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)

The nextissue of ZZAP! goes on sale from October
the oth. Don't deny it, buy it!

ZZAP!64 October 1986 3



(J [he Legend is born. Summer ‘84, a computer game was created, a game that made the
blnnd of all who played if flnw through icy veins. It travelled through the dusty
W) vaults of the software underground, surfacing here and there, creating a Legend.
Next month the Legend will be born. Crystal Castles Diamond Plateaus in Space.
Crystal Castles is a once in a lifetime opportunity to experience a true software legend.
A legend that will continue because it is to be produced as a Limited Edition. Now that
you’ve heard of it you must buy it otherwise you’ll have missed a true software

experience.




“When 1 first saw Crystal Castles, its shock waves almost knocked me off my feet.
That was so long ago. I cannof conceive that you wwirll ever buy it in a shop. I'll believe it
when Iseeit!” “It’s like a state of manic hysteria on dianond plateans in deep

some things are beyond description.” Julian Rignall
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Manhattan: 19886. In a8 vast undergmund garage beneath Madison Square Garden, two men are locked in mortal combat. {T
The huge cavern echoes with the sound of clashing steel, for although this is the 20th century, one combatant wields an ancient
samural sword, the other a broadsword. The duel is deadly eatnest, ending only when the loser is decapitated. For the victor. however,
it is anly one more conquest in a drama he has been living for 450 years.
A unigue breed of men fated to duel down the ages to a distant time called the Gathering will battle for the Prize—

power beyond imagination. The distant time is now. The place, New York.
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*Expert: compuier gnmes promote violence'
“The humble video game is rivalling video nasties for its adverse effectson

children.’

THE CANBERRA TIMES, FRIDAY, JULY 18, 1986

Crazy, but true, The Media Studies
Centre manager for the South
Awstralian Education Department,
Mr Paul Gathercoal, feels that
computer games are promaotin
bank robberies, the killing of police
officers, drug-taking and even
masturbation! Accordingto a
newspiece in the Canberra Times,
inwhich Mr Gathercoal condemns
Ocean's Frankie Goes to Hol-
lywood for encouraging pill-pop-
ping, the problem will worsen
within in the next decade. What
problem? Do computer games
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really induce people to commit
felonies? | certainly don't believe
this is the case — unless individu-
als such as Mr Gathercoal con-
tinue to make these perverse con-
nections between computer
games and acts of violence, then
what sounds ludicrous may well
become reality. In a similar vein:
For many years now Mary
Whitehouse has been campaign-
ing against violence on television
and pornography as a whole. And
yet, when asked on a late night
television chat show if she had
seen examples of pormographic
material to substantiate her beliefs
Mrs Whitehouse admitted that she
hadn't because she didn't want to
see such things. How can she con-
demn something she hasn't seen?
By means of over-the-garden-
fence gossip? Admittedly, Mr
Gathercoal has seen what he is
condemning. But he is condemn-
ing a product of his own fertile

agmatmn Perhaps people like

athercoal are attempting to

satisfy their consciences by con-
demning perverse fantasies akin
to their own? Popping pills in Fran-
kie Goes to Hollywood!? To be
honest the thought had never
crossed my mind, and | doubt
such an idea even crossed the
minds of those who bought the
game.

Mr Gathercoal goes on to say
that ‘any kid, four or five years old,
old enough to carry the money into
a computer software shop, could
buy Strip Poker and play it in the
privacy of their own home, com-
plataly Iegalrﬁ If it were a film or a
video tape, that would be an
offence’. Ah, but if it were a film or
video tape then it would be far
moare explicit and demand less
imagination. Can you honestly
imagine a five year old child sitting
in front of his 64, playing with him-
self instead of his newly purch-
ased Strip Poker? Can a child
really be affected by an unrealistic
arrangement of chunky pixels —
enough to actually commit a
crime? I've never heard of suchan
incident. | will be very surprised if
such an incident does occurin the
future.

*Johnny, why did you kill three
policemen and rob abank? " ‘Well,
your honour, I've been playing this
game called Cops 'n'Hobbers. . .
It sounds like yet another storm in
a tea-cup.

One other thing: if you fancy a free
Split Personalities poster — an A3
varsion of the early Splitting
Images advert — then send an
SAE to Domark and they will gladiy
send you one, stocks permitting.
There are only 500, so you'd better
get a move on .

GARY PENN

IT'S THE GREAT
REPLACE LIDDON SHOW!
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Still, there

are of the
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st letter each
Writer's choice.

| read with some interest in your I

nment, it's FUN. Justification
| Ejmmamdm
who have to deal with the |mmmmmmp-

of us ‘game’

style m‘“”mf | : ssues and need the release values of ZZAP!
R e e aatoi Jlegame,adven- || s ani s h st wmmmm
syieol G B ke ' of the trivial. If Mr J is right in R oo
| mntxcmgmﬂr . No,
gga .M&Mﬁsmﬂtﬁ . lm views hereare based on
oy evly - sound common Sense,

f— level this may & £
baao.but?nd:;':l‘?t mthattrdsi l e i
atarmu'mthmtnbzlmkadrmmuﬁr comn anan t?;:m
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argument of course — %
comp - wadlltn;lgon in the post Imm::nl:i.r!r

that are
mmwpaopl&whnjmtu&athm Weh”“’ choice.
n m&t lnmwinma' o ﬂvlé!nr%riunmnmf?ampu. Will Blake, Salisbury, Wilts
mhashaurdthls one amill- this is it's attraction — it's enter-
i -

EGO THROTTLING

Mangy (mind if | call you
I".ﬂa!'n'__} 7

prawns whose
¢ publish, |

{on the contra ’
take in a little

Good, then
Iittle hone
Firsthy

having a bad day r
sketched him? Just wonderec
anyway, on to more important
things. . .
would like to express my dis-

2 concaming the
which ZZAP! has inc
over the past few 5,
attempted to elevate thase
talentless, unremarkable non-
people — commonly known as

the reviewers — into sorhe sort
of pseudo, sub-celebrities. It's
embarrassing. ZZAP! was once
a useful guide for choosing
software. Now its just becoming
(perhaps partly due to there
being such a pathetically small
amount of decent software avail-
able, but that's another story) a
medium for advertising (and bor-
ing everybody senseless in the
proc }:he'zany'_pm_mng.
“antics’ of the magazine staff, it's
aridiculous situation.

et me a ou that | ng

Gary Penn, than

informed of the infantile

of the delicate, nubily

Juliet Prignall. And as for the
futile attempts of grafting p
sonalities onto the other
ers—well!l just despair. Soa
message to those concerned,

may | suggest that you kindly
abstain from this tedious ‘funny
business'as you are just making
fools of yourselves. And if you
must "indulge’ then kindly keep
it private, as we just don't want
to know. Thank you,

Now! Something else has
been unnerving me of late, and
that, my friends, is the disturbing
conspiracy which seems to exist
between ZZAP! and a couple of
the larger software companies.
Now don't say it doesn't exis
you naughty fedlov
doas! {No matter h

shall write to my MP. And after |
have written to my MP, | shall
take a bus to Ludiow and exer-
cise a little friendly terrorism on

the Newsfield offices, ie: | shall
blow them up. And then you'll all
beout of ajob. And that will put a
stoptothe'oh-so-gayn' wac ky'
antics, won't it?
¥ Well, there you have it. A
4 Eouple of exposed scan
What more do you wa
+ said my piece and now |
bored. So! be off with you, foul
* plebeian; else | shall withdraw
my subscri .
X Mark Roberts, Ealing, London

& Ah, that Mark Roberts . . .
software companies
au have inmind, and in what
r have you decided we're
Ots with them. Please
&. As to blowing up the
Newsfield offices, half of them
have moved to another building
50 bring plenty of plastic with
you.
LM




:SOME HUMDINGERS

AN EEREE NN NNENENEE "

Dear Lioyd, 2) Will pecple ever stop rattling
@ | couldn't agree with you more on about LCPs?

aboutthe decline inqualityofthe  3) do subscribers receive
® letters pages (about the most @ their ZZAP's later than

axciting items in last month's else? (Usually 2 or 3 days

® Hrﬂa sh 16) were the words ® therelease date)

@ SIMPLEMINDS in large letters (a 4) Will you be catering for the
very good pop group towhich| @ 1287 (This question being

@ am particularly partial (intellec- prompted by the Kik Start If
tual ma%and the mini-pic of @ review.) If so | fear you will lose

®La ). Gone are the witty, @ Many readers and on ina
satirical and poi works of few. Remember it is ZZAP! 64.

® yesteryear (sighj; so with you @ 5 The Musicians’ Ball was bril-

® leading for a ‘real humdinger’ liant! Uneensored, interesting,

thatmay be) | resolved @ unclean gossip — good stuff.
@ to coma to the rescue and put 6) Am | fiflipping behind or was

cliche to cliche. Anyway, to the there something fifrightfully
@ point, here are a few (hopsfully wrong with the Scorelord last
interesting and humdinging) month?
® questions: 7) How about a persorial inter-
1) Will the ZZAP! team be coming view with each member of the
® up to the Northern Commodore ~ ZZAP! team (SM, JR, PS, and
@ Show? GP)? So we know more than JR

lives on Pot Noodles and GPisa plastic sealing and labelling line
transvestite and everyone has a and into a Carlisle Post

spiky hairdo. vandirect. Youought to get your
8)What hap to the second copy even before the editorial
half of the P! survey results? dept see one. | hope this is now
9) f you can print a letter about becoming the case, although
hipg?us you can print this, can't occasi there are some slip

Wmmmmg it late, it

Adrian Lowery, Clayton-le- is the subs number

® Woods, Lancs ® meuﬂ'ﬁnm'.says ¢

) @ GF, ‘Idoubt it’. &
HUMMM-ding. Okay then, You abviously disagree with

@ answers (as such) in order of ® theearliertwo lettersthen... @
guestion: g 1?

® 1)No, Have a heart! Sadlyit's @ 7)Anidea under consideration @

) only a day or two after the PCW and a possibility — maybe ®
Show at %npla whichisfive ® semetime around Xmas. How-

® veyl ¥s and terribly @ ©ver, will we run the risk of being ®
axhah;sgu But Gar}; Penm accused of self-indulgence,

@ me he might pop up for a ego-boasting and other un-jour- o
2) Depends wih 5 8 Goo P?F.Pm.r

ather or not 8] Good question answer

you'reinto LCPs, | guess, if you — they got forgotten? Perhaps
ara, then probably not. I'd better tell someone to dig em

8) You shouldn't, ZZAP! out.

switched printers recently. Now 89) No — so there,
the subscriptions copies go LM

straight from the bindery to the

THE
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Dear ZZAP!,
This letter contains some criti-
cism. | would first like to make it
clear however that | have been
an ardent ZZAP! fan since issue
one, and expect to remain ona
forthe foreseeable future. ZZAP|
is my second favourite computer
magazine, after CRASH, and it is
because | like it so much that |
feel the need to write inand com-
plain. So | hope you'll print my
letter,

| found issue 16 (the one with
the macho cover — based on
you, Lioyd?) disappointing. The
section which has deteriorated
most is ZZAP! Rrap. Newsfield
Publications have always had
the best letters pages around,
but some of these issues weren't
worth the space, and you were
'%ht in not awarding a Letter Of

e Month Prize. The worst were
the letters such as 'your review
of Vis absolute crap": ‘the
graphics (in Thrusf) are really

 CONSTRUCTIVE
ZEIMOANI]

crap” etc. if readers want to dis-
agree with a review, the only
eﬁecﬁwa way to do so is with
concise arguments. Further-
more that sort of letter is rather
pointless since, as Lioyd so
wisely pointed out, ‘It's a matter
of taste | suppose’.

Talking of the word ‘crap’, was
itreally necessary for JRto useit
in his review of Sam Fox Strip
Poker? (Or the adjective to be
precise). I'm not offended by it
but it's bad English.

Ifind the Shadowspiel column
abitinfantile. Some of it is great:
funny and sometimes quite reve-
aling (like the Beyond and
Leitch stories). But other parts
are so childish they're boring. If
it's supposed to look 'alterna-
tive', I'm afraid it doesn’t work.

The same infantile humour is
tending to spoil the magazine as
a whole sli»ghﬂﬁ. I'm not particu-
larly boring or humourless (hon-
est) but you can carry a joke too

| l
i I

far. The current one is the annoy-
ing ‘Girly Penn’ references. A
reasonably amusing story to
start with which has degener- #
ated into offensive sexism. You

see you're using 'girly' and
accusations of femininity as an
insult, which implies females are
worse than males. A joke's a

joke, but please, that's enough.

In a similar vein, articles like
‘The Musicians' Ball' are good
one offs (| found it extremely
enjoyable) but please don't
adopt that style for all your inter-
views. It would become tedious.

By the way, will you be acting
upon the survey results? You see
despite my criticism, if this major-
ity of readers love Shadowspiel
or whatever, those articles being
in the magazine doesn't bother

\
me (aren't | generous?). Butas | B »
people dislike Compunet and
hardware features, will you keep i
them?

I'm not going to describe all
the things | like about ZZAP!, as

V"

sycophancy is boring for read-
ers. Just one point of praise | will
mention, because it leads on to
another small criticism. The
review presentation is very
attractive, | particularly like the
ratings boxes. But isn't it time to
update the ZZAP! logo at the top
of the pages? The black and ‘ﬂ
white drawing spoils the look of

the colour spreads. Why not take
the CRASH lead, with their
recent new look for CRASH
Smashes?

Voila my criticism. Now then,
Lloyd and fellow readers, is it
valid?

Peter Steed, Weybridge, Sur-
rey

Another sensible letter with
some good points. | won't say
any more about Rrap, other than
| disagree with referring to ‘crap’
as bad English. True it is consi-
dered a vulgar use, but the word
is very sound Anglo-Saxon, as
are many expletives now consi-
dered ‘rude’ by the cullivated
use of Latin and then French in
our fanguage. I'm not advocating
its use, but it does have a pedig-
ree.

Shadowspiel (another per-
sonal view hers) has worked very
well when it's good and poorly
when it's bad. That's obvious
maybe, but it is the type of col-
umn that is very subject to fluctu-
ations. In connection; the survey
showed Compunet very low,
true, but the column had only
had one month to run before the
survey went out, so we belleved
the results to be inaccurate and
wanted to wait for another sur-
vay o see how it fared. You see,
it's popularity via Compunet
(something you would not know
unless you're on the Net) seems
undoubted—how many readers
that tots up to is another matter.
Same goes for Shadowspiel —
next survey soorn.

Both CRASH and AMTIX! have
undergone some recent spring
cleaning, and I guess ZZAP! will
have its turn soon,

I
I
S
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raged across the pages of Forum
for 3 months about the Friday the
Thirteenth cover (surely you
must have seen it)? Now then, |
don’t know what you think Lioyd
but if these godly parents had
seen last month's ZZAP! and
read *The Musicians” Ball’ they
would have been horrified —
shock! horror! a FTT type cover,
except with green hat on it (and
blood on his face), and as for the
language in TMB well, |
counted 15 swear words, with
the word *pissed ' used most fre-
quently. In my opinion they are
being utterly pathetic by cancel
ling orders as their children will
pick up the language soon f
enough anyhow. To tell you the
truth 1 am really looking forward
to this month's (September)
Arap to see if any angry parents
complain
Also, how can you say Interma-

tional Karate is the best (which it
is) thump 'em up and only give it

I'M UNCONFUSED

- p—— e W =

Dear Lloyd,

Flicking through my issues of
ZZAP! and CRASH | have found
several arguments | now feel ‘
unable to restrain myself on: |
1) The letter from J Trott (ZZAP!
14 (June)) saying that paddles
and analogue joysticks are virtu
ally impossible to find, and, if you
doyou have to pay £14 for them.
He probably doesn't realisa that,
although it may hold true for the
latter, that a company called A&
S Distribution supply paddles
(Atari ones) in pairs for £6.99 (|
know because | work there)

2) Previews and Reviews, | have
never been confused by the two,
they are totally different from
each other (for a start there aren’t
any ratings) and as for the timing
of the reviews, it is hardly your
fault getting a game 3 months
late. It is the companies’ fault,
and not the distributors’ faull
gither. In the case of Friday the
Thirteanth , it's not surprsing
Damark gave it outto you late as

they must have surely known it
would be heavily criticised

3) Lucasfilm games: These are all
' excellent and | was glad to see

the interview on it as it enabled

Mr Purnell, Witham, Essex

[ ast first, Gary says, ‘Ah, but as
time passes so the games age
And if Exploding Fist was
reviewed now it wouldn't do as
well as |K. Quite straightforward
when you think about it.’

The argument that young
people will pick up the swear
words anyway isn't, of course, a
defence for using them in a pubii-
cation. However, as ['ve already
said. I think it's only fair to quote
people in a realistic context,
otherwise we would be guilty of
giving a false impression. Thank
vou for all your other well stated
points.

LM

me to broaden my knowledge of
how the games originally started
(really, this part is a matter of per-
sonal opinion, the same goes for
LCP).
4) Ms Van Reuben: This poor
woman has already suffered
enough at the hands of Rrapers
so leave her alone! The CNET
pages are interesting (although
sometimes repetitive) to read.
Mow comes the bit about
CRASH. Some readers may not
know of the arguments which

a measly 91% hmm? Everything
else . . . Brilliant sums your mag
up quite nicely,

MOANS
\ AND GROANS

Dear Lioyd,

It's surprising the difference ona
year can make. This time last
year, this letter would have been
full of praise. Now, I'm afraid it's
moans and groans.

Your magazine HAS gone
downhill. | accept that all
magazines can't keep up the
quality of the first few issues, as
alithe eggs are put in one basket
to attract long-ferm readership.
But the frighténipg thing is, the
speed at which it

Firstly, | kndaw i
before, butthe

very small} number will be
satisfied. | don't think he undar-
stands that the word primarily
means: ‘in order of rank or

importance’ not * 100% devoted

to this subject’. He also said in
his letter, ‘So what if an enorm-
ous amount of space had been

wEl;
asprifited;diter deny-
several months

Bagk to the questionnaire,

was it really worth doing it, as

that arcade review
to the recent questi
the second most po

ording
| are
tion

only 18% given to reviews
according to Matthew Mo
(iszue 16) although most peoples,
do buy ZZAP! primarilyasa =
review magazine, the majority
should be made to put up with

nan-reviews, just so a small (a f

il ng thr 8, ¢
S0me r.i-j I'I]“f.il_.'uj,.,“,irl :

Jaz g
C€ Cottre)

[ II's |r- r y -
unn ;
7 (O ¥ Picty

nothing seems to have been
done about it. For instance:
Compumnet and Shadowspiel
ware both at the bottom in the
popularity table but what has
been done about it? It's obvious
that we, your readers, are not in
favour of these things, but
perhaps they are your favourites
and so stay, Indeed your com-
ments seem to support this.

