lore will
appear on the 647

e

Arcads
e o th Bast !

-Tun:w]-. |unchaan in London
E

Realtime are at this very
moment speadily programming
Argonautica, a game based
around the mythical exploits of
those Grecian heroes of old.

The game is a multicharacter
arcade adventure played over
several scenes of scrolling
locations and involves some
‘incredibly detailed
backgrounds'. Realtime are
having big problems in
cramming the whole thing into
the 64's memary and it could
well end up being a two cassette
game. Better get your Chitons
ready matey,
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(SEEING INTO
THE FUTURE ..

The Shadow recently received a
visit from Steve Wilcox, Biﬁ=
Cheese at Elite, to show off pre-
Erﬂductir_:-n copies of Bombjack,

lite's next release forthe 64. It's
converted from the ever popular
arcade game Bombjack (a bit
surprising that). Though still due
for quite a few changes the
version shown was quite
Em’miﬂing, Also revealed were

lite’s plan for their next arcade
conversion, Ghosts and
Goblins. Though not as famous
as Bombjack, Ghosts and
Goblins has built uRI:]u‘rtq acult
following, Look to future issues
of ZZAP! for full reviews by our
expert (snigger) panel of
gamesters.

HEROlNI'ff

After last year's SOFTAID the industry
seems to have found another pet charity
and this time it's Off the Hook. With all the
proceeds going towards the fight against
drug abuse, a number of software
companies have pulled together to create
a compilation tape for both Commodore
and rum. The Shadow agrees that all
this abusing of drugs is terrible and from
now on everyone should make the effort
to treat them with care. If a compilation
tape is to ba launched what better than to
adopt Jeff Minter's Yak’s Progress. At the
very least | feel the collection of games
should include Psrchadeffa. It breaks my
heart to think of all those poor drugs being
badly treated and it should be universally

HEROES AGHINST

SO0FTWARE POW POW

Off the Hook was recently launched at the Industry
Dinner {InDin tothe initiated) at a Park Lane hotel and few
weeks ‘z:Fn The Shadow found himself at the Grosvenor
House Hotel rubbing shoulders with the influential and
effluential. It was here that the annual software industry
back slapping awards were being held with various
companies and persons vying for the honourofaClive to
be bestowed upon them. The title InDin seemed
appropriate considering most of those attending were
cowboys.

An interesting highlight in the evening was the
Eﬁsentatl:&n of the acronymically named Biggest Official
igous Lawsuit Involving Computer Subjects award

which went to EMAP for it's legal action against CRASH

mag‘gzine. The award was collected for EMAP by Bill

4| Scolding, editor of Sinc/air User magazine. Mr Scolding
# was invited along but since EMAP hadn’t purchased a

4 £1000 table the poor man had nowhere to sit. Unable to

let a fellow colleague have to stand when most people

were having the greatest difficulty staying vertical, a seat

was offered at the ZZAP! table and it was from there that

agreed that everything possible should be
ironic.

Bill Scolding received the award for EMAP. How very

BREAKING OUT THE
BUBBLY / 4

Another interesting event at the InDin was the auctioning
off of a vintage bottle of champagne. The money raised
to be used to launch OFff the Hook. In a battle to discover
who had the largest wallet various companies bid
against each other for the honour of having their picture
on the front page of Computer Trade Wﬂﬁ supping the
said champagne. The trouble was that when it came to
everyone getting their wallets out they all looked a bit
puny when the Ocean Syndicate slapped their’s onto the
table. Inthe end everyone decided to bid together with 14
software houses giving a thousand pounds.

done to help them.
L)

#

Last month's meld demonstrated the true power of The Shadow. True Truth seekers are likely to
remember the short story on CCl Action Man reporter, Francis ‘Felix” Jago. Various minions have
reported an interesting conversation between Novagen supremo Bruce Jordan and FJ.
Apparently the intrepid journalist was phoning Novagen for some information on Mercenary and
was put through to Bruce. Upon discovering who the caller was Bruce is reported to have
exclaimed 'How's Felix? You're nearly famous now aren’t you?". Obviously Mr Jordan is a truth
réaakaf thlgnuglil and through and is deservedly awarded honourary membership of the Junior
hadow Patrol.