As reviews are (probably) the

Thie 1) (Page
at i u" 5"fl’l]l"": f;l;.l-,l.
B0, [t

alf

s

- - -'1I.-'.1‘
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maost important thing, perhaps Lioyd didn't give away £20

‘\Ia_nu could explain your objective. software in issue 16. | wouldn't
ome the objective is to say how have bothered printing half those
good ghe gameis, and how play- letters. Where are all the letters

d enjoyable it is. But

you have started to give
space to the background
this really necessary?

t games, it is a com-

e of space and totally

which start slagging-off matches
between readers and ZZAP!7
Finally, you should also watch
what you're saying. Anyone who
turned to page 99 last issue (16)
would think that they had picked
up the wrong magazine. | know
P that Samantha Fox Strip Pokeris
in itself a suggestive game, but
although the words ‘If you do
> want mammarias to stir the loins
' do not offend me, they

on review was
ahistory lesson of the >

2re is No usa axp-
laining the’good and bad points.

Something, which is the whole rnlght oﬁﬂnd au '
point of reviews. can ||.|
The worst thing about the P sa 1, g

™ thatit

: I ch

iII jointheincreasing
number of computers
magazines who are having to join
together to survive. Imagine it:
odore Zuser! | would hate
ou to disappear altogether, and

received my ZZAPF today, Ho
rorl There was a crease in the

frontcover. . ."I'm not surprised 2 hope you can improve the pre- f and schedules.

”--
I l |

COMPUTER K

sent situation. It's arguable whether the
Duncan Hale, East Barnet, game scenarios are valuable or
Herts not, but they are a part of a

r&w’ew;ust as much as the plat of

a movie is to a film review and

they help liven up what would
otherwise start fo be boring. |

won't comment of things ke

News Flash and the Chall

the latter is probably more

to personal taste than anything,
and of course | agree withyou P
the letters because |

Wow! (Takes

games reviews, 7 pa in the first place —but P
postly arcade), a one-page whal's h —
P P ON Martech's next game, 3 >

..:,- ges praviewing US Gold" 5
nex't batch of releases, 2 Sa
concluding the Minter diary, and P almost hys

3 pages on joystick tesis. All to discuss or
devoled to arcade games — a game based on a
rul‘ai of 63 pages in all. From an symbol taking part in
ue of 124 pages, that's over > situation fike a strip poker ga
5{}% 28 games in all were without making some approp-
= e mc.fudmg 5 adventure riate comgaents! Better,

afe review pages. On top of perhaps,to argue that the ga

that, there was a 3-page Master wa ly unsuitabie for eft

Blaster (largely arcade) quiz.

As I've said before, from issue
toissue it's a matter of when and
how the software arrives as to
when and how it gets reviewe
Being very topical, we're s
with other people's efficie

yearslids in the first place. An in
your last question,

't gight, he isn’t even

L he's a bit older than that,
obably (almost certainly)
first-hand experience. I'm
only guessing now, of course. . .

fr:LM
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= VIDEO VAULT INTERNATIONAL =
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- THE NO. 1

IN THE UK.
DTHERS
FOLLOW

% EIER

| W=
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-
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SR,

:.ﬂl-”' = Are you fed Up walting weeks for
your computer to be repaired
wedl walt no longer. We repalr ail
Commaodores same day, Wealso
do Com 16, Vic 20, 1541 Disk
Drives, plus 4, or you can order

the Chilps from our
D.LY. section.

i

. TRADE SUPPLIED '
Il FROM STOCK!

_9’»/

_lil':

B>

one: Glossop (STD 04574) 66555/67761
igh St. West, Glossop, Derbyshire, England

Tele?_‘

c: Copyright Videovault Ltd. No. 151085

10x REPAIR SERVICE FENC 45> m

COMMODORE 64 REPAIRED FOR ONLY £35.00 including
PACKING - PARTS -

posTa Y
INSURANCE ~ NO HIDDEN EXTRAS!

* While you walt repalr service, + Most Commodores repalred
* Imonthwritten guarantes onall within 1 hr.

repairs. w Al Micros Insured for return journey.
# Intérnational Repalr Company. We & Over Byears experience working with

repair computersfrom all over the computers.

warld, + All computers fully tested.
# Al Computers sent Mall Order turned & Power suppiles fully tested.
around In24 hrs, * RGBOutput fully tested

MM D.LY. SECTION-

If you know what chip has gone In your computer you
can order the replacement |.C. from our range.

6526 23.00 | 901225-01 23.00
6510 22.00 | 6569 23.00
6581 25.00| 4164 RAMS 3.00
901227-03 23.00 | Power Supply
801226-01 23.001 Units i

All prices Include V.A.T., please ADD £1.50 to cover
P & P and handling costs, Insurance.
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Dear Lioyd,
A Crawl, Crawl, Crawi . . . Now
A that's over with, I'l| get on with

the letter,

Why does everybody have to

keep on about the decline of
A 775p17
A In my opinion,

it hasn't changed
that drastically

at all — apart

until they found o

while
lina for €

plays 'READY" and RETURN is
disabled? Again, this is an origi-
nal and not a copy.

8) Will Marbie Madness, Trojan,
Gauntletand Hang Onbe availa-
bie for the Commodore, and if
50, when?

10) On the subject of software
piracy, how can companies like
Melbourne House, who charge
£15 for games, say they are los-
ing out? For one, | would not pay

A from Tips, which is much better, W out £15 for Lord of the Rings (al-

| also have a faw questions to
A ask:
1) What will happen to Terminal
Man now it has finished,
fantastic?
2) Will it go back to CRASH,
which is where it was in the first
place?
3) When is the Electrosound
Compiler Module coming out, as
I was hoping to use it for your
music system compstition, but
asitisthe 23rd now and the clos-
ing date was the 10th I'ma mite
miffed to say the least, as | dearly
want a Music System,
4) | don't see why you call Rob
‘mind your language, don't | get
everywhere' Hubbard's new
scratchy music ‘annoying’, as |
think it's cool and much better
than stuff like Monty and Crazy
Comets, but Thingona Springis
still his best,
5) Why do people always slag —
sorry, criticise Ballblazer, as
and at least two of my friends
think it's the best thing since the
invention of the ZX81 door
wedge.
6) Do you know if You access set
2 of Forest's Rambo — the music
system—andpress ‘C’ then you
get a short ditty not in the game,
/) Do the Crazy Comets pokes
from the June and July issues
really work as when | typein the
system code it always locks up.
My Crazy Comets is an original
and not a copy.
8) How do you reset International
Karate as when | try, it just dis-

,M__

asitis 'V would take

v

though | did pay it for Elec-

W trosound, which is excellent), but

if someone offered me a copy |
it. So how can Mel-
bourne House claim they are los-
ing out if | wouldn't pay itin the
first place? Software Houses
take note.

Welll have togonow as Floyd
the Droid has nearly loaded.

W Leighton Williams, Resolven,

Glamorgan

Answers on a
to:
Alright then, in order of
appearance:;
1) Terminal Man 17 Yas, it's g
possibility, but Oliver F, rey has so
much to do that the planned sec-
ond series just hasn't
materialised yet. He keeps say-
ing it will, buf when is an other
matter,
2) If it does, it'll be in ZZAP! ag
well at the same time as in
CRASH no doubt.
3) The Module will be on the
heus stand at the PCW
show.,
&) Yas,
7) Yes, v
8) Take a look at this months tips v
8) Marble Madness, Trojan —
see NEWSFLASH. Gauntlet —
sée last month's AMERICAN
GOLD RUSH faature. Hang On
— 588 the raview of Eupe:gycla,
10) Dunno.,
LM

postcard please,

v
v
v
v

°

th

i .

' s i ie, Troon,
profit and their 5T is outselling  § Mark Devlin, Barassie

gl Ayrshire

P O e Pe—

ON THALAMUS

I about -
¥ | Foras programimers warnt
mes down, 1 don'tknow | Very ighralos for theob ihese
mwmmmnl;% § e with distributi
of

1
release budget

dbe |
then a price .50 woul :
want yourself out of exis- |
mfmnuwmmw :
m’ummmﬂm' i

mmmlfmm.w

way from ‘novr-
entirely different
mal’ priced games, I :

the

outlats. This has

I beens sown up by only two com-
I panies with any real success —
I Mastertronic and Firebird. Just

think you're blasad ifyougive | 2o ey other so-called
m?ﬂu ratings. : SN Savn arpomnad
mtmmtn o ' dhk =mmmmfwm;;m distributors
mly'mnr‘lgﬂ-mlvnrm ltuhundbb‘ﬂ

The odd one or two are fine for 1 0 2anct , we shall certainly
those with a 128 or disk-drive, 1, ~ Thalamus
but the majority of readers are | and fit deserves
not blessed with such equip- 1 F0n S8 L ver it deserves fo

: i i rattempt-

g d my month's rest alfier answering (o :

“hT 5 I:::ea:}ntﬁat i;t! Back up the hill, 'ther_l totend the late rli':’.'l:l'li‘
Ir?g' Seaams in my cottage plot. Such is the life of a country :

iga this afternoon (okay,
i ago on my new Amiga this a .
lln'll":l:lt l:l?'llliy'k*i:: J‘:z;\?l [:?:luldn't afford one of them, but EEﬁ?r:fal:jh;
Fur.bid;en Forestis eating uﬂ a Icét ﬂ‘::;f;,: tgazuxgjné% e o
unner beans). Write to Lloy '
E§£ 10, LUDLOW, SHROPSHIRE SY8 1DB.
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BY JEFF MINTER

CAN YOU KEEP PACE WITH
THE POWER OF
IRIDIS ALPHA?

Enter into the world of Jeff Minter's R
world of high speed surrealism.
dynamic visual experiences
fast and furious bi-directional
way through 5 planets
levels. Get to grips
The key to vyour

el

IS ALPHA. Manoeuvre in the bizarre
Bombard vyour senses with
whilst keeping pace with
scrolling. Mega - blast your
each with 20 different
with  IRIDIS  ALPHA.
survival is-ENERGY!

For Commodore 64 and 128
Cassette £8.55 Disk £12.95

Formaill order send a cheque/
postal arder to Hewson Consullonts
Lid. Order by credit card by sending
your Access/Barcloycard number,
and enclose a specimen signature.,
Don't forget to enclose your name
and address.

" mn F-“ .'.
Dty Mitan Teadng Estate, Milkon, Atergdon, Oxon Ll}lE-J—-ﬂ.."iﬁrl)( TRT=1
il -

As part, of our COMtmiang dernsioy el of mnovabio sl bwwinret wiee oee nbwione Higyry B0 evaluate sofbaare sednl woous with @ i Lo ol



ped it's peaceful atmos-

phere, something is afoot.
The smell has changed, the birds
have vanished, even the soft grass
has a new texture. What is this
fearful place you have stumbled
across? Something awesome has
happened in the forest and you are
just about to find out what.

So the scene is set for a journey
— ajourney Beyond the Forbidden
Forest.

You are set alone in the middle
of the forest with only a bow and a
quiver of arrows to protect your-
self. You can move left and right,
and also inand out of the screen in
a pseudo 3D fashion. Raster lines
in the border indicate the elevation
of the arrows which you fire at the
oncoming nasties.

Suddenly, from the cluttered
undergrowth there is a rustliing
sound and a huge scorpion
appears, it's sole motivation
appears to be your destruction.
Hastily you run into the distance to
get abetter view of this odious cre-
atura, you see his weak spot and
aim ... The arrow penetrates his
hide and blood ejaculates from his
armoured shell. Unfortunately, itis
only stunned and is soon rampag-
ing after you again. The nd
accurate shot should kill him, but if
gﬂu fail you will be subjected to a

rutal death by poison.

Once dead, the scorpion van-
ishes in a glistening cloud of col-
our, and then — a mystic occurr-

T he forest has suddenly drop-

ence; an ethereal fanfare strikes

up from the lofty heights and a
glowing, spinning orb descends
and releases a golden arrow to
assist you in your quest. It leaves,
and once again you are alone —a
mere mortal In this inhumane
forest.

The next inhabitant you will
encounter is a Verme. The ground
rumbles, announcing it's pre-
sgnce, and then a grotesque worm
like creature erupts from the
ground, jaws open wide. Five
direct hits are required to kill the
beast, but if you miss it five times
then it will locate you and drag you
down into it's lair. . .

Once you have rid the forest of
the creature from the ground you
think yourself safe, but a humming
noise s heard overhead as a
enarmous flying creature appears
— a monstrous dragonfly with a
long proboscis capable of sucking
you dry of blood if not killed
instantly. Lure the winged menace
down to eye level, then launch one
of your arrows and watch the
dragonfly disintegrate in a cloud of
noxious fumes.

The heavenly body once more
descends and presents you with
another sacred armow to add to
your life sustaining collection.

The fourth and final variety of

16 ZZAP!64 October 1986

beast you will encounter in the
forest is the Megatherium, a foul
smelling lizard which pounces
from the undergrowth with the soul
intention of crushing you to death.

Killing the bloated reptile gives
you another golden arrow. When
you have amassed a minimum of
six arrows you can enter the
Underworld and attempt to dis-
pose of the avil Demogorgon.

Swept up in a surge of powerful
evil the forest vanishes and a
warning appears . . .

XU DHRC CHELGNGE M. MmN
[HE RIS OF WORZTCRS, THE HodnR<H o
(i, N1 WIOSC TV TH CHRTI 1l s
N B<hsts SRR 11 GRebIAKC,

THEI <OME FORTI DHED I LRIR, ¢edt NIk
1GEROR OF DARERCES, ATTCM 1 DR
LA, CHTCR THE PIT BHCRE T OReCs
OF 1IGHT <AITIOT HELl SAote, | niIT S0

This game Is just so eerie — it's
50 fam-packed with nmmpmh?p

as the dragonfly drained
me of all my blood., I'm not guite
sure what generates the intensity
but | do know that it works super-
bly. To be honest I'm not very
good at actually this

You arrive in a system of bat
infested caverns. The bats are the
guardians of evil and killing one
allows you to access a cave to the
far laft whera there lurks the hor-
rific Hydra. Luckily your quantity of
arrows s double on entering the
caves. The Hydra is a huge, four
headed fire breathing beast, and
your only hope in defeating it is to
shoot each head. Doing this trans-
forms the Hydra into grey, motion-
Iash? stone.

ow you encounter the bi t
evil of them all — the Dam%gg?—
gon, a snake like creature whose
eyes shoot lightning bolts at those
who dare to oppose him. Your only
hope is to locate the chink in his
armour and destroy him with a well
placed arrow. If you manage to
shoot him in his weak spot he
axplodes with a monstrous roar as
the whole screen begins to resem-
ble a slaughter house. The evil has
been defeated once and for all,
and the forest has once again
become a good and happy place.
You are transformed onto a cloud
as the sun rises on a new world, a
world of happiness, peace, and
best of all, no meanies!

-,
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The graphics are chunky and the
parallax scrolling is a little jerky.
But the intense, prevailing
atmosphere and bioody special
effects really make this game so
enjoyable to play — just like the
ariginal when it was released
ovar two years ago. The music
played throughout the game is
outstanding, very atmospheric: |
particularly like the tune played
when you enter the Underworld
—aneat remix of one of the orig-
inal tunes enhanced by the
screaming of a bat. Oh, and the
Ppiece of music played when con-
fronting the Damo%cx =
great stuffl Fans of argti;;den
Forest certainly won't be disap-
pointed with this, it's a worth i'g
follow up to a classic game.

This must be one of the best
games | have ever played. The
atmosphere created by the
parallax scrolling, the gradual
change between day and night,
and the haunting music make
this latest gem more an experi-
ence than a game. The only real
problem is the silly loader
they've tagged on — it takes
longer to get into than Conan,
and if you die in the second sec-
tion you have to switch off the
machine and reload! This je
annaying, since it could easily
have been rectified. Still, Beyond
the Forbidden Forest is a brill
game, one which makes me
proud to own a 64,
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Firebird, £7.95 cass, joystick with keys

he mists of time slowly clear

to reveal an awesome quest.

Four skulls of immense avil
have been brought to life by the
Princess of Darkness — her wrath
is beginning to spread. Four floors
of an eight floor tower are wheara
they are to be located, and you, a
Druid, have been assigned the
mystical task of defeating the Prin-
cess and her monstrous minions.

mfsisan;ﬂa:{ﬂ";?
ﬁ two players. |
found it wvery
difffeult to on
my own, since it is rather t to
mﬁtﬂﬂ%ﬂﬂhﬁﬂﬁpﬂﬂk

using eybaard o
Eanréuism Golam. However,
rui a very good game
with pleasant graphics and

adequate sound effects, and s
well worth the asking price.

Your Druid finds himself aban-
doned in a mysterious forest —
devoid of all humane life — with
only a few spells to his credit. The
destruction spell is the most pow-
arful and useful — this can take
the form of energy balls of water,
fire, or elsctnmh_.r ut Druid has to
be selective about which one he
uses to defeat a particular demaon.

Making contact with any of the

DRUID
CoLEN

wni:s 1 G
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nasty creatures instantly drains
energy from his ene bar,
located in the top left hand corner
of the display. Fortunately, energy
can be revitalized by standing on a
revolving Pentacle of Life; how-
ever, on later levels don't mistake
similar images for they will sap
your enargy.

To get to the lower vaults, you
will need to gain access to the

tower by locating a key. These can
be found in chests, which are
opened by simply walking into
them, and then used to open doors

DL D
Gl

wFhy KRG

by pressing the + key. All sorts of
other goodies can be found within
the chests, such as water, fire,
electricity, invisibility spells, and
Golems. Unfortunately, only one
spell can be extracted from any
one chest at a time.

Golems are large ape—Ilike cre-
aturas which help you battle it out
against your adversaries and can
be called up at any time once you
have collected a Golem spell from
a chest. He Is controlled via the
Commodore key, and each time it
is pressed it toggles between three
commands: SEND, FOLLOW and
WAIT. Alternatively, the Golem can
be controlled by a second player

viaa ]0~{Istlck

spell which ranks
amongst the most powerful is the
Chaos spell. This destroys all
meanies in the Druid’s vicinity and
also bumps up his ew?Maw bit.
Death comes instantly i id falls
into one of the manr lakes —fortu-
nately, there are bridges for him to

[
=

ft

':&:qlh i

make his way safely across.

At the end of the game you are
given a rating ranging from Dirmwit
to Light Master, and this depends
upon how many chests were
opened, and the number of crea-
tures and skulls destroyed,

It's prefty obvious
that s s a
Gauntlet derivative
but naverthelass,
it'’s not bﬂdﬂtﬂi.l'

Golem and scampers around
bashing all the meanies before
they have a chance lo assassi-
nate our beloved Druid. Not an
essential buy, but if you can’t
walrforﬁwaﬂ'ima! version then

qumupmdfw
#wrﬂna

Presentation 89%
Good instructions-and many
attractive features, such as the
unusual two player option.

Graphics 82%

Clear and colourful but not that
well animated.

Sound 68%
Nice title screen tune and spot
B

Hookability 89%

Plenty to kill and explore.

Lastability 85%
Playable and challenging —
even more so with two players.

Vailue For Money 88%
Fans-of this type of game won't
gripe at the price.
Overall 88%

A great two player game and a
real “fix” for Gauntist junkies.
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POWERPLAY

ass, £14.95 disk, joystick or keys

ol
Arcana, s c

owerplay is a two, three or
four player arcads trivia
game. It is set upon the
heights of Mount Olympus, way
in Roman times, and
you in the position of one of the
ancient Gods or Goddesses who
live thara.

The Gods persistently argue
over which of them s the wisest
and most powerful, so Zeus, sick
of their bickering, decides to set
up a competition to 'settle their
arguments once and for all. After a

great | of thought, Zeus
devised werplay, which s
played on the checkerboard cour-

tyard in the gardens of the Temple
of Apolio.

Each player has direct control
over four warriors. When the con-
test begins, both players” warriors
appear at opposite corners of the
board. The first player is asked to
select a warrior, done by moving
the joystick to cycle through the
pieces and then pressing fire but-
ton to make the choice.

Once an action has been taken,
a question appears at the bottom
of the screen, the subject depend-
ing upon which coloured square
the warrior is standing on. Below
the question, four answers are
printed on the four points of a com-
pass. Once you've decided which
answer is the correct one, you
move the joystick in the relevant
direction to pick the answer —
don't be too slow because a time
limit constantly ticks down. If the
chosen answer s wrong, your turn
has ended: if it's cormract you're
allowed to move your warrior onto

any of the eight adjacent squares.

our of the squares on the board
act as transporters and if jumped
onto, the warrior is randomly
transported to another transporter
elsewhere on the board. Answer-
ing enough guestions correctly
builds up your warrior's "wisdom
rating', and if enough points are

added to the total, it is given the

opportuni to mutate and
bgggma 2' more powerful indi-
vidual.

When one player tries to move
his warrior into a square already
occupied by an opponent’s piece,
a challenge takes place. Both
players have to press their fire but-
tons to show that they are ready,
then a question and four answers
are printed up in the usual fashion.
However, this time both players
have to race to guess the answer
comectly. The first player to
choose the comect answer is
judged to have won the bout, but if
a player chooses the wrong ans-

wer then the opponent wins, or if
the time limit runs out and neither
player has answerad then the
challenger loses out. The loser has
a chunk of points knocked off his
wisdom total and is mutated down
a grade. If the player is already on
the lowest grade, his piece spins
out of existence and 'dies’, playing
no further part in the game. The
first player to remove his/har
opponant’s warriors wins the con-
test and is considered ‘the wisest
of the Gods'.




I hate Trivia games — they bore

me senseless. Powerplay, on

i e i 2y

able to and{
dullin map;%h

it ing to play than Trivial
nice, and the
game which is

warthy of any Trivia :
Eﬂg-:mm. o

COMPILING YOUR OWN QUESTIONS

A nice feature of Powerplay is that it glves the user the ability to create his

or her own questions files which can be loaded into the game at a |later
date. The files have storage space for about 200 questions which can be
about anything the user wants — computer games, pop music and so on,
:rflﬂ question can be asked about a subject then it can be included into the
Ha,

Each file must have four separate subjects (to correspond with the four
colours on the playing area) and each subject has four levels of question
(for each lavel of piece). The system is incredibly easy to use and gives
you the chance to put some really difficult questions to wreck your
nends’ chances of winning the game.

test. This may weil
bea Trivia game, but it's far more

ngles and spot x

work well. Powerplay is a neat

Presentation 96%

Pleasant title screen and all the
options you ever nepded —
including a question compiler —
but unfortunately there’s no
restart facility.

Graphics 82%

Altractive playing area and
characlers,

Sound 68%
Variety of tunes and jingles.

Hookability 96%

Instantly playable and addictive.

Lastability 95%

With the multiplayer option and
question compiler you can play
for months.

Value For Money 94%
Although there is no ane player
option this is still an essential
purchase for Trivia fanatics.

Overall 95%
Original, novel, and immensely
playabla.
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— BUDGET

uperheroing has never been

an easy task, risking life and

limb to save the Earth, Uni-
verse — whatever. In this case it's
the evil forces of Kerllis IX which
are wreaking havoc throughout
the land and, as usual, it's up to
you, an intergalatic mega hero, to
save the day. The force, whao call
themselves the Boolalgrops, have
invaded an alien planet and are
causing vast amounts of wanton
destruction. The game starts with
you abandoned on that same alien
planet with a veritable armoury of
swords in your possession. How-
ever, merely killing the aliens won't
win the war fully, there will still be
their aminent leader to deal with —
the mighty Alien Presence.

A quest has been devised that
will lead to the total annihilation of
the leader. Your first task is to
retrieve the seven Daggers of

Ny | didn’t quite know
what to make of
this to begin with,
so | persevered
with
blasting and portal opening and
now | know that this has
serious problems which render it
nearly unplayable. Main fault
n r one is that the lasks are
50 sborious, once you've
returned one dagger then you
have to go repeat the same
action six more times. The next
task isn't much fun either, in fact
don't fouch this with a barge pole
it's ane fo be well avoided,

ot o Tl B S B e
WM T W W Wy Wy My Wy Ty Wy g W g Wy
1'“?'lal_ﬁl‘s'!k"nﬂﬂﬁwﬁﬁﬁu’ﬁ‘w’
n‘n'!""i”ﬂ'l"»“n's’ﬂ’u:n;a:#:u‘
T bl e Bt b et e e e ke e

il bt et

L |

e

o e

e

HOODOO VOODOO

Bug Byte, £2.99 cass, joystick only
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Power which will open the portal
into the very heart of this strange
world. Each dagger must be col-
lected individually from the far left
hand side of the scrolling playing
area and then carefully carried to
the portal to the far right hand side
of the playing area.

. Once you have collected your
first dagger the aliens come out in
force to try and stop you, the first
foul batch taking the form of canis-
ters which slowly float from the
bottom to the top of the screen.
However, if you approach them,
and fail to blast them in time, they
home in on you and unless some
nifty joystick handling is employed
you are doomed to fallure. Luckily,
you have been given six reincarmna-
tion spells to play with,

et e e e L L
a2 Ta e T YV Ve TaNaayt

e

Having put one dagger through
the portal you must then head
back over hazardous terrain to the
collection point. On some occa-
sions you will fly behind buildings
making it near impossible to keep
track of your actions. There are
also soma swamps which drown
you if you land on them. Having
deposited all seven daggers in the
mystical portal it will open and, at
last, you can fly through.

In the second part of the game

e L R A b Gl e e
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garlic and five crosses which have
been scattered over the land.
Played on a wrap-round scrolling
playing area your sensors must be
carefully monitored as the garlic
and crosses are invisible. On
finding an object the border
changes colour and a code F
flashes up to inform you of your
discovery. Once all ten objects
have been collected you are trans-
ported to the mighty Alien Pre-
sence, His guardians are inde-
structible, but with a good shot it is
just possible to Kill him so his avil
wrath may never return again,

mﬂg first level of
NS game is very
similar to Tony
Crowther’s
Gryphon, but it's
nowhere near as good. In fact,
Hoodoo Voodoo is poor as a
whole. It's also very hard, and if it
wasn't for the Game Kifler lyin
conveniently to hand | wauLng
have managed to get onto the
b;sl?and fevel to find out just how

ing the whole game s
There's not much else to say
about this game other than |
would have second thoughts
about buying it.

Presentation 55%
Fairly straightforward

Graphics 42%

Lacking in quality and colour
Sound 66%

‘.'.- od tithe screen tune but little
2isa

Hookability 35%
Laboriou

from the ot

ility 21%
d challe

Cheap, but three guid 15 still too
miuch for so little.

Overall 27%

Yet anc
from Bi

lisappointment
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HOLLYWOOD OR BUST

Mastertronic, £1.99 cass, joystick only

I ights, camera, action! Roll
‘em! Take a trip back to the
roaring twenties, the Char-

leston and the first movies. Ah,
those early films — the excitement
of the chase, the hilarity of the cus-
tard pie battles and the robust
tunes that were pounded out on
the keyboards below the screen.
Hollywood or Bust attempts to
capture the flavour of the twenties
in a madcap arcade adventure.
You play the floundering Buster
Baloney, desperate to make his
way Into the movies. Having
walked on set, it's his task to find
five Golden Oscars which he can
take home and place, with due
care and attention, on his mantel-
piece.

As play begins, the screen is
split between a playing area at the
top and a neat animated status
window below. In the latter, the
director waits pensively for the

24 ZZAP!64 October 1986
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action to begin. Action! Buster
stands on a street, which scrolis
left and right according to his

movements, and then begins his
search for the Oscars. Buster's life
is not as simple as just pottering
around a film set. For one thin?.
he's plagued by crazy Kops (a la
Keystone) in full chase. The only
way to combat them is to throw a
custard pie in their direction. This
will stun them for a moment and
while they spin dizzily around, it
gives Buster a chance 1o escape
up one of the ladders onto another
floor.

The set is also inhabited by
hosts and contact with them is
atal. However, they can only

attack from behind so as long as
Buster is up against a wall he'll be
safe. Points are awarded for the
amount of time Buster remains on
set without being clobbered.
There is also a window showing

1

Buster's pay, which shootsup ata
remarkable rate for every piece of
film that is taken. The set is littered
with doors and passages — some
lead inside the film set while others
take Buster into the street scene.
From a small playing area, the
action switches to a full screen,
viewed from above, plunging Bus-
ter into the middle of a Keystone
Kops custard pie shoot-out.
Before Buster can return to the set
he must wait until 1000 shots have
been taken; meantime, he must
survive as best he can. Once more,
he must use custard pies to
defend himself from the Kops who
will clobber him if they collide with
him. However, if his supply of pies
run out before time there's always
tha tap, situated at the top right
hand corner, which will let the cus-
tard flow through to an outlet at
the bottom left of the screen. Bus-
ter, like most mortals, is only in
possession of one life so if he gets
bashed on this screen then he
won't be able to return to the

did look promising
— but oh dear, oh dear, ch dear.
-‘t‘smﬂa‘mfrhfsfs such a

O} MBI =
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studios and continue his search
for the elusive Oscars.

SPIKY HAROLD

Firebird, £1.99, joystick or keys
This would be a
good game if it
wasnt so  fun-

necessarily)

o diﬂ'iﬂu-‘fl‘ ; After
I el wasn'f gatting
mﬁg!’; further :?rj;n the third floor
and | soon found myself becom-
ing too frustrated to continue. If
the ghosts and guards
were less aggressive Hal-
lywood or Bust would be fun. But
it isn't and even at two quid |
wouldn't recommend it — unless
you enjoy being driven round the
band by unplayable games.

Presentation 82%

Big, bold and colourful

Sound 84%

5 oll

cr 2 e
Hookability 60%
D 3h initial T

i | the urg
Lastability 44%
You'll pre

rather tih;

Value For Money 52%
BT M addition tothe g
I IHE

Overall 46% 00:02

N

twenty lives.

Spiky's energy is measured by
the amount of lives and time
remaining. Extra lives can be
obtained by collecting life force
coing, but time . . . well, Spiky has
only 24 hours in which to collect
his provisions — after this the
winter frost sets in and he will
perish. Poor old Spiky.

poor old Spiky Harold, a young

rebel of a hedgehog if ever there
was one. Harold's been getting a
bit sleepy of late, what with all this
energetic scampering across
|uggemnaut infested roads, and so
he's decided it's time for a long
nap, or hibernation for all you
biological bods.

But a whole winter is a long time
to go without any grub, especially
for such a fatty as Spiky. So, he
has to go on a search for food, in
the form of apples. Spiky must be
guided through a labyrinth of
chambers residing under his

I t's been a long, hard summer for

good P .
game shouldn't rely so heavily
on pixel perfect jumps — most of
the time no skill is invalved, just a
fot of luck, Spiky Harold is frus-
trating — far too much for my lik-
ing— and in a way very challeng-
Hlildhsbm s roumevllll Presentation 76%
platform game — Idon’t, though. Avariety o  and an

adequat en

Graphics 47%

hedge — unfortunately some
other creatures have also taken to
inhabiting

they're not to happy with this inva-
sion of their privacy. Although they Simple and lacking in colour
don’t actively attack Spiky, they

give him a bash if he touches them | [Rebaliiel: m"’_ﬂ

and in doing so he loses one of his areat tit e

the chambers and

me soundtrack
bility 51%

To be honest, -‘Y
Spiky Harold s
quite an attractive
me, but it's too

trating.

There's very little skill involved as
such—the best way to complete

ty 44%

tratir

0 per

Emrumemwmnﬂnm
working oul the possibie
route to follow, This isa very siow
and laborious process. If
want a fast and furious

game then this isn't for you, but
it's worth checking out if you're
mmum into puzzies. Nice music

position so Spiky can jump isn't
my ideaof fun, it makes the game
so-o-o0 boring to play. The
graphics are exactly the same as
the Spectrum and Amstrad ver-
sions — bland — but the sound
is OK. If you're into these sort of
games have a look. If you're not,
don't.

Value For Money 55%

There are betta tform games

Overall 48%
Masochistic platform freaks will
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OLE IN ONE

Mastertronic (MAD), £2.99 cass, joystick or keys

ole in One is Mastertronic's
addition to the growing

range of golf simulations for

the 64. You start on the fairway,
legs astride, in your Pringle jumper
and checkered flares. Your caddy-
bag is beside you and although it
may look empty, it contains a verit-
able plethora of assorted sticks,
sorry, clubs from which to choose.
The first thing to do, as any
experienced golfer will tell you, is
to have a drink — which may exp-
lain the character's unusual

stance, Then, choose your club
from a selection of irons and
woods — it's best to start with a
one wood. Once you have
selected a club an arrow appears

o

WMAST

in which the ball travels.

at the top of the screen. This can
Pressing the fire button gains

be moved to change the direction

26 ZZAP!64 October1986
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control of the club, and pulling
back on the joystick swings the

club. The stroke is played by pres-
sing the fire button a second time.
You may have to play several
shots to get the ball onto the
green, but once you get there you
can go for the hole, which is pre-
sented In a small window in the
bottom right hand corner of the
screen. By correctly positioning an
arrow behind the hole you should
ba able to sink the ball.

There is also an option for a two
player game where each player
takes his or her turn as dictated by
the rules of golf. Oh, and there's a
practice option which allows you
to tour the course.

Presentation 64%
Reasonable title n and
good in-game pres 0
Graphics 61%

The backdrops are effective

the golfer and ball are not

Sound 29%

A few simple jingles and spot FX

game plays

Lastability 35%
Just not playable enough to be

Value For Money 44%
The cheapest golf simulation
available

Overall 38%

but not one

"MOT A el 1N ONE S
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As moons swir wildly in the
infinite void of space, and
light slowly creeps through
the misty shutters of your space
probe, everything becomes clear,
You have been abandoned on an
artificial world with five experi-
enced astronauts. Unfortunately,
they have been spread throughout
five broad zones: Alpha, Beta,
Gamma, Delta and Epsilon.

On investigation the inhabitants
appear friendly enough. But then
you stumble across some vital
information which reveals plans
for an imminent attack upon Earth.
In a desperate attempt to break
free and report the Information,
you need to make contact with
your allies in the other zones and
eventually escape via the portal in
Epsilon.

To enable you to move around
this strange artificial world, you are
in sassion of the spacecraft
|BIS. With this highly manoeuvera-
ble shi1p you can scoot around the
planet’'s surface and locate the
codes which will enable you to
leave Alpha and progress onto
Beta, and so on. Spread through-
out the world are several hangars
housing letters which build up to
give you the passward.

The letters are hidden away in
huge computers — the Big Ones
— and to log onto these you need

placent, it's not going to

28 ZZAP!64 October 1986
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aKard. These Kards are in the pos-
session of scientists and, as you
can imagine, they are not exactly
ready and willing to hand them
over. So, you need to stun the sci-
entists long enough to allow you to
pinch their Kard and infiltrate the
computer systems.

Being abandoned on an inhos-
pitable planet is obviously not a
good start — your only friend is
money in the form of credits. You
start with a measly 20 credits, with
which you can buy a Bonanza Sur-
vival Pack containing all sorts of
oddments that should keep you
glive. . . hopefully! These Bonanza
Packs can ba bought from one of
the many Computashops which
also reside in the hangars. Luckily
the Scientists’ Kards also give you
access to their bank accounts, so
you need not go short.

Exploration is not the whole of
the game, no, the main section of
the game is more concarned with
flying around the surface of the
zones, blasting aliens into the mid-
die of next week! Flying skills are
also all important since landing
outside a hangar can be quite
tricky when faced with a landing
area which is little larger than the
size of the ship.

Aliens impede your progress as
they unleash their weaponry in an
attempt to damage the IBIS, and
they must be destr with your
laser gun or avoided. Black Holes
reside on the planet surface and
are represented by murky black

{ : NNW

the correct direction they will give
you a sudden burst of speed; pas-
sing through in the opposite direc-
tion causes your speed to
decrease. Hy ce Ports are
also very useful since they cause
the IBIS to be randomly trans-

orted elsewhere on the same
evel.

Once you have all the pieces of
the code word, you must then
locate the Central Computer,
shown by a block with alarge letter
C on it—but beware some of them
are only dummies. Once a real
Central Computer is located you
can then leave the ship, make your
way to the hangar alongside the
central computer and, with the
help of a drugged scientist, access
the terminal and type in the relev-
ant code.

Once the computer has proces-
sed and accepted the code you
can fly onto the Beta zone. Again,
you will have tofind the code word,
but this time the layout of the artifi-
cial world is more complicated —
almost a maze.

Once you have discovered the
relevant code word for a level, you
can enter it at any time without
having to interrogate a scientist
again, thus saving valuable time
and energy. Energy can also be
presery y inducing shields, but
these eat up your fuel at an alarm-
ing rate.

ores are built up by shooting

squares. When flown thruu‘;h in
g

turrets and aliens — wiiich may be
on the surface, flying, or ‘under-
round'. Some scenery cannot be
over, and extansive
is caused should you attempt to
do so.

Presentation 94%
Great title screen and many neat
in-game features.

Graphics 82%

Competent sprites and
backdrops with effective paral-
lax scrolling.

Sound 93%

Good FX and jingles, and a weird
but wonderful piece of music on
the title screen

Hookability 90%
The instructions need to be read,
but it's easy enough to work out
what to do without them.

Lastability 93%
Tough, demanding, and very
playabile.

Value For Money 92%
A worthy buy — if you've got a
tenner you can still buy another
copy ZZAP! with the change.

Overall 93%
A neat mix Batween a shoot em
up and an arcade adventurs,
with a few other things thrown in
for good measure.
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KNIGHT RIDER

Ocean, £8.95 cass, joystick and keys

ichaal Knight, Mr Macho
Mﬂnd all round do-gooder,
has been assigned vyet
another perilous mission, along

with his trusty four wheeled com- |

panion, KITT — a remarkable car
forming the brains behind the
team. Deven, Michael's coor-
dinator, has discovered a group of
international terrorists who are
threatening to corrupt the amica-
ble relationships between East
and West. It is even thought that
they are planning to trigger the
beginning of the World War III!
Deven has instructed Michael and
KITT to uncover the plot and put a
stop to it — unfortunately, nobody

30 ZZAP|64October 1986

has the slightest idea what the plot
really is.

At the t:eginning of t.hal game
you can choose which mission you
wish to attempt, such as pravent-
ing the assassination of the Prime
Minister, the Deputy President and
all sorts of high ranking people.
There are three main sections to
the game. You beqgin on the map
screen which shows several alter-
native destinations known to be
centres of terrorism. A flashing
cursor shows which city you are in
and can be moved to indicate
which city you are going to. If you
enter an operations base from the
map screen a message scrolls
along the bottom of the screen and

02:45:30

advises Michael to travel to a cer-
tain city. The joystick is used to
select a destination, pressing fire
takes you to the driving screen.
The driving section has a
interesting option — you are able
to select whether you take control
of the steering or to hand it over to
KITT. If you choose not to drive
then you take control of the cross-
hairs which can be aimed at the
terrorist's helicopters which are
trying to stop you completing your
mission. When you arrive at the
next city (there is a counter to indi-
cate how far away you are from it),
ou can enter the operations base.
Lcwever, if KITT still tells you that
you nead to travel somewhere alse
then you have to go.