l outcry will be as great so

BUT LO-
WHAT 15 THIS 7

This month’s Rubber Fish of Stupidity is
awarded to Rod Cousens and :
arrangers of the InDin. Though happy to
hand out Clives to various undeserving
candidates, in a display of shocking
insensitivity Tony Takoushi was totally
overlooked. The situation is somewhat
analagous to the Government’s shock
decision to leave Bob Geldof unrewa
in the New Years honour's list. It's likely
that Mr Takoushi is a personality well
known to you through his relentless
against piracy over the last year or so.
Piracy is a terrible thing that can starve
software producers of much needed
profits. Tony Takoushi has seemingly
dedicated his life to battling the
malnutrition and despair currently being
experienced in many leading companies
Though his case is certainly as tragicas &=
Geldof's it seems unlilmly; that the public
Shadow has

decided to start a campaign to make s
that people get what they deserve,
starting with Tony Takoushi.

By
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ON THE HUNT FoR JusTILE!

Being a man of more than
meagre faimess, The Shadow

finds it hard to tolerate any two happy-go-lucky lads were
being mistreating others of an blowing smoke into Andrew's
" inferior nature to themselves. A hair to make it seem to be on fire.

rersnn whao is prone to such Just a simple prank keeping in
endencies is Andrew Wright of  tune to Activision's genera
Activision. The constant devil-may-care attitude. Sadly
torment of people likening his Mr Wright did not see it this way
appearance to munard'’s and set upon the pranksters
singer Jimmy Sommerville has  shouting ‘Get off you little fword
metamorphosed Activision's meaning ‘cut turf)I'. Thisman is

chief of Press Public Relations dangerous and must not go
(PPR) into a crazed psychopath.  unpunished. Any fitting

To ease the tension his latest suggestions would be gratefully
hobby is beat!r:_? his YTS game  received. Any punishments
testers Martin Gysh and John fitting the crime will be printed

. On a recent occasion the  in this column. .

MORE mTuRE UL

The Shadow was recently
viewing The Terminator, a film
starring Armold

ikl Ml - -

4 Schwarzenegger as a nasty Talking of metalic meanies, Thor
' iy st £ | robot baddie of ona benderof  aresetto release The Liguidator,
: bk fk . carnage and mayhem. At the a story about a nasty robot
P L Vel s & end of the film there’sascene  baddie on a bender of carnage
Yoo v i showing a view through the and mayhem (sound familiar?).

eyes of the robotwithallsortsof  As the hero your job is to
computer typetextrolling upthe  restrain the cyborg and give him
sides of the screens. Usinghis & talking too. Also in the
power of pause The Shadow ofting from Thoris LCUP.S., a
worked the remote controland  space shoot em up in true
noticed that the text rollingup  arcade style. With three ZZAP!
the sides of the screen was, in Sizzlers behind them any new

S LEEELETE

. fact, 6502 assembly code. | game from Thor/Odin should be
R it g e suppose Mr Schwarzenegger worth looking forward to
4 ki | was having a quiet thought Hopefully there will be a review
- o5 J“}’:“j < about the good old days. of .C.U.P.5 next issue.

= B Ty
pss| CUTE CLARE MIRSCH NEE

TROTTER DOIN[: HER !
FROG IWAPRESEION... I

e

This month sees the start of

|| The Shadow's Software Cuties
section and this month’s hot . REsl ny R
selection sees the appearance A T W E =
of Mastertronic's gorgeous, g - 4% 2 .
pouting Alison Beasley and
Activision's very own Clare
Hirsch nee Trotter, a woman
whose marriage broke a
million hearts,

’

Ml 708 e 5.§~

THE TRuUTH SEEKERS
GATHER .,

'}

Well that's it for this month truth seekers as the bonds of
melding that form The Shadow fail. Remember, a shadow
cannot exist without light and THE SHADOW is cast by the light
of truth. Any information to further the quest for knowledge
should be sentto , ,,
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2B comr HO HO

Win your very own Hologram in the Lord of the Rings Comp

30 copies of the Adventure Game up for Grabs too!

Holografix — the firm founded
by Mark Eyles and Caroline
Hayton of Quicksilva fame —the
hollijc_lrams depicta Hin%Wraith,
or Mazgul. Now the Show is
over, the nice lady at'Melbourne
House, Paula Byrne, is offering
one of these holograms as top
prize in this competition. Thirty
runners up will also collect a
copy of Lord of the Rings, the
computer game.

Many happy hours of adven-
turing are guaranteed if you win
one of these games — and one
lucky adventurer will be able to
get into the mood, playing the

ame while his or her very own
azgul stares down from the
wall,

What you got to do? Easy.
Imagine you're a hobbit trans-

orted to the twentieth century
that's like, now. Today). Once
you got over the initial bewild-
| f erment of motorways, jugger-

Hobbits and Competition Min- nauts, television, space ships,
ions have a lot in common. We telephones and the like, what
both like the quiet life — much would be the first thing you'd
preferring the confines of our do? Would you ring Directory
nice warm burrows to frenzied Enquiries to see if Gandalf was
activity out there in the great on the ‘phone? Would you t
wide world. In my case, the and hitch a lift on Concorde:
burrow is the ZZAP! broom Maybe you'd get a Commodore
cupboard (which doesn’texactly and start playing games with a
boast hot and cold running wvengeance.

water, but with a bit of effort a Decide what your first priority
well comfy nest can be made as a modern hobbit would be
from bog rolls and dusters). and then draw the scene. Send

Melbourne House have bro- your painting, drawing, etching,
ught the cast of characters who watercolour or photograph to
live in JRR Tolkien's Lord of the 20th CENTURY HOBBI%. EZAP!
Rings trilogy onto the computer TOWERS, PO BOX 10, LUDLOW,
screen in part one of the Lord of SHROPSHIRE, SY8 1DB to arrive
the Rings trilogy which should by 13th March which is the day
be available on the Commodore o¥judgem3nt. The most imagin-
any day now. ative piece of artwork (with the

Visitors to the Melbourne bestest hobbit picture) will win
House stand at the Personal its creator the Mazgul Hologram,
Computer World Show last and the next thirty in line, in the
September can't have failed to opinion of this Minion, will
notice the striking holograms collect copies of the Melbourne
they had on display. Made by House game.
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The event every Commodore Dosebions Pebeeions
user is waiting for. ..

Champagne Suite and
Exhibition Centre, Novotel,
Hammersmith, London W6

This is YOUR chance
to see the very latest
developments in EinN : ', BN mﬂ?
Cummodnre cumputing. ﬁ:%‘n’ﬁ“ﬂ SHEPHE RDS BUSH GHEEN 2
On display will be all 30183 - g
the new hardware and N o | | 3 Saturda
A REE: v
software releases from mg?mmﬂ——ﬂ s mg =
' | Britain and the USA [a— e 1 0
. | that keep Commodore Sl E e 3 X M
in the forefront in jﬁ/ f; el | : Pl e
hllSiﬂESS, Edllcatiﬂn ﬂnd i :mf:EETMrTH FLYTOWVER TALGARTH E‘ WEE'IESWWE':" h
home computing. : 5 :I por
Earl's '-“"‘T"'

Seethe =
How to get there:
AMIGA Novotel London isright by the Ad/Md and s onlytwo

minutes from Hammersmith underground station (for the

- - West End, and , For those th
in action! o Sl Flk s ot oy ek o

I e 5
. Please supply: o
The Ttk offical | Advance

[ |

Save £'1 B[] Adutickessat£2(save 1) £ B

t" f".’fl(‘ = D UHdGI’ lﬁsli:kelsﬁtﬂlf.m!lll ...... E Clmﬁm tickﬂ ordﬂ .

- and miss P — Pmlm:m%ﬂr::g:::zn. =
nchosed Europa House, L] s

the queues! = 0 gﬁb‘:fpubmgiﬁf“b'e i Hazel Grove, Stockport SK7 5NY. [

- 'H,' ."H.’IH'“”_"_.} . D Please debit my credit card account L R R e i TR e T B = L E - =

for vour = RN it I L s ot o N AR s | - B

H('h{r[}, ..Hc.mg‘ P e Y 5 e L e e i .

now! PV o ) e e essssasscrasaan sgsasiaasasiisssis T RS U e |

B Admission at door: PHONE ORDERS: RING SHOW HOTLINE: 061-429 7931 g

£3 (adults), £2 (under 16s) Please quote credit card number and full address. 2
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AIRWOLF