Once you arrive at the correct
base you then have to attempt to
make your way across to the other
side of the room, avoiding three or
four highly trained killers in the pro-
cess. The base could be the ter-
rorist's armoury, headquarters, or
even the target of their plots. When
the screen has been completed a
clue to what will happen next
appears. This process continuas
until you have either run out of time
or sustained too much damage
from enemy fire.

Presentation 40%
Barely adequate

Graphics 34%

Simple and ineffective

Sound 55%

A tew weak spot effects and a
reasonablé rendition of the
Knight Rider theme tune on the
title sCrgen

Hookability 29%
Disappointment guarantesd
after only a few plays

Lastability 15%

Severely lacking

Value For Money 13%
Stick to the TV series, it's margi-
nally better and much cheaper

Overall 16%

Surely after sixteen months
Ocean could have come up with
something better than this




DON’T MISS OUT ON

S 20 PO S A B~

@ [
o s
L
5 °*° WITH ° 2
o
@ b L [ ] . &
e
™
b )
[ @ &
HEWSON — the chart toppers of 1986 — proudly present their range of ®
° games available for Christmas
™ .
@
™ i
® COMMODORE SPECTRUM S
s R.R.P. CASSETTE £8.95 R.A.P. CASSETTE £8.95 ®
DISK £12.95
®
_ L
L ® ® ® ® L)
: » e
| ®
. [
SPECTRUM, AMSTRAD AND COMMODORE
BR.R.P. SPECTRUM CASSETTE £895
¢ o AMSTRAD CASSETTE £8.95 SPECTRUM AND AMSTRAD
COMMODORE CASSETTE £8.95 R.A.P. SPECTRUM CASSETTE £8.95
® AMSTRAD DISK £14.95 AMSTRAD CASSETTE £8 95 L
| o COMMODORE DISK £12.95 & AMSTRAD DISK £14.95 = 3
&
& ® e a pu |
Y ® |
L ]
E
° . Z COMMODOR o ®
| R.R.P. CASSETTE £8.95 °

HEWSON

Hewson House, 56b Milton Trading Estate
Milton, Abingdon, Oxon OX14 4RX
Telephone: (0235) 832938




_ GIANT pog TERS!

OLIVER FREY POSTERS FOR
YOUR WALL!

A superb series of famous covers by
Oliver Frey can be yours in poster form.
Printed on one side in glowing colour,
they each measure a giant 80 x 57 cen-
timetres (about eight magazine pages)
and come carefully rolled up in a postal
tube (useful for all sorts of things) at a
mere £2.50 each (p&p and VAT inclusive).
Butif you orderall four then you get them
foronly £7.50—four for the price of three!

POSTER OFfgR

the fp i ;
aty hnvailjomng Oliver FI‘E_'," Posg teris)

Allg Posters} (£7.50)

ALL POSTERS 3 :IEF;LER OF MARS (£ 50
| - ; R ;
£2.50 EACH 3. RED Moo <F 1(€2.50)
- & "5‘“
(inclusive) . j-'*‘I""f"*ﬁlllfs UFTHE;\IIGHT(Q
ENcC 0se £ . 'Sl}j
OR . ;‘;mi"?d F1eque or posta order made Payable t5 N,
€ase note: orders 2 O Newsfield
s ord Outside maj
ALL FOUR “7ed 10 cover extra pastage, | VK" Please add 1 per item
FOR ONLY b WO
£|?. 50 Addrﬂss ____________________________________________________________________
(LK Mainland prices) . ........................................................................

. ...................................................... Postcode A
POSTER e A
LUDLO R, NEWSFIEL
POSTER ’ SHROPSHIRE SY8 1 121:1{3) PN,




Based on Judo, UCHI-MATA, is probably
the most advanced and challenging
martial arts simulation to date.

All the skills 'n’ spills — without the bruises!!!

{ommodore &4/ 128 Cassette £9.95 Amstrad 4646646108
Dise £12.95 Cassette £9.95 Disc £13.95
Spectrum 48128  Cassette £8.95 MSX Cassette £9.95

Technical consadtant, Brian Jacks,

compdeting 4 successhal LICHI

MATA, e of the many excituig
O Incorporated in the game

Brian Jacks received his black beft,
15t Dan, when only 15, He i£ now
a Tth Dan, an elite word JrOUp
Having won the British
Championship eleven tmes, the
Open Championshp five times, the
European Championship four
tmes and an Olympic Medal, he is
one of the most knowle dgeabile

and foremost exponents of Judo
mn the world

Martech is the registered trade mark of Software Communications Limited,
m o ' c( Martech House, Bay Terrace, Pevensey Bay, East Sussex BNT4 SEF
TRADE ENGQUIRIES WELCOME. PHOMNE: (0393) 768456 TELEX BTB373 Martec G




Mail order:) « g™ FEATURES
Electric Dgeams Software s 3 Multiple menus incarporating sophisticated windowing

23 PongStragl, Hampstead Londdml techniques.

Available for; 1'; £ Fully animated and independent supporting cast of
Commodgre 64 Gassette ~ (£9,99)  characters lo control.

Co fe64Disk ~(£14.99)  access to extensive and eritical information through icons

Spectrum 48K/128K + » _(£9.99)  _ newspaper reports, personnel files, intelligence report:

Amstrad CPC Cassette (9 99)
Amstrad CPC Disk (£14.99) Two channel ‘State of the Art’ Spectrum soundtrack ¢ OuoF - JFeW AR E

ELECTRIC DREAMS SOFTWARE, 31 CARLTON CRESCENT, SOUTHAMPTON SO1 2EW. TEL: (0703) 229694



Activision, £14.99 disk only, one or two joysticks

puter controlled and the other
directly under the control of the
player. If one player is playing then
the opposing team is completely
computer controlled.

Before a game can begin the
players must go through a series
of options. The first option gives
you the choice between having a
game or practising shooting and
dribbling. Then, the number of
players is decided and whether the
game is a lkague or exhibition
match. With that sorted out the
program asks you to input the
names of the teams and ‘man-
ager’ (the player) and which league
they come from (North, South,
East or West).

Once the teams are chosen six
elements of play, such as jumping
and dribbling, are shown and the
player is asked to donate points to
each element (from a pool of
twenty four). It's up to the player to
sort out which is best, only prac-
tise will tell. Your team-mate can
be chosen from a list of ten: each
player on the list has a different
characteristic, so it's a case of
working out which player is most
suited to your playing style.

The game is played over four six
minute quarters on two 30D flick
screens, each with a view of one
team's basket. When one screen
is in operation the other remains
inaccessible to any team member
until the attack faiis or a basket is
scored. When this happens all the
players are put under computer
control and run to the opposite

wo on Two is the third bas-

ketball simulation to appear

on the 4. Up to two players
can play with or against each
other, or one player can prag
against a computer team. Eac
team has two members, one com-

end of the pitch.

TWO ON TWO BASKETBALL

Your player runs around bounc-
ing the ball directly under control
of the joystick. When you want him
to shoot for goal keep your finger
on the fire button and then let go
when he has jumped into the air.
Passing is achieved by pressing
the fire button twice very rapidly.
Getting the computer player to
behave just how you want him tois
another kettle of fish,

After an attack, whether it has
been successtul or not, you have
the opportunity to select which
pattern of play the computer
player will follow. If you are attack-
ing perhaps you would like him to
run straight for the basket, or you
might want him to hang back so
you can make a break for yourself.
The same principle applies when
you're defending and four diffarent
play patterns are made available
to both computer players.

The game continues over the

four quarters until the final whistle
blows, whereupon the winning
team is printed up on screen for all
o sea.

Presentation 84%
G refensive nstructions and
f 15, but the

Sound 56%
Thejingles:
functional b

B

OUNQ eftfects are
at that impres

Hookability 79%

Lastability 63%
Tha oo ar plays a mean

ral 1-:.I|I potental
Value For Money 58%

r

Iy a third o
ind 15 much better

Overall 73%

A good basketball game which
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Battle for Midway, Battle of Britain, Theatre Europe,

Falklands ‘82, Iwo Jima, AND NOW -

On the evening of
24th May 1941, HMS Hood [~ Ve
took a direct hitinher [~
magazine. Of the 1415 men | ~
on board, only 3 escaped o
with their lives. |
BISMARCK hadclalmed

Features: GAME CONTROLS: Command Bismarck To receive your FREE Demonstration Tape of

vs. Computer, Royal Navy vs. Computer, Full BISMARCK and a catalogue of our other products,
joystick control, Icon driven, Variable speed game, send a self addressed envelope (at least 11cm X
Variable difficulty level, *'Set Battles'’ option, Save 22cm) with a 17p stamp to “"BISMARCK DEMO",
Game, Real time Action. FLEET CONTROLS: Main DEPT Z, PSS, 452 STONEY STANTON RD,
map screen, Air reconnaissance screen, Weather COVENTRY, CV6 5DG. TEL (0203) 667556. (Offer
forecasting. SHIP CONTROLS: Visual search from only available while stocks last)
bridge, Radar search, Control heading, speed etc.,

Fire heavy guns, Control anti-aircrafty guns, CBM 64{128 £ 9 95 (C) £ 14 95 (D)

Allocate damage control via fully detailed plan
views, Torpedo attacks, Fairey Swordfish flight
simulator.




HACKERIII

Activision, £9.99 cass, £14.99 disk, joystick only

reviewers opened and booted

up a package which Sraetad
them simply, 'Logon Please.’
Behind this anonymous introduc-
tion lay Steve Cartwright's highly
original creation, Hacker. He's
back with the sequel and this tima
it's on a much grander scale. Your
greeting comes from the govern-
ment of the United States. The plot
is simple. After your exploits in the
first game became noted, you
achieved a reputation for being an
extremely skilled hacker. Now it is
to be put to the test as the Cla
have found a mission only you are
capable of undertaking.

it's believed that secret docu-
ments called The Doomsday Pap-

It's a year since bemused ZZAP!

in
mending Hacker Il fo fans of the
original, and would urge you to
ook before you leap — will
no doubt be kﬂprsssudygﬂn
be disappointed the actual
game.

ers are being held in a Siberian
base. The documents detail a plan
to undermine the American gov-
emment and bring down
capitalism in the West, paving the
way for Communist expansion.
With the aid of three mobiles (simi-
lar to those used in the first adven-
ture), you must explore the base
and retrieve the plans. This should
allow the CIA to implement pre-
ventative measures.

g

To complete the mission suc-
cessfully it is necessary to defeat a
complex security system by
avoiding or fooling a network of
security cameras and personnel.
To do this, you have a device
which can monitor four cameras,
each with thirty eight channels.
Video taping facilities exist so you
can tape from a camera, and then
bypass a camera with a recording,
giving you time to manoceuvre
without being spotted. The video
recorder allows frame pause and
preview functions for fine editing
— which is essential since each
recording has ‘synch' numbers
which must be correctly matched
with live action to successfully fool
the security system,

It's also possible to use one of
the four monitor screens to display
the area around the MRU (Mobile
Remote Unit). This display allows
you to start creating amap forexp-
loration purposes. It reveals the
whereabouts of any security

officers in the area, active
monitors and anything else you
might have to worry about.

he manual is designed as if it
referred to the real machinery
involved in the game and as a
result it is guite a mouthful to
digest. However, it does cover all
the functions used in the game in
explicit detail and adds atmos-
phere. The manual is actually
supplied in an official looking
envelope and reflects the atmos-
pheric nature of packaging.

The .screen controls are acti-
vated by a joystick controlled hand
that moves over the panel. Pres-
sing the fire button makes a finger
depress the button beneath. This
is normally highlighted in a diffe-
rent colour, he animated
graphics are black on grey sequ-
ences to give the effect of monoc-
hrome manitors. The screen bor-
ders flicker when you come under
attack.

One particularly nasty weapon
employed by the enemy is called
the annihilator. This can be called
in at any time. A kind of anti-robot
robot, it hunts down and kills
MRUs. Unlike Hacker, you have
three ‘lives' in the form of MRU's,
Because of the distinct plot, this
sequel is not a series of repetitive
actions needed to build up a pic-
ture, but rather constant explora-
tion and deception procedures
with many subtle differences.

The sheer scope of the game
should provide plenty of challenge
and it would seem necessary to
devote hours of work to solving the
game. Itis also a very strong hybrid
in that it plays like an adventure
more than an arcade game but
relies on graphics of a superior
quality to arcade adventures.

Presentation 86%
i dlthough the

aithough
cating yvour
lobes for

Hookability 8
|r|rf||:'1 M
from




FIREBIRD HAVE THROWN DOWN
THE GAUNTLET!

TAKE UP THE CHALLENGE AND
YOU COULD WIN APERSONALISED
COPY OF DRUID!

Firebird's latest release, DRUID,
puts you in the role of Mr Druid, out
to defeat the Evil Princess of Dark-
ness. The nasty ol' princess has
unieashed her wrath in the shape
of four skulls (wouldn't you just
know it?) which have infested the
lower vaults of a huge eight storay
tower. Mr D, along with his faithful
(but not so clever) companion-Mr
Golem, has to fight zillions of
meanies and cast spells left, right
and centre in order to transform
the world into a happy and peace-
ful place. Sounds great, eh. Yes it
does.

Anyway, some kind ‘'n’' clever
chappy at Firebird had an idea —
uh huh, and a rather good one at
that. What he wants you oh-so-
cool-and-artistic people to do is
design a final congratulatory
screen for DRAUID. The bestest
entry will be programmed into a
special one-off production copy
by the authors of the game. Cor!
Just imagine: if you win you could
own a personalised copy of a best
selling game! Impress your
friends! (Myah! Nyah! Look what
I've got). Amaze and astound your
relatives! (Look Auntie, look what |
did).

Tell you what, just to give you a
few ideas what the screen could
look like, here are a few things that
the DRUID will have to encounter
and overcome to complete the
game-. . . .

The creatures include ghosties
(eek!), skeletons (ooh!), big 'n’
nasty beetles (ahl), skulls (aargh!),
witches (shriek!) and all sorts of
traditional scary thingies (sounds
like a normal day at ZZAP!
Towers). When a druid arrives at
this final screen he will have risen
through the ranks to become a
legendary Light Master. So, get
your Play School Painting set out,
scribble a screen and whisk your
emblazoned pieces of paper off to:
DROOLING DRUIDS, ZZAP!
MAGAZINE, PO BOX 10, LUD-
LOW, SHROPSHIRE SY8 1DB.

Entries must arrive no later than
the 8th of October. Bast scribble
wins their very own copy of the
unique game. The next best 20
masterpieces each win their
creators a Firebird T-Shirt to love
and to hug, so don't forget to
include your T-Shirt size. Well
then, what are you waiting for —
get to it!
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 24(17) ROCK ‘N’ WRESTLE

m:ummumm 14¢9memm '24(17) RO _
i Lenl S e A A Gverai Raing: S8

5 (20) GREEN BERET (6%)
%‘oﬂ‘fﬁ'ﬁm

15 (12) BOUNDER
St

25 (-) SPELLBOUND

Wﬂ-ﬂﬂl
Overall Rating: 84%

6(2) HEHGEH!H\" (5%) 16 (16) ELITE 26 (-) SENTINEL
, £9.95 cass, £12.95 disk Firebird, £14.95 cass, £17.95 disk Americana, £2.99 cass, £4.95 disk
m Rating: 58% ZZAP| Overall Rating: 85% ZZAP! Overall Rating:

7 (4) PARADROID (4%)
Hewson, £7.95 cass, £12.95 disk
ZZAP Owerall Fating: 97 %

8 (22) SLAMBALL (4%)
Americana, £2.99 cass, £4.95 digk
ZZAP| Owerall Rating: 96%

9 (11) SPINDIZZY (2%)

17 (70) THE EIDOLON
Acthisbon/Lucaafiim,
ZZAP! Overall Rating: 87%

18 (-) CAULDRON Il

Palace Software, £8.85

19 (14) COMMANDO

27 (29) STARQUAKE
£0.00 cass, £14.00 disk Bubble Bus, £8.95 cass
ZZAP| Overall Rating: 93%

28 (21) BOMBJACK

Elite, £0.95 cans, £14.95 disk
ZZAP! Overall Rating: 47%

29 (13) YIE AR KUNG-FU

Electric Dreams, £9.89 cass, £14.99 disk Elite, £9.95 cass, £14.95 disk zrrrmhc. £6.95 cass
ZZAP! Crversll Rating: 98% ZZAP! Overall Rating: T7T% Overall Rating: B8%
10 (7) THRUST (2%) 20 (30) TAU CETI 30 (23) RAMBO
Firabird, £1.99 cass CAL, £9.95 cass, £14.05 disk Ocaan, £8.05 cass

ZZAPY Ovarall Rating: 94%

ZZAP| Owerall Rating: 83%

ZZAP! Overall Rating: 85%

YOU COULD WIN SOFTWARE BY VOTING FOR THE ZZAP!

READERS TOP 30 CHART!

ng €40 wnrth uf Enftwale to the firs 't person whose ZZAP! READERS TOP 30 VOTING FORM is pulled
A=A Fo e

| "u'hln:'.'n software v

Ju:“ 1 aT-shirtand a ZZAP! Cap. So all you have to do is fill out
5 in descending order [remember they must

of £40) should you win, and your T-shirt s12e

shown

ZZAP! 64 TOP 30 VOTING COUPON

| am voting for the following five games:

{Please write in block capitals)

Nmﬂllllll1llll|l1lrll+l|!1l‘1l‘ llllllllllllllllllllllllllll
L T A s o e Bl i

- - A B FE S E BT T ERE R R "
e e (R |y e e B O PN e

If | win the £40 worth of software, the games | would like are:
Game (and software house)

My T-shirt size is S/M/L

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

ZZAP! TOP 30, PO BOX 10, LUDLOW,
SHROPSHIRE SY8 1DB
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THE BATTLE
OF GREEN HATS

L=

‘Oss’

v format settled | set

— e — ——— ——— T ——— - — W ————

The appointed day dawned and |
gant the ingenuous Rignall to meet
them at the station. The train even-
tually arrived, a primaeval machina
Belching smoke and soot as the
driver shovelled pefrified wood
into its engine, and both challen-

emerged from the rusty car-
ms looking rather weary. Their
Weariness soon dispersed after
Rignall had given them a cupful of
d foul black brew known as coffee.
I think it was more of a short, sharp,
shock effect than a soothing,
relaxing ane. . .

e e

Both challengers brought with
them moral support: Colin had iR
tow his brother, Steven, and 18R
his good friend Daniel. | explaingd
the rules of the contest — the high-
est score achieved within fiftean
minutes and the best of three
games. As soon as | had said this
thare were whining noises [
from both camps. Colin s
that fan had an autofire joystick
grasped in his swedty maulérs and
Was moaning that it gave him (lan)
an unfair agvantage. As if he
needed to tell mel | consider the
autofire joystick to be a wimp's
tool and forbade lan to use it lest

an unfair advamage be gained.
With that issue settled | thought all
would go well .. but no! lan

started moaning that he wanted to
put the 64 on thefloor so he could
use the space bar with his footl
What a strange being. This request
was unfortunately impossible due
1o the length of the wires — the
computer just hung thera halfway

|

Colin goes through an ancient Northern pre-match ritual . . .

between the table top and sthe
floor, so lan had to make do. Sueh
moaning and carrying on — |
thought the ZZAP! team were sup-
posed to be the primadonnas!

Once everything had been
sorted out | ordered the challenge
to commence before the players
had a chance to gripe further.

PERIOD ONE

Both players started confidently,
especially lan, who whistled along
to the in-game drumbeat. | sat
back to watch the proceedings.

lan was ‘really giving the fire but-
ton ten' and | watched with satis-
faction as he disposed of troop
after troop of enemy soldiers.
Colin was going great guns too
and was making full use of the
flame throwers he was collecting.
His use of the deadly fire-spitting
weapon meant that he was the first
to reach the final stage of the lavel,
the all-out attack from sol-
diers. He stood his ground wall
and stabbed them all to finish level
one Wwith a s¢ore of 32,300, lan's
progress was slightly slower, but
his séore was almost 9,000 more
than Colin's as he began totackle
the final sequence.” Using the
flame thrower to its full potential
he frazzled all but one soldier, who
was guickly dispatched with afew
swift thrusts 'of his flashing blade.
As he started on leval two Imade a
note: of his score of 41,100 and
was imprassad.

lanwhistied calmly away to him-
self ‘and magde his way through
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Playing too many computer games can lead to deformity. See the |
evidence and balieve. Colin Redfern is on the left with lan Ellis on

the right.

Steven holds his brother's joystick in an attempt to boost mor ale.

. . and lan goes through his. Strange people indeed.

“evel two where he became
gnstuck when he reached the
‘Stage where parachutisis drop
down from the top of the screen.
The idiot ran straight underneath
one, who obligingly dropped a full
Joad ... Colin was still hacking
“away, though, and was slowly but
“surely pulling ahead. | watghed:
Sintently as he knifed SiRG
parachutists and kung-fu expefs:

“and then groaned inwardly as he

. ‘Wwas shot in the lower groin =&
foolish mistake which cost him-
more than time! e s
A strange garbled moaning:
fpise coming from lan's w
gttracted my attention ansd |
watched as he ran into yet anather
parachutist. Obviously this chapis®
" & slow learner. | continued o
“Wwatch to see whether he'd make
the same mistake again but Was
disappointed he continusd
@nwards to the end of level two
and knifed all the dogs without
further loss of life. =l
Colin plodded on and also dis=
posed of the dogs with no tr ¥ -
@t all, his score at the end of| :
* two reading 76,000. lan was fmak=
ing good headway and by tha tifne
“He reached the middie of jevel
three he had caught up with Galin.
| watched as the two bailied
together . . . it was good to se@tWe
batties within a battle. .

42 ZZAP!64 October 1986

' ‘was set upon by a group of blood-
usty soldiers. Bot

“pttacked lan again. Swift joystick
"tog%Iing and feverish presses of
the fi

~move and | watched as a kung-fu
~soldier leaped into him. lan was on

" spread over his visage, was still

“without any trouble. lan, on the

Suddenly, a groan from Colin
informed me he had lost another
life, a silly mistake resulting in a
lead-filled posterior. This minor
upset didn’t seem to shake him in
the slightest, although | noticed his
jaw muscles tightening slightly.
Within a few seconds of Colin's
ftlernise lan also lost a life as he

players were
&till neck and neck as the soldiers

re button failed to thwart their

his last life and looked rather desp-
prate.
Colin, a strange expression

knifing and dodging halfway
through level three when he came
unstuck. Committing himself to
tlimbing a ladder he was followed
up by an enemy soldier, while
another strolled about at the top
awaiting his arrival. This rather
comic scene caused a few sparks
in my humour circuits as | watched
Colin try to battle his way out of an
impossible situation . . .

: My cackiing at his demise
seamed to spur him on and he
reached the end of level three and
disposed of all the gyrocopters
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for the second time with ease, lan continued but within sec-

Look at the concentration . . . would you believe that this man has
already knifed 210 innocent soldiers?

other hand, was still battling as | |

best he could under the cir- |
cumstances and was trying to |
score enough points to eam him-

game — oh dear. He continued
towards the end of level one whilst
Colin was pounding away on level
four with a score almost ten times
greater.

Precious time was slipping
away whean Colin lost his penulti-
mate life, but he continued to bat-
tle onwards and finished level four
— and the game — making it look

boosting his score to 248,900 and
earning himself an extra life as he

did so. lan, looking rather misera-
ble by now, lost another two lives,

it really wasn't going well for him
... but then he was finding ot

what life was like in a real man's

world, a world without autofire
joysticks.

Colin battled through level two
without loss of life and disposedof
the dogs with ease, piling on the
points. lan had learned of Colin's
score and seemed to slump back

lan smiles as he hacks his 198th soldier to death,

onds he had lost his second life —
obviously your Earth saying ‘when
the going gets tough, the tough get
going' did not apply to this mere

ortal. lan decided that the only
+8énsible option was to start afresh,
80 he deliberately killed himself

and started a second game.
Meanwhile, Colin had finished
lével one with a score of 38,450
and was ploughing his way
through the second stage.

| strained to see whether lan was
having better luck, but he showed
me it clearly wasn't his day by los-
ing a life with only 12,230 scored.
A few seconds later another life
was lost to marauding soldiers and
again he was forced to start afresh
— things were looking grim far.the

| hapless fellow.

Colin was way ahead by now:

| @nd even a loss of a life at 75,600

points didn't shake him, he si
went on to kill all the dogs at
end of level two and boosted his
score to85,700. His opponentwas

| going from bad to worse — helast
| a life with only 11,000 scored. The
| bemused chap continued “his"
i game and lost his second mamat

2,650. Shortly thereafter, just as

j he arrived at the missile base, fan
was 'done over’ by a kung-fu ol
I dier and was forced to starf yet
another game,
|  Unaware of his opponent's mis-
¢ | fortune, Colin pulled further and
| further ahead. A loss of life at
I 88,000 points didn't stomp his
| Yomping progress. While lan lost
two lives early on in his new game;

self an extra life. His toil was in
I Wain, however, and | watched as
* S last life went, not with a bang,

but a whisper as he was kicked in
~ the larynx by an over-enthusiastic
*kung-fu soldier, Six minutes had
’#i'gl_apsed on my chronograph and |
= Eistered his score of 122,000,
; restarted his game, a worried

2\ {20k on his face and | noticed that I Colin increased his scora to
g8 Incessant whistiing had now ; ? | 143,00 until the loss of anothér life
esed. . _ : . T : L I caused him to slow down a fittle:

Colin, oblivious to lan's trou- incredibly easy. lan was still under | in his chair, knowing that within the Within seconds he'd lost another

S Bles, continued his game pressure and had lost yet another | imposed time limit it was impossi- life and became visibly anngye

Minabated and scored 147,700 life soon after starting level two. | ble for him to catch up. He grace-

with himself. Ha! He then made his
final mistake by leaping into an
enemy soldier, terminating his
pame with a score of exactly
154,00. Only seven minutas of
game time had elapsed, so Golin

‘before another life went. lan was
“gurgling away to himself and |
noticed he had lost a life right at
the very beginning of his new

Meanwhile, Colin started on level
one again with a score of 209,000
to lan's pitiful 49,050,

Colin battied through level one |

fully retired leaving Colin to battle
j on for the full fifteen minutes and

achieve a most impressive final
score of 350,700,

First blood to Colin, and | woR-
| dered whether lan would be able

The players and their moral support.
Colin is wearing — what does

What a foolish looking hat

he think he is?

I to bring himself out of the ‘del-
| drums. | ordered the next gameto
| begin immediately . . .

u
| PERIOD TWO

| Within seconds of my cry of ‘let

the game commence’ both
players were knifing and d
with a vengeance. lan was

I looking visibly shaken but Colin

oozed with confidence, a gr

. | smile of glee plastered over hig
| features. | watched intently to seg
| if he would make the first mistake,
| @nd was highly amused to Sea

started once again.

By now lan had reached tha mis-
sile base on level one, but he failed
miserably to negotiate the barrier.
Fortunately, his efforts earned him
an extra man and he tried again to
et past the end of level one. This
time he did, earning himself a total

“Dbf 56,900 in the process. Colin, Bn
the other hand, was doing well
again and had almost caughtup
with his opponent as he rushed
through level one without lass of
life. lan was sweating profusely
and tried his best — which was far
from good enough. At the end of

I both players fall flat on their faces
g ¢ very shortly after starting, Colin

| being molested by a soldier as he
| ran past a truck (his score 19,100)
| and lan losing a life under similar
| circumstances when his score
| read 18,450,

level two, with a score of 99,650,
he lost his final life. He then
realised it was impossible ta beat
Colin's score within the | time
remaining and retired gracefully.
Colin had won! Needless to say he
was well rewarded . . .
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Greetings! It's gratifying to see a change to the challenge! No vile
ZZAP! moron to antagonize me — | can just sit back and enjoy the
proceedings.

SRR R AHABIENSH ot ake place. Over
Year ! |P will take place. Over
the next few months | will be monitoring the score tables to find the
five most consistent high scoring heroes. Then, | shall invite them to
ZZ7AP! towers to battle it out in the ZZAP! reader’s challenge cham-
pionship. I'm sure the ghastly Penn and Rignall will want to partake
in this event too, so here is your chance to show them up for what
they really are . . . incompetent! Keep playing — | am watching.

N N N S N BN BN SN S S S
i

THE SCORELOI

a?

Fd B G

. S pepeppep——— T

Lancs 3
329,050 lan Ellis,
305,150 Marcus Th

225,600 Christop
Cleathorpes, S

Birmingham =
182,450 Mark Wz
Durham i
182,000 Steve Pé

Hanssn
1549 Anmdw
Morthants
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STAVROS
FASOULAS

THALAMUS LIMITED,

B4 CASSETTEg0.95 THALAVLS
DI SK £1 4-95 15t Floor Advance Works

44 Wallace Road, London N1 1PQ

Distributed by US GOLD LIMITED, Unit 2/3 Holford Way, Holford, Birmingham B6 7AX




Ocean Software Limited
6 Central Street Manchester M2 S5NS.
Telephone: 061 832 6633 Telex: 669977




When Greg Barnett joined Melbourne House he was still learning about
the 64.Since therelease of hisfirst game, HUNGRY HORACE, he has gone
from strength to strength and has been the force behind many legen-
dary programs, such as THE HOEBBIT and WAY OF THE EXPLODING FIST.
Now, after six months in the making, FIST Il is about to hit the software
scene — and it looks as thought Melbourne House are going to have yet
another smash hit on their hands. Gary Penn got up bright and early to
talkto Greg, who had just finished eating his tea in sunny Australia. . .

FROM HUNGRY

How near to completion is Fist II?

It's virtually complete — we're just adding the
finishing touches.

Is it a true follow up to Fist?

Not really — Fist Il is more of a role playing
game with karate combat. There are around
600 screens spread over caves, atown—and
so on. You meet various different characters
on your travels: Minjas, Shoguns and animals
— panthers and snakes. You can either fight
them or run away, or even walk straight past
them.

Are there fewer moves available than in
Fisr?

Well, no —there arein fact more moves; there
are less fighting moves than in Fist, but more
moves in total. Certain moves are affected by
your surroundings — for example, if you're in
water you can't somersault.

Where does the game take place?

Ah, Fist Il is set a fair few centuries later than
Fist. You start as a disciple outside a volcano
and have to pass through the jungle, leap or
swim waterfalls, explore underwater caverns
— that sort of thing. There are eight scrolls —
Trigrams — to be located and eight temples.

Trigrams?

Yes — the scroll system is based on | Ching,
the art of ancient Chinese fortune telling. You
have to find the Trigram associated with each
temple and then meditate — there's a medita-
tion sequence. Each trigram has a different
property — for example, if you find the Trigram
of light and meditate at a temple you are given
the power to see in the dark caverns. It is possi-
ble to get through the game without the aid of
certain Trigrams — but it's not easy.

How does the fighting work?

Similar to Fist but with a continuous energy
system. You lose energy when fighting and
energy is replenishad when you'ra not fighting.
But if you get poisoned — by a snake, say —
you don’t get energy back, so you have to
meditate. Meditating builds up the potential for
maximum energy.

All this in one load?

Yes, it's a single load. There's continuous
scrolling — we've usad two scrolling
techniques depending upon whether you're
walking or fighting. When you're walking it's
better if the player is central and the screen
scrolls with you, The screen scrolis less during
fighting so you can move across the screen
and fight as in Fist . Even though Fist Il has
karate combat, it"s not just another karate
game, thera’s a lot more to it. We'll be giving
away an enhanced copy of Fist/on theflip side
— the graphics are better and there's a con-
tinuous energy system.

Have you seen any other karate games —
International Karate, for example?

Yes, but they've been a long time coming —
Fistwas released over a year ago now. | notice
the graphics in International Karate are very
similar to those in Fist — especially certain >
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moves, They seem like the Fist graphics with
extra frames.

Were you aware of the leg sweep cheat in
Fist?

| was aware that some of the guys in-house
could do very well by leg sweeping. | notice in
your magazine there are high scores of a mill-
ion and so on— | can't imagine people bother-
ing to sit down for hours on end, pulling down
on the joystick and pressing the fire button.
That's a boring way of playing a game. We hear
of people who are still playing Fisri;r:mparly and
enjoying it. You can come home from work,
load up Fist and relieve the day's frustration.

Rock ‘n’ Wrestle was a big disappointment
after Fist.

Well yes, that seems to be what the British
press thought — Rock ‘n” Wrestle went
reasonably well in Britain, though, and it's gone
down really well in Australia and the States. |
suppose it may have been the graphic rep-
rezentation that put most people off. We had
tofit a lot of graphicsin Rock ‘n” Wrestle, more
than in Fist, so we had to cut down some-

Wit
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where. A lot more effort went into Rock ‘n’
Wrestie — perhaps we tried to be too innova-
tive, what with all the moves and 3D movement
in and out of the ring. Some people can't get
into the game, others persevere and find it
great. | suppose some people were disap-
pointed with Rock ‘n’ Wrestie because they
were expecting something more impressive
than, and similar to, Fist. | think it went down
better in Australia and the States because
wrastling is more commercial — Rock ‘n’
Wrestle is actually based on that sort of com-
mercial wrestling which doesn't seemtobeso
popularin Britain. There was a campaign to get
Rock ‘n’ Wrestle endorsed by a professional
British wrestier but we didn't want that.

How many people are working on Fist II?

There are two graphic artists, threajguyrs
armn&i‘ng the graphics screens, and a musi-
cian. We had to write our own special utilities
to handle the new scrolling routines, we don't
exploit previous routines, we always try to
create something new — like in Fist there are
the sprites and in Fist I/ there's the scrolling.

What do you program on?

| program on a development system for the

BBC and download from BEBC to Commodore.

I need the full 64K to download into, sothere's

no way | can program on the Commodore

Eﬂ.traight. I'll soon be upgrading to an IBM sys-
Bam.

Do you consider yourself a competent
programmer?

The whole team consists of reasonably com-
petent programmers producing reasonably
competent programs.

Have you become limited by the 647

It's not been pushed to its limits. | think most
games in Britain today are exploiting old
technigues. At thetime, Fistwas using 75% of
the machine. Fist Il is getting there. Sound
techniques have improved — the music in
Thing on a Spring was good when it first came
out — Rob Hubbard gets good sounds but
he's becoming repetitive.

Are you going to continue programming on
the 647

We're not going to discard the 64 for a while
yet. The Commodore and Spectrum will last for
guite a while, they certainly won't be dropped
overnight. | doubt that people will stop buying
games if they stop selling the machines,

Any English programmers you admire?

| thought you might ask me that— yes and no.

| admire Minter for attempting things that aren't
commercial — | admire someone who sits
down and tries something new. Andrew Brayb-
rook is professionally competent — Urigium
only uses 40 to 50 percent of the 64's
capabilities but it is well put together, | admire
that. But I've seen few improvements. | admire
any programmer who sits down and tries to be
innovative.

What about musicians?

We heara lot of Rub Hubbard. He's very popu-
lar but | can’t understand why — yes, he used
nice instruments at first but his music hasn't
improved. The music on Intermnational Karate
sounds like the music from Thing on a Spring
slowed down — and I'm not the only one who
has this opinion over here. Rob Hubbard's
tunes are very jolly but what about atmos-
pheric music in games. Sound effects have
been neglected too. Music is a harder thing to
appreciate than games since each individual
has his or her own tastes. There's still room for
improvement, though.

Have you any favourite games?

There's one e | didn't like but it set a trend
so ladmireit for that — Manic Miner: it certainly
started a new wave of platform games with its
use of a cute character and so on. Some
American software is good. Archon was good
for its time—a sort of Dungeons and Dragons
game on a chess board. The Ultima series . . .
you certainly get your money’s worth. | don't
really like any particular game — | find a few
things | like about a game, like a nice scroll
routine, that sort of thing. The people buying
games now aren't hackers or programmers,
they're more objective and stand back and
look at the game as a whole. | wouldn't mind
seeing Leader Board— I'd like fo see a good
golf simulation.

Are you releasing any more adventures in
the near future?

Yes, there's the sequel to Lord of the Rings.
But I'm not involved in writing adventures, they
take a lot longer to write and require substan-
tially more effort. | quite enjoy creating
scenarios involved with adventure games,
though. We've got lots of good programs com-
in? out in the near future — five or six major
releases out before this Christmas, including
Fist ll. You may not have seen many Melbourne
House games in the charts recently, but the
situation is about to change . . . i




Cwipes! Worra lorra tips this month . .
crucial hints, including the complete !
and tips for Tau Ceti AND Mercenary — The

KEs and well-
lution, a map
v, and much,

much more! Cor! (Drool! Slobber!) There's even a neat new POKEs
section, especially for those lucky enough to own Trilogic’'s EXPERT

cartridge! (See page 60). Crikey (Gasp!).

Apologies must go to P heshire from Rotherham in South
Yorkshire. Philip's AMS Titanic map was used to produce the map
printed last month — and | forgot to mention the fact. Sorry, Phil, but
I've got a memory like one of those culinary doobries with holes in

Load /CUPS and reset your 64.
Now you can enter some POKEs
from the Medway Boys who are
mhcn of the Chatham CBM

ICUPS (Thor/Firebird)

TRAP! (Alligata)

Two very small ‘cheats’, cour-
tesy of Mr A Crowther from Shef-
field ... Enter DEMO in the Hi-
score table to see the ‘hidden'

demo (very nice), and hold down

GROG'S REVENGE (US Gold) |

10 DATA 169, 180, 141, 243, 169.2,141,244,3,76,13.8, 160
DATA-192, 141,171, 138, 169, 2 14111?2 1 o

20FOR A~ 875 10 704 %dvcs AB:NEXT [

MERCENARY
BOMBO (Rino) (Novagen)

Oliver McMullen from Bentley,
near Farnham in Surrey, was the
first person to write to me with
the following tip:

No, | Lﬁ%”:_ ?ﬁm Colling{ |  Thereisa laﬁe Pyramid at 79-39
from Hartlepool in to the NorthWest of the Ceantral
| |sent in this see, and ... City area. Walk to the middle of

this carrying only the Kitchen Sink
and pick up the Pyramid. Now, any

SCORE and you probably won't other objects you pick up can be
dropped and suspended at any
RN | ot sbove the aoae of Ty
planeat.
DAMBUSTERS (US Gold/Sydney
Developments)

Paul Carloss has some neat POKEs which allow youto...
Fly at ground level and turn into barriage balloons.