Elite

The game of the popular heli-
copter series certainly caught
the eye of our keen eyed, spotty
and then-young reviewers. The
idea of the game is to enter the
caverns of the evil General
Zaranov in Airwolf and seek out
and pick up the scientists being
held prisoner. Poor old Jaz had
to be ‘forced away from my 64
with this one’ whilst Gary cared
not that it was a Fort Apocalypse
derivative, and observed that
‘what we have here is an ex-
tremely addictive shoot and pick
em up’. Bob Wade, then soft-
ware editor, summed up the
whole thing in his usual devil-
may-care verbose way: ‘a great
game’,

| remember playing and playing
this and not getting very far at all
— it's certainly a tough little
game. The graphics are still nice,
even by today's standards, and
although the playing area is only
9 x 9 screens it has been welf
planned so it seems twice that
size. ft's still quite a good game
really, and about the best offer-
:rhq rom Elite.

J

About the only thing | remember
about Afrwolf is that it came in
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late and we only just squeezed it
in the first issue. After Kokotoni
Wilf | expected the worst but was
pleasantly surprised by a very
ood game - although that was
then and this is now. And now |
dﬁc;n't think so highly of Airvolf,

8% FESim= BE%

BRO, S

(Jaz) | think perhaps the overall
mark should be in the low eigh-
ties, but all the other marks
seem quite fair.

(Gaz) The presentation was
underated by about 20% while
the graphics should be lowered
by about 16%. In fact both
hookability and lastability would
look better 10% or so lower as
would the wvalue for money
rating.

BOUNTY
BOB STRIKES
BACK

US Gold

The Atari version of Bounty Bob
arrived long before the Commo-

It’s not quite a year since ZZAP! 64 was born,
but it's over a year since the games in issue 1

were conceived and programmed, so it
seemed a good idea to us to take a look back
at some of those first reviews and see how
not only they but the games in question have
survived the test of time. Have the games
aged or been superceded by better product?
Are they still worth the ratings they were
given, and if not why not? Gaz and Jaz, sole
survivors of the original ZZAP! team, have
only examined the top reviewed games
which, in the case of issue 1, numbered ten.

dore wersion so we thought
‘what the hell, both versions are
identical, let's review it’. It's an
excellent 25 screen platform
gam& which apart from being

rilliantly conceived has heaps
of minute features still undis-
covered. Our reviewers fairly
burbled with delight and the
light of the Yeovil was seen to
burn brightly long into the night
as a result of its horiffically
addictive qualities. According to
our youthful gamers it seems to
come with its own built-in dis-
gpases — Gary said that ‘once
struck by this game you won't
recover’ and Julian, who's never
been known to exaggerate, suf-
fered horribly whﬁnt and cold
flushes, shaking limbs and hal-
lucinations’. Bob, on the other
hand seemed immune to its side
effects and only commented on
its ‘excellence’ and ‘complexity’.

Ah! My favouritest platform
game ever. | still go back to thisa
vear after it was released. The
wickedness of some of the traps
and puzzles and the immense
amount of features really makes
this one of the classic 64 games.,
If it doesn’t grace your collection
then you should trudge out to
yvour nearest software retailer
ﬁd buy it now!

| didn't think that much of
Bounty Bob at first and it took
quite a while for me to change
my mind, unlike Bob and Julian
who were hooked from the start.
| still find it as addictive as ever
and it's still the best platform
&?‘ma available on the 64.

EB% H-- pp——— 91% "‘"E:,-'“—"'

52% s, (g Eome e

8GOy, Sz

(Jaz) | think that it was under-
rated if anything. Hookability
and lastability should be turned
up a notch and overall should
have been well into the nineties.

(Gaz) Perhags the presentation
should be a bit higher — but not
much. Otherwise the ratings are
fine, although value for money
would benefit from a slight
boost.

CAULDRON

Palace

At the time Cawldron was re-
leased, decent arcade adven-
tures on the 64 were few and far
between, or so the review clai-
med. It then went on to describe
what is essentially a 180 screen
arcade game combining plat-
form and shoot em up elements
with a witch in the title role and
adventure overtones — or a
‘marvellous cross between De-
fender and a platform game’, as
Bob Wade succinctly put it. Gary
was of a similar opinion and said
that Palace Software's Sizzler
was ‘definitely an enjoyable
challenge to novice and profic-
ient arcade adventurer alike.'
Julian however, thought it wise
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Elite caused

e

to offer the somewhat sardonic
warning ‘Don't play it after
midnight!’ instead.

It worked well on graphics and
content, but on reflection it was
just too difficult to play to make
it a popular hit. However, | liked
its mix of game ideas and | still
afgnk it stands up.

Cauldron was one of the first
arcade adventures on the 64 and
if it was a little easier to play it
could be classed as one of the
best. Looking back on the review
| think we overrated the game as

it is too hard and should have
its

been marked down for

unplayability.
GP
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{Jaz) We slightly overrated the
game. Looking at it now | think
maost ratings (except graphics)
should drop 5 to 7%.

(Gaz) Presentation needs a
boost of 20% and both hooka-
bility and lastability should drop
by 10%, maybe 15%, as the
game was far too hard. Overall
— 10% less sounds about right.

ELITE

Firebird

lenty of controv-
ersy in the P! offices. Fire-
bird bought the game up during
a weekend when Gazzajaz
weren't in Yeovil and the only
member of the team who saw it
was Bob Wade. He raved over it
and it was duly awarded a shiny
new Gold Medal, rather unfairly
and against the awesome ZZAP!
reviewing policies. Neverthe-
less the review went ahead and
Bob using his complete diction-
ary of superlatives described
Elite as ‘brilliant’, ‘terriffic’ and
‘truly a mega-game’. The game
offers massive depth as you
explore a galaxy of over 2,000
planets and pits you against
pirates, the police and other
traders as you try to become one
of the Elite. It was several
months (due to the massive
delays in production) before the
terrible twain saw the game, and
when they did they didn‘t
seemed as impressed as Bob
was. ..

My first impressions when | saw
Elite was ‘Oh no, this shouldn't
have been a gold medal game’,
On pfaying it those fears were

further strengthened — the gra-
phics are horrible and flickery
and the game plays so-o-o-p
slowly it's awful Oh well ZZAP/!
readers seemed to like it al-
though | never really enjoyed
l!jfae experience,

On seeing this so called ‘game of
a lifetime’ for the first time |
laughed. A lot. Then | cried,
again a lot, but not physically,
more inwardly — at the obvious
mistake. | can't believe Bob

rated this game so highly. While
the BBC version was enjoyable
to play the 84 conversion was
most certainly not. | didn’t like it
when it was first released and |
like it even less now.

GP
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(Jaz) At 95% the game is tre-
mendously overrated low
eighties would make me feel
happier. The other ratings
should be lowered by at least

10% apart from the sound,
which was massively
underrated.

(Gaz) The graphics should de
finitely be lowered by about
30% along with hookability,
lastability and value for money
by around 20%. However, the
sound is very good and should
be in the high eighties.

LORDS OF
MIDNIGHT

Beyond

This classic graphic adventure
which has no less than 4,000
locations and a picture for each
certainly tickled the fancy of the
team and showed that contrary
to common belief, they do have
enough grey matter to cope with
complicated games. Bob tho-
ught the game to be ‘truly an
epic’ and Jools reckoned it
would ‘have 64 owners up until
the dawn chorus’. Gary too
though it was rather good and
recommended it to ‘adventurers
and strategists alike’. Apparen-
tly the ZZAP! readers didn't
seem to agree and Beyond
announced that they weren't
going to convert the other two
titles in the trirngJ. Since then
‘due to popular demand’ they
have decided to release Doom-
dark’s Revenge and it should be
out very soon.

! really enjoyed playing the
game when it first carme out, but
regrettably never really had the
time to return to it and have a
bash at solving the thing. The

amount of locations and thepr
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massive number of pictures
make this a real winner — I'm
juﬁakmg forward to Doomdark’s.

While | found Lords of Midnight
enjoyable to play when it was
first released, it isn't the case
now. It's still a very Fmd game
but not something | would go
Eﬂhl:k to very often.
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{Jaz) I'm quite happy with the
ratings. . .

(Gaz) I'd knock down the hook-
ability and lastability by a few
rcent, maybe more on the
atter, and the owerall rating
would be in the low eighties,

PASTFINDER
Activision

This was recently awarded the
titlte of The Most Underrated
Game of the Year' by the ZZAP!
team. It's a vertical shoot em up
with a difference which has you
leaping across a wvery surreal
landscape in a manoeuverable
and oddly shaped craft in
attempt to pick up and deliver
artifacts. Everyone seemed well
captivated by this oddity and
they all went on to explain that a
book shouldn't be judged by its
cover and that this one was a
classic case of what might just

happen ...