Gain altitude with all four engines on fire without even extinguishing them.

Travel along an endless runway without your undercarriage down.

.- - amongst other things. However, there are a few points worth

bearing in mind . . .

In order to get up enough speed to gain altitude on Scampton field, you

must still have full engines, flaps and undercarriage.

Ifyou are flying at ground level to é;ain altitude you must be flf,»ing level as

your wing catches the ground an
Type in this listing . . .

10DATA 169, 180, 141, 243, 3, 169, 2, 141, 244,3,76,13,8
20 DATA 169, 96, 141, 97, 34, 141, 120, 34,76,0,10
30FOR T =679 TO 702:READ A:POKE T A:NEXT

keaps you at ground leve

Now enter RUN (RETURN) followed by LOAD (RETURN). When the
READY prompt appears type SYS 679 (RETURN) to load and run the

game.

POKE 3265,234 SHIFT and type R, A, T when og
POKE 23676,234 the title screen to access some
for infinite lives. ‘hidden’ options. Eeeeeeh! Reat
SYS 2064:SYS 33280 to restart. grana, thar,

BEYOND THE FORBIDDEN FOREST

(US Goid)

AMTIX techno-spurt, Anthony Clarke, was the first in the office to
ﬁnhhmhwtgum.mlmmﬂhoﬂmﬂh-hhmhmm
deal with each nasty. . .

The Scorpion

Easy this one, run as far back into the screen as possible and place the
sight so that itis level with the ground. Shoot the crawling nasty as soon
as it enters the screen and run away from it so that it just disappears off
the screen. Tum around and do it again. Keep using this procedure until
there is one less bug in the world.

The Verme

Stayatthabackufmnwmn.aatthﬂslghtsabmnalfanlnch above the
ground, turn around and shoot everything that slithers into view, If yau
miss five Verme in a row the next one will kill you, stay at the front of the
screen for a nice bit of gore if you know you are going to die. Remember:
if you have enough arrows to allow you to enter the caverns then enter
quickly after missing your chance with these meanies.

The Dragonfly

This is usually difficult to hit due to the strange aiming technique. it may
seem as if you hit the dragonfly, but because the si ware not on the
same level as it's proboscis (look that one up) you missed. The best idea
is to put the sights in the centre and fire quickly when the dragonfly is
level. Sometimes it's possible to shoot the winged menace even though
itis behind you, although thisis usually done aunidw'rLTwagotﬂn? kil-
led just to see the way your juices are sucked out when it gets you

The Lizard

Otherwise known as FATTY STOMPER around the ZZAP! office, this guy
will waste no time ripping your body to shreds. Look to see which way
he's coming towards you, then run in the opposite direction firing as often
as you can. Get it right as there’s usually no second chance —
ARRRRRGH! (SQUELCH! UGH!)

OK so you made it into the caverns . . . You should find that YOLr arrows
have doubled in quantity, and will now count as the number of lives.

The Bat

Around you, you should see a si le orange bat — this is the only one

which can be killed, but the other black shadows bite o be careful. The
best place to stand is in the far left hand comer with the sight one third of
the way down the screen, and fire like crazy until you get it. This owing

freak is just too hard to hit by chasing him around — wait until e gets in
close. Once it is dead gointo the hole in the back wall on the far left hand

end of the cavemn . . .

The Hydra

With four fire breathing heads this is the hardest screen. You must hit one
of the heads four times to stop all four breathing fire, the far right hand
head will always breath fire though, even if they seem to have stopped,
soalways run around the back of the creature to get the three otherheads
starting form the left. | find it best to 'hide' far right, mﬁm out to shoot
when the opportunity arises. Once you have hit each the Hydra
throws a quick wobbly before turning to stone.

The Demogorgon
What an evil beast this is, one false move and you will either fall down his
EE or be tumed into Wollemberry Pie (made with ground adventurers'
nes). Run to the back of the screen and wait until the screen flashes
and the chink in the Dunmioraon's armour shows up. Mark the comect
harizontal position of the chink along with the required sight height set-
ting. Get yourself killed, put your man in the right position, set the sight
and fire straight up — if you fire from the side you will miss, andprobagly

Once you get the chink, the creatures stomach will explode all over the
screen and you are greeted with . . . well, I'll let you find that one out for
yourself]

e N ]
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Go to N2 and shoot the prism to kill the MEGA-SWARF and get the JET
DMWMMWMWﬁMMW the screen

| : the PLEASURE CIRCUIT from
mmmnmmmme ROBOT at V8 to receive a BUPA

Give the 5 CREDIT COIN to the VENDROMAT at Y7 to receive a FUSE
and 1 CREDIT change. Give the 1 CREDIT COIN to the ROBOT at L6 and
mmumﬂwwumgnmm.mm.}zmmm

. Drop the KEY to it. Fly to LO, the ROCM,

and move up to the CENTRE Press the fire button to gat the ID
FUSE and the SOLDERING IRON to the atJ5in

TER and ﬂuﬁmhtmu.t':nppwh GEGRET ROOM, Get the OIL
a
anmJ'w back to T4. G

ive the OIL CAN to the ROBOT at R4 to

a FLAM SUIT. Go to F3, on the EYE SHIELDS and

: SUIT, and use the NG GEAR to cut the

door to the CONTROL ROOM. Enter the CONTROL and
disable tha with the . Enter the COMPUTER

and

o mnﬁnummwnmnmmﬁm SIGN. When the

, drop BOMB make scarce.

Once the TIM B has mhm.ﬂy

up to the GLOWING OBJECT and use the ROBOT MANUAL. Jump up
and down and shout: ‘Hooway! I've done it!". . .

Oh yes, beware the PICK POCKETS in WO.

| | and Nico from South
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DRAGON'S LAIR [Software Projects)

Deaspair no longer — the princess will be yours for the taking! Thanks
to Jason Hill and Craig Wright from Stoke-0n-Trent in Staffordshire,
who were kind enough to send in the complete 'solution’ . . .

The First Disk

Simply run towards the wind (it only ﬂgpaars seven timas) until it disap-
pears (| find it alsoheips to ‘wagale leftand right relative to your position
— GPY.

Skull Hallway

Continuatly , _ .

Tap forward on the joystick to avoid the skulls.

Press the fire button to shatter the first hand.

Tap forward to avoid the second sat of skulls.

Press fire to destroy the two hands — one from the left, the other from the
rght.

Full back on the joystick to dodge the bats, and then push right to avoid
the bats (they follow you down the corridor)

Push left io avoid the slime, then forward to dodge it again, and thenright
o dodge it for the iast time.

The Burning Ropes

Push up and keep your finger on the fire button untll you reach the third
stana. Always wait until the rope nearly tauchss the stone befara jumping
onto it. When on a rope, swing twice before jumping to the next.

The Weaponry

Continually . . .

Press fire to dispose of the ball and chain,
Push left to avoid the jug.

Press fire to push the wall back.

Push right to dodge the axe, and then right again to dodge the shieid.
Press fire to push back the other wall,

Push left to dodge another axe,

Frass fire to dispose of another shield.

Puesh forward to avoid yet another axe,

Push right to dodge tha fireball befora you axit.

Ramps and Giddy Goons
Kill all the goons or you will not be able to jJump to the next ramp. The
ramps disappear after a while, so don't linger.

The Tentacle Room

Continually . . .

Press fira to dispose of the tentacle from thaceiling.

Push left to move away from the tentacie which attacks from the floar,
then push forward to dodge another.

Press fire to dispose of the two tentacles which appear, one after the
Gther, from the ceiﬂn?.

Push right to move closar to the door, then rnght again to dodge another
tentacle before you axit.

The Second Disk

Nat so tough. The wind doesn’t blow as hard as before, but it blows for
twice as long and appears at least eight times.

The Deadly Checkerboard

Keep jumping onto-a sguare next to the Knight, hitting him with your
sword each time.

The Dragon's Lair

Get the treasure if ible. Be careful as guu ga for the sword — aspe-
cially at the edge of the clifl. Watch out for Singe’s fire. Jump off the ramp

and Daphneis yours for the taking . .




THE STORY S0 FAR...
COLONEL DAN DARE HAS LOCATED THE ASTEROID BASE OF
HIS ARCH ENEMY ~ THE EVIL MEKON...HE MUST DESTROY
THE BASE AT ALL COSTS! BUT FIRST, HE MUST DEFEAT
THE DEADLY TREENS AND THEIR EVIL MASTER...
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JOIN COLONEL DARE AND HIS VALIANT COMPANIONS I
ON THEIR JOURNEY THROUGH PERIL IN...

-t < \ ' 4 | o =
\ J | _ -
i Fe }
DAN DARE - PILOT OF THE FUTURE. < TO BE CONTINUED...

THE FATE OF THEIR MISSION DEPENDS ON YOU!!
S g 4

f = PG/ DAN DARE LTD

vt o M@ Dt Do Wosimipo Collsotion
Foansed WovkTwals &y Do Dgre L0

AVAILABLE NOW FROM VIRGIN GAMES ON SPECTRUM 48/128.
COMMODORE 64/128 AND AMSTRAD CPC RANGE OF COMPUTERS
£9.95 oncasserTe ano £14.95 amstrAD DISC

N B N S S S SN BN BN BN SN BN B BN NN SN BN BN B S ma Ees

PLEASE SEND ME DAN DARE - PILOT OF THE FUTURE IMMEDIATELY!
SPECTRUM 48/128 CASSETTE £9.95 (] COMMODORE 64/128 CASSETTE £9.95 1
AMSTRAD CPC CASSETTE £9.95 ] AMSTRAD CPC DISC £14.95 ]

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

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

Please make cheques or postal orders to Virgin Games Ltd. Please do not post cash.
VIRGIN GAMES LTD, 2/4 VERNON YARD, PORTOBELLO ROAD, LONDON W11 2DX




Thanks to John Twiddy (the programmer behind the 64 conversion tions and since you've shut down your ship, they can't track you.
of Tau Cet) for the map and tips . . . One rather useful feature is the abill‘%tu alter your view to either the
sides or back. This means you can circle around objects without losing
When you start playing Tau Ceti, it is quite easy to get the hang of, just  sight of them and, more impartantly, you can target on objects to the rear
z00oming around shooting the hell out of anything on screen. However,in  or sides of you and missile them as you're running away. Unfortunately,
order to play it effectively, you should understand how to read and use  the Skimmer isn't equipped with side lasers so you can't laser them but
the instruments properly. So, I'll start by explaining each instrumentand  you've got to give them a chance, haven't you? One word of warning:
how touseit fully . . . watch the Long Range scanner for objects in your path because you can
& still collide with them even if you can't see them (you're not an ostrichl).
The Skimmer The long range scanner on the right hand side is another very useful
The main screen shows your view outside the Skimmer. As you fy piece of kit. lrmespective of your current \rimm'n% angle, the top of the
around, time passes and the sun moves across the sky. Obviously,itgets  scanner is always the direction in which you are heading. There are two
darker towards dusk or dawn and completely black after sunset. Luckily —modes of operation, long and short range. The long range mode is as per
for you though, the manufacturer of the Skimmer was kind enough to  norm but the short range mode ives the added feature of allowing you
install several devices to help you on your way. Firstly, you have the to identify the different types of objects, alth h you pay for this by
option of changing to infra-red vision, which allows you to see anything  losing viewing range. This means you can see the objects well before
at any time of day but unfortunately things become rather fuzzy andit's they come on scanner. Buildings with which you can dock are shown in
hard to distinguish goodies from baddies in the heat of battle. Secondly,  black, while dangerous enemy robots are shown as white dots. This is
you may fire flares to bathe the scenein light but you must remember that  very useful for identifying the lethal objects from amongst the passive
you only have a limited number. There is a third method which could be  ones when in battle because time is too precious to waste.
used in emergencies which involves landing your Skimmer on the The compass is a simple device but it is rather sansitive to vibration
planet's surface and waiting the appropriate time till it is daylight again  and can be damaged by enemy fire. Fortunately, in addition, there are
{according to the STATUS report). For any sceptics out there whowonder  two very useful ADF'S (Automatic Direction Finders) in the bottom right
why the robots should stop shooting you just becauseyou'relikeasitting  hand corner. The top one of the two is homed in on the centre of the city.
duck (they've never heard of the Geneva convention out there), then you This does not necessarily mean that it is in the centre of all the buildings
_should know that the robots sensors rely on detecting energy fluctua-  but it allows you to locate yourself. The bottom one, however, points
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towards the nearest jump-pad. By using these two ADF'S, it is quite
simple to find you waz around, even without using the main compass.
You must remember that the city is very regular and that the jump-pads
are always located directly North, South, East or West of the centre of the
city and once you're going roughly in the right direction, the bottom ADF
can be used to home you in to the jump-pad.

in addition to these, there are two further items which make your job
even easier still. The first is a tracking sensor which detects when you are
being probed by various alien devices who possess radar equipment.
These objects, whilst tracking you, enable any robot in the area to shoot
you far more efficiently. So these radar bases should be despatched to
the great robot graveyard in the sky as soon as possible. The second
sensor is an alert status indicator. This flashes various colours, depend-
ing whether there are Hunter crafts in the area or just enemy robots. The
rate of flashing is varied depending on whether you are being tracked or
not

Die! You Beastly Alien Thing. ..

Having described your craft then it's down to the actual battie itself,
Although initially, it may seem sensible to blow the guts out of everything
that peeks its head above the horizon, this is not actually the case. This
Is for four reasons. Firstly and most importantly, of course, is that mission
control don't want you to. The second reason is that your laser will heat
up and may be rather slow to respond when you really need it. Thirdly, if
you accidentally hit one of the dockable bases, then they tend to take
offence and tell you where to go when you want to dock. Bear in mind that
If you do accidentally do this, then leaving the city and returning makes
them forgive you (time’s a good healer). Fourth and finally, there is a
particular type of alien who will happily let you go around doing your own
thing, unless you try to shoot at it in which case, | wouldn't want to be in
your Skimmer. Therefore, you will realise the important point is bein%
able to identify objects as soon as possible. All forms of Hunter attac
craft are reasonably easy to spot because they are fairly flat and hence
always appear below the horizon when they first appear on the screen.
The best way to shoot these is to stay as close to the ground as possible
in order that they can be lined up by the laser. Be careful you don't scrape
the barnacles off your ship by going too low or try and enter the bases at
this height. Most of the hunters are reasonably easy to shoot, although
the mark ones are hardly worth wasting a laser shot on because by the
time you've got close enough for them to see you and rise up into attack
mode, you could have rammed them anyway (I"'m not recommending this
as a means of conquering the planet but it can sometimes be useful as a
last resort if your lasers get damaged). Alternatively Mk \'s are rather the
opposite, mainly because they have a lot higher fire power, faster man-
oeuvering, and also the ability to fire AMM's if you try to missile them.
Luckily, these Hunters and the control towers are the only robots that are
able to fire the AMM's. However, the ability to shoot these is an essential
skill. You should realise that the robots don't have instantaneous reac-
tions to a missile being fired so if you fly close to them before firing the
missile, it's got the best chance of not being wasted.

As the Mk V's are fairly hardy, you should give them a couple of blasts
of laser in addition to a missile to be certain of destroying them. Some
buildings have the ability of firing missiles at you and a very wary eye
should be kept for the warning of one of these being fired since they are
fairly lethal to {::u. They can quite easily be despatched by one shot of
laser or an AMM though.

Once you have had a bit of practice at wreaking havoc on Tau Ceti's
surface, then you should set off on the task of collecting the fuel rods.
You should plan out a suitable route before setting off, using the map
function to determine in which positions the appropriate jump-pads from
city to city are, and to try and minimise the distance travelled and the
duplication of travelling through already examined cities. Be warned!
Although you may destroy the Hunters within a city, the supply centres
also allow the defence systems to regenerate the hunter crafts for next
time you happen to be passing through. Certain cities only have civilian
supply centres while others have military ones, so you should be pre-
pared and know where to got to stock up on the essential missiles and
AMM’s. One thing that is very important is to note down in the pad which
cities you have already scavenged for any available rods becausa it can
be very annoying turning up at Centralis with only 39 of the 40 rods
sections and not knowing where the last one is.

It is very useful to save the game every couple of cities because you
can then return to the previous version if you get slaughtered by a particu-
larty malevolent set of robots in the next city. Although it does improve
your score initially, it is usually better to wait till you’ve got as many as you
can before trying to assemble them. It is easy enough to fit the rod halves
together but it can be annoying trying to find the other half to a rod which
still hasn't been found. Also, the insertion of the rods into the reactor
room needs to be done as quickly as possible because of the highly
radioactive state of the room. This means that it could be difficult to insert
them all without becoming irradiated if you enter the room to just insert
one rod each time, as compared to inserting them all at the end of the
searching.

Hopetully, for any budding starfighter, this should make it easy enough
trit slaughter even the toughest of the poor robots so | wish you the best
of luck.

. . S WA

UM UIVIALA

CY

The name for joysticks

WARNING: — cheap imitations
of our range are available.
Please be careful and insist on
our product to ansure full
guarantes of satisfaction.

Contact your nearest computer store

as°
for details on full range or clip 7 'ﬂ.&
the coupon. r 4 ba
Prices from £8.95 — £69.95 ,-F S
Euromax Electronics Ltd., ’f a‘k
FREEPOST Pinfold Lane, /7 &
Bridlington. 4 {‘b
Y016 5%A L &
ﬁ ’ ‘J‘ =
8. " 0262 602541 F 4 ‘gﬁ o2
X P N
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They knew it as Hell

You knew it as
U

)
\ L
. ' .
; Re-enact one of the most bitter conflicts
. of modern times. One of the most conlroversial ‘ ‘
B .. episodes in the history of warfare.
“ g In this facfical wargame take charge of the combined forces of the Amenican
d and South Korean armies in their bloody struggle against the elusive jungle fighters of
the Viet Cong and baftle hardened regulars of the North Vietnamese Army. Direct the \
operations of your massed regiments —infanry, artillery, paratroopers, marines, rangers and
- air cavalryin six historical encounters. Patrol dense jungle in search of the underground
' ] sirongholds of an enemy who, like an apparition, appears, makes bloody confact then slips ' ’

away fo confuse again. Relive the bitter sireetfighting that ravaged the cify of Hue during the
Tet Offensive.

This most tragic of human conflicts resulfed in asurpn's;r? defeat for the forces of democrafic
freedom. This s your apportunity fo change the history of the world,to haltthe progress of

the communist wor machine and; #

- GOLD } ”
f 2



THE HUMAN RACE [Mastertronic)

Unfortunately we don't possess a copy of this game, so | couldn't
test the following POKEs. Oh well. If they work you can thank Paul

Carloss from Sutton Coldfield. i
suppose. Anyway, type in POKE 43,200:LOAD (RETURN) and ‘press
play on tape’. When 7SYNTAX ERROR appears type in. ..

POKE 43.1
11071F F= 10 THEN POKE 792,251:POKE 783,252:GOTQ 10

. .. followed by RUN (RETURN) The game will now load, but not run.
When the tape stops and the screen goes blank, press RN/
STOP in conjunction with RESTORE. You can now enter any of the
following POKEs. . .

POKE 444022 to play screen 2
POKE 444023 to play screan 3
POKE 444024 to play screen 4
POKE 4440,25 to play screen 5
POKE 4440.26 displays the final screen.

POKE 40500,234
POKE 40501,234
POKE 40592 234
to remove the big cat and the dinosaur from the first screen.

POKE 40506,234
POKE 40507,234
POKE 40508,234
to stop the dragonfly moving on the first screen.

POKE 40503,234
POKE 40504,234
POKE 40505234
to replace the bird with a static plece of garbage.

POKE 16215.141
to make the balls of fire harmless on the second screen.

POKE 50319141
to become invincible on the fifth screen.

POKE 3707,(0-4)
to choose which tune is played on the title screen.

5Y5 3700 restarts the game.

don't — well, that's tough, |

Teloport to A1 and get the HAND e e b e T
ta cute 'n’ cuddly Hanna
Teleport back to C gmm Girly Tipster for CRASH

i
3
:
:
5
g
2
3
|

1985 (Mastertronic)

How would you like to 1985 without any GROUND MISSILES or
FLYING SAUCERS? | might . . . Type in this listing,
supplied by Paul Carloss . . . o i
1 8YS 63276:POKE 783,1:POKE 831,255

2 POKE 832, 2:5YS 62828

% 749,226:POKE 750,252:POKE 770,167:POKE 771,2:POKE

Now enter RUN (RETURN) to load the
i m[Fl RN) game. When the 64 resets, type

1FOR G = 11264 TO 11584:POKE G,0:NEXT

2FOR G = 27676 TO 27693:READ A

3 POKE G,A:NEXT

g m 8750,219:POKE 9753,219:POKE 9756,219:POKE 9759,219
6DATA42,77,79,68,73,70,73,69,68, 32, 86,69,82,83,73,79,78,42

RUN (RETURN). After a short pause the game will run and *
VERSION * will be displayed at the bottom of the title screen.
Yeah? OK, press the fire button and play the game.. . .

CAULDRON (Palace Software)

h!ndz mmdnil:ﬂlc:hhnmmw all nasties. mplym
-poos to Si

type hmamwmnmwm or disk for

future use (remember to the listing for arrors you save

10 FOR | = 873 TO 980:READ A:POKE | A:NEXT

20 DATA 169, 130, 141, 200

25DATA 163, 108, 47,0

30 FOR | = 678 TO 767:POKE |,PEEK(l + B192):NEXT
40 SYS 6886

T%M S:I?H BSE_TE:POKE 830,34:';!'3& 832,48:5YS 62828 (RE-
::I'.I':I..m READY appears type Mﬁﬁﬂﬂmmwm’m

JET SET WILLY [Software Projects)

Yet more useful POKEs for this platform courtesy of
Tim and lan Fraser from Ruilip, Alrnuhrv:E’ﬁnhm
Jet Set Willy tape, type in the following listing — followed by

LN mmm—wmmmmm;umwm
and run as normal, but the Wine bug will be fixed and any

MMMHMMMﬂﬁmﬁ 7

8 5Y5 63276:PRINT CHRS(14

10 POKE 783,1:POKE 830,34:POKE B32 48:SYS 62828:POKE
53265,PEE ) AND 239

11 FOR | = 8841 TO B355:READ X:POKE | X;NEXT

12 FOR | = 0 TO 42:READ X:POKE 1280 + | X:NEXT

27 FOR | = 678 TQ 777:POKE |, PEEK {8192 + 1)

2B NEXT:STOP

99 DATAO, 5, 52, 206, 76, 0, 5, 137, 238,76,0,5, 76,0, 5

100DATA 169,27, 141,117,208, 169, 85, 141, 98,242, 169, 169, 141,148,
51,169,0, 141, 147, 51

101 DATA 169,234, 141, 148,51, 169,76, 141, 119,57, 169, 7, 141,120,
S7, 169, 46, 141, 121,57

102 DATA 78, 160, 15

UP ‘N’ DOWN (US Gold/Sega)

Wouldn't it be nice Iif all the mmwm
thin air. H it would. Tel what, type in following
iuﬁu.uEMhrAnﬂmGrﬂu Walkden in Worsely . . .

10 FOR A = 300 TO 313:READ B:POKE A B:NEXT
20 DATA 162, 165, 160, 124, 142

30 DATA 248, 138, 140, 248, 138

40 DATA 32, 132, 255, 96

Now type RUN (RETURN). Once the game has loaded it will run, and
all the silly cars will have gone (apart from your own, that is). :
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EXPERT ADVICE. ..

FOR USERS OF TRILOGIC'S

EXPERT CARTRIDGE

TH E EXPERT

&

-

TRILOGIC B1d. |
O274-684289 8

Games on the B4, as we all know,
have become bigger and better as
the programmers’ knowledge of
the machine has grown, U -
nately for us mere mortals, more
and more games include levels we
can draam about — either lives or
time run out all too quickly.

A number of games have ‘'cheat
modes’ which allow invincibility,
but as these are often used for test
purposes by programmers, they
can spoil the essence of the game.
This Is also true of disabling the
sprite detection or allowing the
hero to walk through walls etc.
After all, zapping the nasties or
dicing with death is all part of the
fun. gorna of this has been over-
come by several clever hacks to
give more lives or time. Unfortu-
nately, with some games, the only
way to examine and modify the
code involved resetting the com-

ar which could corrupt or most
ikely, result in the complete loss
of the program. Until now.

As you may of guessed, help is
at hand with an excellent new pro-
duct — Trilogic's EXPERT CAR-
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TRIDGE, a new tape to disk 'prog-
ram freezer' system which fea-
tures a very powerful machine-
code monitor. When a game is
stopped using the EXPERT no code
is lost or corrupted, and it also very
cleverly remembers where the
game was stopped so it can be
aaatarted again perfectly every
me.

As owners of the EXPERT will
know, it has an excellent machine-
code monitor (if the very mention
of machine-code fills you with
draad, fear not—read on, it's easy
with the EXPERT). Using the
maonitor facilities, you can alter a
game and then restart it to try out

jour alterations or save it to disk

1.

Hopefully, each manth we'll be
showing you how to work various
cheats on games which would be
impossible without the EXPERT
cartridge. Follow the step by step
instructions below, be careful —
typing mistakes can resultin afatal
error — ie, the program will hang-
up when you try to restart it!

' apwHps
™ ME. -

R ) s
el ) o an®aa e
s

-------




"GAMES AT THE
. SPEED OF LIGHT.”.

LIGHTFORCE is for VENGEANCE............
LIGHTFQRCE is the Punishment Arm of
Galactic Fighter Command.

When a Terran-settled system at the edge of
the galaxy is seized by an alien force,revenge .
comes in the form of a lone

LIGHTFORCE fighter.

LIGHTFORCE confronts alien in a dazzling
battle above the strange landscapes of the
Ice-Planet,the Jungle Planet, Alien factories
and the impassable Asteroid Belt.
LIGHTFORCE — at the speed of Light .
- from FTL. ;"

SHOCKWAY RIDERS are the pick‘nf the
street gangs - ATHLETIC,AGGRESSIVE &
ARROGANT -as they cruise along the
triple-speed moving walkways that circle
the great MEGACITYSofthe 21st Century.
THE ULTIMATE AIM OF EVERY RIDER
/isto go ““FULL CIRCLE"’ - to do that,he must
fight off the -Block Boys,the Cops and the
Vigilantes - as wel! as negotiating the Speed
Traps and Rider Ramps erected by the angry
local residents!

SHOCKWHAY RIDER is the most ogiginal
arcade game of the ygar -

THE ULTIMATE FUTURE SHOCK!!

- L

S—  —

LIGHTFORCE AVAILABLE SEPT. '86 *
SHOCKWAY RIDER AVAILABLE OCT. ‘86

SPECTRUME7.95
AMSTRAD & COMMODORE £8.95

e R T .
FASTER-THAN-11 FTLFASTER THAMN LIGHT, CARTER FOLLIS GROUP OF COMPANIES,
& SEDGLEY ROAD EAST, TIPTON, WEST MIDLANDS DY4 7UJ. Tel: 021-520 2981 (4 lines)
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THE SECOND CITY (Novagen)

ester from Baildon,
to finish this
amhaunkll-hnhllltuf

new features he has disco-

a) a cheat rpom, accessible
through any triangular door, Only
one problem — no key!
b) dark rooms which
ﬂavmﬂ‘mﬁ-lﬂ‘l‘ﬂﬂ EMITTER cannot
. These appear o :
sil:atupall traps are mar:ﬁeby a
ull and crossbanes, so you will
mmwmmuwmmifn's
mnmmmmmwsh
bie are those of the floor — not the
walls — it's basically one of three
aj‘ aﬂmﬁm Really
G
mean these — all skills are needed
o ehend them. Rooms you
t :ﬁﬂ there suddenly dis-
appear other rooms appear
instead! Wdﬂlfm are
always  two to
ore, and certain mmm
gger' rooms since they swap
- youts over, e the
there's a strange upin
above the COLONY CRAFT.
Using the fastest ship | could get, |
only 85,000 feet — after
ks h it e el
w
reach the object. | have tried to
take the PALYAR COMMANDER'S

2

because. ..
ggmmcﬁwannnulmma-
es you to pick up any object.
Before, you could even take the
mysterious ship and the FYRAMID
that lie outside mgrm Mag&
importantly, you the
COBWEBand use itas a eton
key. You don't seem to be able to
take the COBWES in the Second
o e Yo Tt T
wou you to a
door, and hence enter
the Room — what this room
does, | hope Novagen reveal soon!
h) there are two devilish mazes. At
first, one appears to be a trap bet-
ween a blue and a green room, but
by ob in each room
| discovered it is a maze of eight
rooms similar to a8 maze usually
found In adventure . At the
end of the maze the PASS,
needed to enter a hangar outside
the city.

The second maze consists of a
sel of orange wall-less rooms that
appear blank to the eye — it's guite
a challenge to get through them!

less you use the map

| couldn’t find the GOLD, In
s v e o
has risen, a hurldram Maybe
it's the height that has risen?
Perhaps the gold is the mysterious
object in the sky. Unfortunately, |
Euuldn't confirm this,

another major change concemns
Eouy e e o

« fLappears up an the L.olony
Craft, where you can happily take
it or drop it — but you can never

use itl Confused? Well, it's locked
in a room where can enter, but
nutnxit.huf;g:l , the cheese
ism;ullyﬁs:a - mﬂm“duaun't
require oweramp. It's
useful to have, so has m
Woakes locked it away for good?
Fear not! The Cheese is also dis-
ised — in the Palyar Briefing
as the TABLE! Assuming you
have the Antigrav, go pick it up —
and fly away.
k) the ANTIGRAV is really useful —
more so than before — since a lot
of objects are 'TOO HEAVY", includ-
ing the TABLE, COFFIN and BED!
) the last major change is that
there are several dark rooms
Eiﬂhmumbaaxpiuraﬂ‘i; are
progress. However,
Emitter isn't as easy to obtain as
before — it's in a room in the Col-
ony Craft, and to get there you
need to use a transporter —a one-
m:hlmnw The room in
the Photan Emitter resides
has only two exits — one is a trian-
lar doar, so can't use that,
otheris with a skull and
crossbones — tha only true exit!
Go through this door and you will
find yourseif falling toward the city
— but don't despair! Simply drop
all objects and press CTRL-Q to

QUIT —this will give you a new shi
plus the Phaton &ml :

General Hints. . .

In one of the dark rooms there is a
key, and in another, a wall featur-
ing six doors of different shapes,
so the Photon Emitter's really quite
useful! f you enter adark roomand
don't have the Photon Emitter,
here’s a hint which should help you
getaround. . .

Whanyuuﬁndavﬂlénbh :
Energy Crystal, don't
drop it in the first room that offers
areward. Save the game and then

the object in similar

?ﬁrﬁhﬂmhmiﬁ roo to

202,600 credits
when placed in the Mechanoid
Stares, whereas the Palyars offer
a measily 25 credits!

change around the layout. In the
Norin ot tho hangear which fppecr

: which appears
empty. Thisis a ‘trigger' room. The
only way to tellis to leave your ship
inthe hangar, enter this room, then
return. You will see that the ship Is
no longer there! It hasn't beean sto-

GRYPHON (Quicksilva)

How would you like to see what lies beyond the wall on the first
level? You would! Well, well, well, it looks like this is your lucky day,
;;:uPudGuﬂmhnmaPﬂKEnwﬁahmn Type in this

10 SYS 63276:POKE 783,1:POKE 829,43

20 POKE 830,42:POKE 831,58:POKE 832,42

30 SYS 62828:POKE 1004,0

40 FOR G = 795 TO 810:POKE G,PEEK(G + 10000)
50 NEXT

wm@wmwmnumnmnm.'mmm
m'mn’ndwﬂt a few seconds . . . When the screen clears and
is di in the top left hand comer of the screen
Mfiﬂﬁﬁﬁmmm&wﬂ[gah%hum.m -
READY prompt reappear allowing you to type 49400
load the next part of the game. When the arrises enter
SYS 1010 to load the rest of the game. Now you can enter any of

POKE 49272,234

POKE 49273,234

POKE 49274,234

disables sprite collision detection — but you can't shaat anything.
POKE 49305,234

POKE 49306,234

POKE 48307 234

makes you invincible — AND you can shoot the nasties.

POKE 6866.76

POKE 6867,222

POKE 6668,26

makes flying easier — you will only go down if you push down.
POKE 49244234

POKE 49245,234

POKE 49246,234

lets you to pass through the walls separating each level.

FOR A= 49220 TO 48226:POKE A,234:NEXT
speeds up the game by at least ten times!

SYS 4700 starts the game.

A trick for the orange maze, or

other mmnmmwm
are Invisible — simply drop an
object as soon as you enter, then
move on until you hit a wall. Drop
ancther object. When you've
dropped objects at each of the
four walls you can see the dimen-
sions of the room! Also, since you

dropped an object when you
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... SIEVE! That's it. . . I've got a memory like a bucket.

Well, it’s au revoir from me — until next month, anyway. Send all
those crucial tips, hints and POKEs to: ZZAPI TIPS, ZZAPI!
MAGAZINE, PO BOX 10, LUDLOW, SHROPSHIRE SYB 1DB —
and don't forget the ZZAPI MAGAZINE bit, ‘cos | don't think Mr

Smith and Ms Rignall would appreciate receiving tips for the Com-
modore 64. Come to think of it, | wouldn’t appreciate them receiving
ZZAPI TIPS either, ‘cos they'd only wipe their noses on them or eat
them — or both. Ugh. See you next month. . .




” H FOR THE TOP|f
N

REAC

Can you meet the ultimate challenge?

NEW Spectrum £9.95 tape

NEW Commodore 64 £9.95 tape, £12.95 disk
Amstrad CPC £9.95 tape, £14.95 disk
BBC/Electron £9.95 tape, £12.95 disk

Purnell Book Centre, Paulton, Bristol BS18 5L.Q




I3
ROLLING THONDER .
= _IT'SALLEYKAT! ¢ ¢

Take up the challenge and ride the w.?!ﬂ
of death. . . you'll have two things onYour

sidle — hghtning speed and heavy /

firepower — but to blast your way through |
the 32 events on the space race calendar]
you'll need cash, skill and nerves of steel. . .
will yours be the new name on the trophy?

Another fantastic and visually Stunning

game
Pagadroid and Uridium.

For Mail Order send a cheaueP.O 1o
_Hewson Consultggts Ltd. Order by Crecit
Cord sending your Access Barclaycard
numiber, and a shecimen signature Don't
forgelfiih enciose your name and address

+0OR COMMODORE
CASSETTE £8.95
DISK £12.95




THE COMPUNET PAGE

NOZIN' AROUN’
IN THE CNET
DEMO DIR. ..

ince the departure of Gary

Liddon from this humble

ZZAP! vestibule |'ve actually
had the chance to use this Com-
punet modem thingy — and quite
a exciting little doobrie it is too.
Mind you, it hasn't been the best
of months, upload wise — there
certainly seems to be a distinct
lack of them when you consider
just how busy some months have
been. Still, the quantity may well
have dropped, but the quality cer-
tainly hasn't.

One of the best progettes |'ve
sean recently is the TRANSPUTER
DEMO, a slightly (to say the least)
scaled down version of the trans-
puter program which was shown
on Tomorrow's World some
months ago. It's a sort of surrealis-
tic Newton's Cradle suspended
above a chequerad floor and fea-
tures quite a jolly Electrosound
piece. GOTO DEMOS and BUY it.

Another nice demo in the DEMO
DIR is XESS1 RENDEZVOUS, a
teamn product from Stu Taylor, El
Stocko and Shandor. The ariginal

demo featured Jean-Michel Jarre
music, but since it is to feature on
the Compunet DEMO disk (more
about this next month) it had to be
changed (due to the copyright
laws) and now features an original
Electrosound track. The screen
displays a great picture of the
Rendezvous album cover, com-
plete with moving mouth uttering
‘Rendezvous’ and a now-stan-
dard sprites-in-the-border mes-

sage.

Also in the DEMOS DIR is LIZ &
CUJO, a little offaring from (would
you believe it) Lizard and Cujo. It
features a nice black and grey
Lizard piccy of a Satyr (?) along
with an Electrosound ditty from
Cujo.

Last month we mentioned
URIDIBAD — this month we have
the ‘real’ thing in the form of the
URIDIUM DEMO from Hewson,
found in the SCORCHER DEMOS
DIR. It's not brilliant, but it still
might convince the three Commo-
dore owners who haven't got the
game to go out and add it to their

Sam Wade's sensible messagetoall . . .

Another scary pictura, this time from Lizard. We
ctouldn't photograph the Cujo music so you'll have
to imagine it.

Y¥ou might have seen the Transputer version of this
on Tomormrow's World — this one’s batter ‘cos it's

got music AND a scrolly message!

It's weally scaweal The MONSTER SHOW from

FReset 86: Hugh Riley,
Maniac ('cos ha's a MANIACIHE)

,Kitand. ..

um. . .

software collection.

MONSTER SHOW is the latest
upload into MANIAC'S DEN, and
quite a cast it boasts too: ‘con-
caept' by Maniac (whatever that
means), sprites by Spidey, a
screen piccy by Hugh Riley and a
version of Bach's Toccata and
Fu%by Kit, all going by the name
of Reset B6. F must say that the
Riley piccy isn't one of his better
ones, but it's quite jolly all the
same. By the way, Alex, ol' pal, ol'
mate, ol chum, we didn't vote
one, just like you so nicely
requested.

If you GOTO MARKIl and DIR
your way to the Wolverines direc-
tory then you'll be able to BUY the
NEPTUNE demo. It's a really
pleasant bas-relief pi with two
scrolling messages and the (very
good) music from Hocus Focus.
Good stuff Cory and Gary, or
should that be Yorc and Yarg?

Young Anthony Crowther has
plonked six new tunes into his DIR,
found in the We MUSIC directory
in the CONCERT HALL (GOTO
1601). WE DEMO (7) B.M. is a fair-

to-middling version of Blue Mon-
day, complete with a simple piccy,
whilst the others — ingenuously
titled RATTSDEMO(1) (2, 3, 4 and
5) — are 'sixteen sprite scroller’
jobbies complete with strange
tunes burbling along in the
background. Not the best demos
around . . . but then again (cliche,
cliche) they’re not the worst.