This was one of the best games
of the year in my eyes, and one
which was sadly overlooked by
many. The graphics are excell-
ent and the depth of game ay
superb. It's still great by today's
standards and if you're looking
for an wnusual and brilliant
shoot ermn up then have a search
..aaound forthis.

I would say that at the time we
underrated Pastfinder quite a bit
as did most people. It doesn't
seem as impressive as it did this
time last year, but it's still an
excellent shoot em up all the
EHI;HE and is worthy of attention.

Ba% Gt g S
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(Jaz) This is still very underrated
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- cars travelling the same route.

in my opinion! Nineties if any-
thing for the overall percentage,
Erap ics up a few marks and

ook and lastability (especially
hook) up a fair bit.

(Gaz) As the game stands today |
would leave the ratings roughly
as they are, although hookability
could do with a small boost and
50 could overall.

SHADOW-
FIRE

Beyond

This icon driven adventure was
another game which tested the
brains of our intrepid reviewers.
Gary was seen mooning about
for several days prior the review
trying to work out how to tackle

the encyclopedia sized instruc- |°

tions sent to him . . . poor lad,
he'd only been in the reviewin

business for a week or so! Still,
cope with it he did and the team
seemed to enjoy trving to rescue
the ambassador Kryxix by con-
trolling the five members of the
Enigma Force (either that or they
couldn’t understand it and only

pretended that they did).

I did like }Dfay."ng this, but in
retrospect | think that it was the
superb %raph.&':s which seduced
me — the game itself is rather
garfng.

Although | never solved Sha-
dowfire, | enjoyed playing it a
great deal. | found the graphics
and sound very impressive and
would say we underrated the
latter at the time.

{Jaz) | think that the ratings
should have been more in the
eighties, especially lastability.

(Gaz) | would knock all of the
ratings down by 10% (ish).

SPY HUNTER

US Gold

This arcade conversion pro-
duced many fruity outpourings
from the team. The game is

quite simple — drive along a
vertically scrolling road and
shoot or bump the many hostile

‘A fantastic conversion’ quoth
Robert Wade whilst Gary chose
’mrppelllrjg stuff’ to sum up his
feelings. Julian called it a "su-
perb arcade blast em, bump em,

crash em all action shoot em up’
which, oddly enough, seems to
da&:lt:ribe the game reasonably
weall.

! really enjoyed playing this, but
like most arcade games it's
hookable effect is only very
short term. The other niggle was
that it was too easy to play,
especially when compared with
5!;'& arcade version.

On reflection | think we over-
rated Spy Hunter. While it was
fun to play initially, the novelty
soon wore thin and | didn't find
myself playing it too often. And
then there was that awful bug . ..

GP
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(Jaz) Hmmm. Hookability
should be about 10% less and
lastability down by at least 20%.
The same goes for the overall
rating — the game seems quite
primitive when looking at it
again.

{Gaz) The sound rating should
be a lot lower, say 20% or so, as

should hookability and lastabi-
lity at 15% and 25% less res-
pectively. Overall would be

around 20% less.

SUPER HUEY
US Gold

This excellent helicopter flight
simulation really caught the
fancy of ‘the guys’, and Rockford
too. The simulation has three
different flight missions (com-
bat, rescue and exploration) and
a flight instruction course to
hefII? \{tuu through any initial
difficulties. Gary told readers
that ‘this is undoubtedly one of
the best flight simulators on the
64 for under £30' and Bob com-
mented on the ‘wonderful action
sequences’. ‘Superb and novel’
was Julian’s thoughts while
Rockford squeaked ‘hey, it's a lot
better than Combat Lynx" from
the confines of his margin,

There's a distinctive feeling of
exhilaration every time | play
this — it's still one of my fav-
ourite simulators. The graphics
are great and the sound of the
helicopter engine superb. We
failed to spot some of the bugs
in the program, but they don't
ﬂa#y detract the game.

| thought this was a brilliant
flight simulation when | first
layed it, but my enthusiasm
as diminished somewhat

-

since. The sound FX are still very I
g.;‘ﬂﬁ though.

(Jaz) The game has stood the
test of time and in my eyes the
ratings should stay as they are.
Maybe the sound was under-
rated — it is excellent.

(Gaz) The graphics | would lower
by 15%, the sound is about right
but hookability and lastability
should be lowered by around
5% and 15% respectively.
Overall — about 10% less.

TIR NA NOG

Gargoyle Games

This arcade adventure with a
difference puts you into the
moccasins of Culchainn on his
quest to re-unite and then acti-
vate the Seal of Calum. The main
character is huge and superbly
animated as he plods around the
landscape. Julian called it ‘a
REAL arcade adventure’ and
Gary said that it was a ‘true
computer movie’. Bob's rather
ambiguous comment was sum-
med up ‘a delightful delve into

mythology'.

Looking back on Tir Na Nog /
hawve a strong feeling that it was
a case of nice graphics, shame
about the game. The whole
thing is terribly slow to play and
gets rather boring, even after a
ﬂan’ period of time.

The graphics haven't aged a bit
although the game has and
probably wouldn't appeal as
much. | think we rated it fairly on
the whole, apart from lastability
which shuuﬁia have been a bit

less. Otherwise no complaints.
GP

(Jaz) | don't like the hookability
and lastability ratings — th
should both be about 20-25
lower and the game seems only
worth about 70% these days.

(Gaz) The graphics mark is still
valid but hookability needs to be

lowered a few percent and
lastability a bit more — say
15% less.

e overall rati
should be about 10% less, %




UPDATE:

Cross had struck a bargain to deliver a working
space vassal 1o Vilgarre. If he failed, Vilgarme
wiould kill the surviving passengers of Cross's
ship, if he succeeded, Vilgarre would take the
ship and kill everyone anyway — not exactly a
rogy future. The present was pretty bad oo —
hnding a ship on a decadent world of a
decaying Dyson System made needlas in
haystacks ook very easy. .

ITHEW
WTERMINAL MAN

WELL-NAMEP
SORT OF
WASTELRAND,CROSS-
WHATS CRUSING
THE PRETTY
LIGHTS?

THE QUEST ToOK CROSS,
MANDRELL ANE> JIN KIMRS
INTO THE 'BURNING LAND'
REGIOM 4/

RESIPUAL
RAPETION —
SOMETHING VERY BIG
AND VERY NUCLEAR

WONPERFUL / I

S0 WE WANPER RROUNE
LOOKING FOR A SHIP THAT
POESN'T EXIST-6IVING

BLEW UF HERE
AROUT 500
YERARS RGO

OURSELVES TERMNAL THE
RAPIATION CANCER,/ / RAPIATION 15
152 ' HARMLESS—ANP WE
ARE LOOKINE FOR FLEL
CELLS, BY THE WAY-

WHAT /7
BUT WHERE:?

—VILGARRE 1 WILL TELL
FILR'EH'I?% uﬂ% THI::: You IF YDU NEEDP
SHIP — BUT ONLY I TO KNOW , WE MUST,
KNOW WHERE IT IS, MOVE Oh

JI'H'

SOMEDONE OR SOMETHING'S
BEHING US — | CAN'T
SEE OR HERR 1T

WAIT,
CROSSw

TELL ME IF
IT GETS CLOSER,

WE MUST REACH

THE SOURCE OF
et s
FIND THE FUEL &
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| AM
SCANMING ALL
WAVELENGTHS | CAN
HRNDLE EVERY FIJE
MINUTES ~THERE IS NO
LWING THNG WITHIN
FINE KILOMETRES w

IT MAY NOT
BE ALVE —BuT
1 \T'S THERE - KEEPING
b ITS PISTANCE «




BY MORMING
THEY WERE
CLOSER TO
THEIR E0AL--
ALTHOUGH T
PIPN'T FEEL

THIS
CAN'T BE REAL/
WHAT LUNATIC
(Gt ne
A\ LIKE THAT =7

LIKE IT=NOT
WHEN THEY SAW
THE GORGE v

| HAPPENED*, THE
'\ WORLPS OF A
PySOM SPHERE
MUST BE BALAMNCELR
-1 WHEN THE SPHERE
. |S ASSEMBLED -

7 —OTHERWISE
THEIR CONFLICTING
GRAVITIES START N,
'\ TO R THEM APART,
| THIS WORLP'S ORBIT \
SHOULP HAVE BEEN
A TEP CENTLIRI

YOU SURPRISE e

ME, MANDREL L, et .
e o o)
GAMBLER / WE | 2
TnKEBa!I'Eg'HHNEE
THAT WE FINP

A WAY ALRDSS

PART WAY

WHICH CONSTRUCTED ‘o
THIS SWSTEM LEFT, THE
WHOLE THING'S SLOWLY
COLLAPSING —THE
PLANETARY CRUST IS | =
SPLIT ™ THE CORE,

You CAM SEE THE

LAVA BELOWm

WE WALK -
POWN ONE
SIPE ANE UP

THE OTHER ,

it Rk See) -
W\ HOW PO WE BET 4 : CAN' T
OVER?” -

STORY BY KELVIN GOSNELLo~ DRAWN BY OLIVER FREY=
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HOURS LATER , THE. DESCENT R T 1 R
‘ LEP TO A WIPE LEPGE,ONE 2 '._:" IHHHB'-THNTS i : T
i KILOMETRE BELOW THE RIM; I RIDING THE msmm— %

VES, ITISA || UPDRAUGHT FROM THE. -
SETTLEMENT, f{LAVA-THE MOST NHTURHL
BUT THOSE

CROSS , 1S H ?4': o
: ARE. NOT |
) (S JANERERIT
POWN WHERE THOSE x 4 # b4 %
BIRPS ARE v, 0
FLYING ? £ . o b
| h ) ol
/f N
) !
h':lirlﬂ,:é x A $
f '}., -:-I.- ':'_'__:.r . ‘.

I'P WORRY MORE

NATURALLY —WE
ABOUT HUMAMN

ARE ABOVE THEM

el V| eeal
ARE NOT FRIENPLY, aﬁ'-:.s N g iy
RULE OF AcRAL

o - " 1. T i 2 _‘_‘-_‘h_
AND aﬁ'é“%% . £ =1 —His I'.‘-DMF'LI’TEF&' HAE? ONCE |
S%L"aw USw 3 e e e 2 K
e - | INTERSTELLAR LINER —

CROSY METABOLISM WAS H
BIZRRRE MIXTURE OF HUMAN,
| COMPUTER ANDP VIRUS , T |=_ :
{ COMPUTER PRET OF HIAA D "
HNELEE-,RH‘TEE- OF PESCENT ﬂum N

R — HHDLlNG' A PRIMITIVE SAILWING
: m mmaﬂ*r CAME ERSY— AND DERDLY
e — — e =T
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: -“UNLESS THEY ATTACK
RIDING THE UPDRAUGHT, | UP THE WALL , BUT,.
CROSS BROUGHT THE THERE 1S SOMETHING

W SAILWING Tp THE STRANGE IN THE
HOVER wi SETTLEMENT—NO

o | THINK ~ |LMOVEMENT -

| THEY UNPERSTAND

| LS NOw — NO MORE

, E.LI;:D NEED BE [

PERDP —

WA PEATH

4 r
1/

o~ : ALL OF THEM, .
Bl S0ON  WHEN THEY / | HAVE NEVER SEEN [

L& REACHED THE _ ™ SUCH TERROR

Bl SETTLEMENT ju ) g ;

WHATEVER DID THIS, DIP | CAN STILL FEEL-
IT MDRE FOR ENJOYMENT THIS —THIS THING,
4 THAM BNYTHING ELSE - IT'S HERE, | KNOW
IT IS WHATEVER WAS 1T,
FOLLOWING US, IT IS
VERY PEEPLY EVIL .

| BELIEVE YOU
WHATEVER IT 1S,1S A
THREAT—LNTIL INE CAMN
FIND IT,WE MUST AVOIP
IT AND PRESS ONw,

— NOT ENEN
. FOR

PEFENCE, M oM —
{ | WILL SIGNAL-
R IF IT 1S
SAFE mi

KNOCK \T,JIM
WHOBVER il
THIS I US R
BiIE FAVOUR .

A LARGE TRANSPORT SRILWING PROVIDED THE
FOUR-TD-ONE CHANCE OF AN EASY CRDSSING ,
BUT AS CROSS, JIN GNP MAN

ELL SOARED
UP FOR THE OFPOS | TE RIM OF THE GORGE
t.

Next: The Blind Death...
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: ese arcade house
>‘Tehkan’. This enormous
Succesful worldwide hit
features stunningly realist
graphics, combined
Simple, addictive and
absorbing gameplay.