'DON'T SMOKE!' is the mes-
sage fromm Sam Wade (ID: VEN-
TURE). Well, that's the name of his
(or her) latest piccy, found on the
‘pages’ of JUNGLE |l. Featuring a
reasonable picture of a packet of
(whisper) Benson and Hedges, DON'T
SMOKE has a rather blatant mes-
sage for those who pay homage to
the great god nicotine — [T CAN
KILL! Forceful stuff indeed!

That's it for the moment —
perhaps the wintry weather will
force programmers back to the
keyboards of their 64's and there
will be a glut of demo's next
month, We shall see . . .

JAZ
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THE ARTGALLERY

Sensuousness is the theme of this month’s Art Gallery and all four works are

ASIT'S SUMMER by  feminine form is rep-

loosely connected by that pervasive embrace. It is mistakenly thought that Rob fackson resented in a man-
art critics are an astringent, denaturated lot. We are not. We too have Jackson, master of ner designed to be
feelings. Do we not bleed vermillion when we are cut? For my part, | can the mixed ogled, she &
sway in sympathetic ecstasy with the coiled worms and stabs of naked ;”gfsphfri hla:a:::! LﬂdL;Z?dHE to ;

b = P : u ¥ ypher, Here we ane
colour in a late Van Gogh, | can wrap myself in the body-warm blankets of robic. sbject, 2. ot looking ot 9

Cauguin's brushwork and sizzle with the exotic imagery and electric pig-
ments of Chagall. Rob Jackson's rainbow period screen work turns me on
too. Sensuousness is not merely an erotic function, it is one of physical

time-honoured
rendition of the

female person, but &
sex-phantasy ohject
and As it's Summaer

pleasure in general — the sense of enfolding security in coming home to a
warm house on a harsh winter's night, this too is sensuous. Colour, warmth,

erotica and movement — these are the elements this month.
Brigitte van Reuben

METAL BAR Il by
Mat

This artist’s
harps  heavily on
comic strip/musical

work

themes, presented

with all the violence
of post-Haight
Ashburyism, The
brush marks writhe

in a devilish sensu-
ousness as though
they longed to burl
themselves off the
canvass and wrap
up the viewer in a
less  than loving
embrace. These cre-
atures of the night
mare are at the

opposite  end of
Minter's zoological
spectrum — the
incubus of hate and
loathing eviscerated
from the gut of
human psyche and
made flesh before
our eyes. Thereisan
unhealthiness  here

8

that one suspects is
relished for its own
sake, as if the artist
were saying to us, go
on, try it for yourself
— you may even

enjoy it.

bt

oixr |\

4

again, it is the furi-
ous  suggestion of
movement created
by the florid brush
strokes that gives
this work its feeling
of SETELIOLISTHESS.
We ang not
expected to penet-
rate the iron-clad
defences of this
man’s  speclacles
and yel by the very
presentation, we are
invited to do so. The
artist plays with our
emotions, mocking
yet tempting, draw-
ing us further into his
canvas then
rehuffing us  with
glacial  technique,
eschewing the
candy-coated tidbit
that might just be
glimpsed  through
the glasses con-
tained in the barely

RAINBOW MAKER
by Rob Jackson

Jackson's  second
work is quite diffe-
rent from the first,
Colour here, rather
than acres of naked
flesh, sounds the
sensuous  clarion
call to the soul. Jeff
Minter is the

painter's subject
and the unmistake-
ahly strangly

aquifine profile of
the famous prog-
rammer is dashingly
rendered, For the
rest of the canvas, a
narrative  compila-
tion of associated
ideas is woven bet-
ween  visual  ele-
ments of the rain-
bow spectrum (in-
terestingly a compu-
ter for which |
believe Minter holds

litthe affection).
Pyramids arg
associated with

camels, and the
pyramidal shape is
echoed lower down
in the prism which
splits  the  light
emanating from
Minter's eve. The
image is, of course,
derivative of Pink
Floyd's Dark Side of
the Moon album,

» music to which the

subject i known o
be partial. Lower still
are the heads of a
sheep, a llama and a
camel —  the
favoured heraldic
Minter devices. But
what are we to make
of the satanic goat?
Is this the dark side
of Minter? And for
that matter, what
should we make of

female anatomy but
presented in a mod-
em way. The pop an
is the epidermis of
this work, echoes of
advertisement

hoardings and sun-
tan lotion commer-
clals give an uneasy
edge  aristically,
bringing an
intended taint of
sexksl  attitudes. In
Jackson's work the

is 1o the fermale form
what Calvin Klein's
famous Mew York
six-storey  high Y-
fronts advertisement
was to the male. Itis
a beautifully posed
form however, and
you can almost
imagine this female
cypher walking off
towards the beach,
out of the picture

the star above the
biblical desert
aboved |s the this the
light sidei But then,
what is colour if not
light and dark? It is
white light that splits
to make the spec-
trum colours and
absence of light that
is darkness. Jackson

is suggesting that we
contam all of this;
the rainbow enters
the back of Minter's
head and is re-inter-
preted as white light
to be yet again split
into its component
colours — a dream
weaver, a rainbow
maker,

seen eyes — but

. TANGERINE Music is an indirect has been for so  then again, are they
! DREAM by Steve inspiration for this many Art Gallery eyes, or are they
! {aka) IG striking image, as it pictures, Once  reflected images?
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OF AUTOG Christmas isn't that far away, all the artwork to do for three
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be a megastat, E;\;[ and tht o %ind fat editions of So this year, instead of trying to
ya wanna Be.. oitnestulf N8t incredibly M % you probably  conjure some Gothic creature
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FLY THE WORLD'S MOST EXCITING
AEROBATIC SPORTS JET

Take a deep breath and fasten
your safety harmess..., you're in
for the thrill of a lifetime in
ACROIET your own personal
aircraft.

ACROJET simulates the BDS-, a
one-man 200 mph plus jet aircraft that is
fully acrobatic and everything a real pilot

could want or handle with outstanding

3-Dimensional graphics, sophisticated

instrumentation and amazing quick response aerobatic
manoeuverability,

| Experience a new level of exciternent and sophistication in
flight simulation. Compete with up to 3 other players in the

Decathlon of Sport Aviation to achieve the title World's Greatest Sport
Pilat, only awarded when rn#rmre you can outfly Major Bill -
icroProse’s own real fighter pilot.

Acrojet is an exciting and thrilling advanced flight simulator that will
chaflenge even the most experienced armchair aviators and provides
thrill and excitement unknown in home eampliter

amulations.

.

DISC TAPE

£14.99 £9.95

i
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THE WORLD'S FOREMOST SIMULATION

THE WORLD'S FOREMOST SIMULATION

SOFTWARE PRODUCER S g R SOFTWARE PRODUCER
Manufactured in U.K. under licence from Micro Prose by
LS. Gaold Ltd, Units 2/3, Holford Way, Holford, Birmingham B6 7AX Telephone 02 356 3368
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Exira secticns iapel,

| Screen Dmp Featwe.
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. _______

PLUS BUILT IN FAST LOADER CARTRIDGE
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=— MK Il

R O D R S S O R R ™
NEW IMPROVED PLUS

Action repiay it actually two canndges in one
VERSION  [FASTLOADERSYSTEM| ;e fick of 2 switch you have 2 foedsr
Two cartridges mn One ! cartnelge that will lcsd your noemal speed
Stop the Action of your game and make a complete backup  software 56 times faster,
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[} Action replay takes a ‘Snapshot’ of the whole progFs™  pROTECTED SOFTWARE
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IT'S AMERICA'S BEST SELLING DISK BACKUP SYSTEM
HERE. .. NOW AVAILABLE IN THE UK!

FAST HACKEM ©.

FOR THE COMMODORE 64/128 #719.99 =

A MULTI-MODULE SYSTEM - ALL ON ONE DISK

FAST HACK'EM IS QUITE SIMPLY THE

BEST DISK COPYING SYSTEM AVAILABLE,  SIMPLETO USEFULLY MENU DRIVEN

ANYWHERE AT ANY PRICE.

**WARNING"*
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R o L e P T0 MAKE BACK UP FOR THEIR DWN
T T s oevion ey ot ey USE - DATEL IN ND WAY CONDONES
:lv}'!::li.l‘:luc::::-g:u:n_l—-ﬂp- i w3 o e SOFTNAAE PIRACY.
lcamuihios el BECAUSE FAST HACKEM IS PRODUCED IN
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Paris for breakiast,
Tokyo for Innch and the Golden

Gate Bridge for dinner.

Here's a switch. Instead of running from escape near Big Ben. Or just gobbling up ~ F-11 fighters. Cops. The Army, Navy, Air

monsters, you are the monster. the Golden Gate for good. Force and Marines. Even a nuke now
Your choice of Godzilla®. The Glog. But don't expect a warm welcome.  and then.

A Giant Tarantula. Mechatron Robot. Or  Expect everything else those pesky humans Stop complaining. You know very well

others equally unsavory. can throw at you. Tanks.

What's your favourte city? Pars?
; y THE

you had it coming.
You monster you.
Tokyo? New York? London? How about
Moscow? :
Yeah. A nice little trip to eat the
Kremlin would be pleasant. Or how about
a daring rescue in the Big Apple. A bold

GAME.
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Commodore 64 Disk £14.99
Cassette £9.99
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Commodore 64 Disk £14.99
Cassette §9.99
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INFOCOM INTRIGUE IN LEATHER

LOVERS SHOCK HORROR!

H 1" Whitey had
ﬂ hardly recovered
I ¥ from Brian Mor-
{ f iarty’s Trimity hit-
34 ting the stands
twhen news of

Steve Meretzky's
34 latest  creation,

8L The Leather God-
desses of Phobos, arrived at my hum-
ble abode. Asthe title suggests, this
is like no other Infocom game,
though Steve's humour is obvi-
ously at work. It's the first “adult’
game to have come from this stable
and, having seen a preview copy,
I'm intrigued. Very!

You play the role of an average
male or female human {your sexis
deiermined when you go 1o the
toilet at the start of the game — 1
kid you not). Inexplicably, you are
kidnapped by aliens and taken 1o
Phobos, the largest of the two
moons of Mars. There you dis-
cover the Leather Goddesses. For
some reason, they plan to turn
Earth into their latest sexual playg-
round. It is your task to prevent
them (though why you should
want to is another matter
entirely).

-
L e s

Unusually, for Infocom, the
game uses three levels of play,
though these are not difficulty
levels as such. They are Tame,
Suggestive and Lewd. Each level
uses naughtier (more atmos-
pheric?) text than the last, Some
of the language becomes more
explicit as well as more detailed
descriptive passages. Even then
there are limits. One scene is
merely described as using a lot of
lubricant, some rubber hosing and
a yak. It is up you to imagine the
rest., ..

Before long, you find yourselfin
more traditional settings, wander-
ing the ruins and canals of Mars in
true John Carter fashion, The sex-
ual overtones are less obtrusive
here. Coming across the throne of
King Mitre {otherwise known as
Midas) to discover that ratherthan
change things to gold, he turned
them to forty-five degree angles
for some fetish satisfaction, proves
that both Meretzky's humour and
the spicy nature of the game
remain deeply inbedded in the
program. In fact, an interplanetary
tour takes place, littered with
heated distractions.

When you discover that the
goddesses want  you for
experimentation, even you agree
that sexual freedom can go too far
and so, accompanied by vyour
sidekick, you set about trying to
make an anti-leather goddesses
machine to save Earth from the
imminent invasion, Other charac-
ters in the game have their sex
decided by your own choice at the
beginning of the game.

Packaging is always an impor-
tant way of adding atmosphere in
an Infocom game, and some origi-
nal ideas have been used including
a scratch ‘n’ sniff card and a 3D
colour comic showing off the
“finer points’ of the goddesses. The
first in Infocom’s new comedy
series, The Leather Goddesses of
Phobes is sure to make its mark. It
does wonders for your whiskers,
especially at £24.95]

MEANWHILE

Interested adventurers may not
necessarily be able to play Trinity

A complete monthly guide by the infamous White Wizard

for all 64 owners who prefer games involving typed commands
rather than wiggled joysticks.

LEATHER
GoDPESSEs. ../

that easily. The game, which
involves time travel as you try to
change the course of history and
prevent the Third World War, is
the second in Infocom’s Interac-
tive Fiction Plus range, designed
for sixteen bit micros and ported
downwards where possible. As a
result, only owners of a Commpo-
dore 128, disk drive (any model)
and B0 column monitor will be
able 1o run the program. Ah well,
it looked nice,

STILL IN WITH
INFOCOM

Following the take-over of
Infocom by Activision, the latter
organisation is now responsible for
the marketing of their games. This
means that everybody should now
be able to get hold of their favour-
ite tlitles via their nearest Activi-
sion dealer. No doubt my mailbag
will increase in size as a result of
the Infocom availability . . .
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bilogopher’s Stone

Ariolasoft, £12.95 disk only

] apis

\d Philosophorum is
the full title of
the newest crea-
bl tion  from the
I German

Ariolasoft prog-
E ramming leam.
e et 1 It's a disk based,
graphic and text adveniure for
those who can't live without their
fix of fantasy. The ploi is simple: a
good King rules the state but his
wicked stepson (interesting tur-
naround. . . ) has poisoned him in
an attempt to usurp the throne.
You are the only person capable of
seeking out a cure for the king's
illness. To do this, it transpires that
a white powder like substance is
required called 'The Philosopher’s
Stone’ is required.

Life is never simple. The produc-
tion of the substance is known
only to a few monks (wol, no
wizards?) in the monastery
known as Lapis Philosophorum.
The monks have no intention of
letting their secret become known
to outsiders. Apart from overcom-
ing this obstacle, the king's son is
aware of your quest and the reason
for it. He has therefore made your
task more difficult by making sure
the guards do not let you out of the
city. Too many obvious attempts
at leaving and you die,

Not surprisingly then, the first
part of the game is spent trying to
escape from the city. Wandering
around is fairly easy. The city islaid
out in blocks and isn‘t large

enough to lose yourself in. There
are places to visit, induding a pub,
a market and some workhouses,
There are also the cryptic mumbl-
ings of non-player characters to be
overheard, but this is definitely an
adventure rather than an Role
Playing Game. Also, the tavern has
a rather unusual use which, while
not being astounding, is at least
different from the cliched 'Buy
drink, give tip, get hint’ routine.

The graphics are reasonably well
drawn and use plenty of cross-
hatching to give the effect of hav-
ing more cukl{uurs whilst avoiding
low-res. The character set wo, is
typically redefined. It is generally
easy to read but ‘N's and ‘H's are
casily confused and the ‘X' was
only discernible by default.

The packaging promises a
‘huge’ vocabulary though I did not
sense its presence, There was also
only the ability to express single
commands in the simplest fashion,
Hardly magical stuff. Still, despite
disk access for every screen, there
was al least a reasonable buffer
and play flowed quite rapidly. It
needed to. [ kept dying. The only
solution to being spotted by guards
whenever 1 tried to leave was o
wait until nightfall. However,
there was no ‘'wait' command. Nor
did the day seem to progressinany
way, asif time was frozen until you
escaped.

The blurb on the packaging
refers to 83 illustrations. Not a bad
number for games of this type. It
also mentions several ‘routes” to
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TME PATN THAT LEADS OUT DF 3
BOODE ToO THE NECT, A THAILL BRNANCHES (0FF
aB A NORTHWARDLY DIRECTAON. TMACK
1"E}.n€i=l?;:rt0 TME COUTH MAKES PASLAGE
: & WAY I0POSSIBLE. THNERE 15
STILL SOME GREEN LERVES. .

win — not ways, The wvarious
methods may therefore, follow
very narrow and inflexible courses
of actions. This adventure really

isn't worth the asking price,
though it's not a total flop. The
presentation is good (complete

with competent loading music and
title screen) but ultimately. 1 found
it monotonous and shallow, There
is nothing in this game that |
haven't seen better elsewhere and
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you would be far better off buying
a similarly priced Infocom game if
you really had 1o ger rid of the
money.

Atmosphere 65%
Interaction 58%
Lasting Interest 59%
Value For Money 55%
Overall

56%
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Rebel Plan

HS Gold
(Qdbenturesoft),
£9.95 cagsette

" ;11_“‘-“ he Wiz first gave
; you a glimpse of

%]

this game a
1 couple of months
ago and
promptly got a
e slapped Wrist
e 4from Adven-
- - turesoft, who

didn't like being associated with
the now defunci Adventure Inter-
national. They especially disliked
the references to Brian Howarth
when he had nothing to do with
the game. Even Wizards make
mistakes. Anyway, they have
invited me to pay them a visit soon
to0 see how their games are
designed, so stay tuned . , .

And on to the game. The first
thing I noticed about the Commo-
dore version (having had a Spec-
trum copy for the preview) was
the increase in graphic quality and
the speed of response. The former
aspect is to be expected but the
previous version had 1aken some
time 1o respond to commands
whereas interaction was almost
instantaneous on this one (as
indeed it should be).

For those of you who missed oul
on the plot last month, you play
the role of an agent for the Earth
based  organisation SAROS
(Search And Research Of Space)
which is trying to break [ree of the
grip of the expanding Arcadian
Empire. You are on a mission to
the planet Arcadian itsell disguised
as a Merchant. Once there, you
must destroy the central computer
controlling the minds of the
enemy troops. First you must
travel to two other worlds to mis-
lead the Arcadians. Then, on arri-
val a1 the homeworld, seek out
allied spies who have information
on how 1o access the computer
with a series of number codes.
Simple eh? Still, it's better than
average.

As mentioned in the preview,
the game is based on a book by
Robin Waterfield which forms part
of lan Livingstone's and Steve
Jackson's Fighting Fantasy series.
Whether reading the book will
help you with the game, | don’t
know. | doubt it would be much
use after previous experience. The
game is neatly packed in a double
cassette case with a decently sized
instruction leaflet.

Games like this never seem 10
have a reasonable vocabulary or
parser. When the computer gave
me a yes or no prompt and 1 typed
i ‘M’ it said, “You cannot go that
way.” It understood ‘laser’ and
sword’ for laser sword but only
undersiood ‘ampoule’ for
analgesic ampoule. Some of the
responses were a bit non-sensical
as well.

Ah well. It takes some time and
a very precise course of actions to

stock up with supplies and tools
before you land on the first planet.
After that you have 1o keep track
of your personal status (energy
tablets may be carried to sustain
this) and the scheduled take off
time for your vessel. Il you're
really stuck, you can retard take
off time but this feature may only
be used once, so be careful.

Rebel Planet is a fairly standard
effort and though I mentioned the
parser before, at least it now has
AND, THEN and IN usage (which
does prove useful). The graphics
are pleasantly drawn as well so
those who don't have the neces-
sary imagination to view their sur-
roundings in adventure games
should not be disappointed. Those
who are more interested in the
flexibility of the plot and interac-
tive capability of the game may be.

There are some good points,
Using a time limit works well, it
adds a bit of pace 10 the setting
from which the adventure benefits
greatly. The location descriptions
are always visible on the screen,
which cuts out the necessity Lo re-
type ‘look’ every time you want Lo
inspect the surroundings, and the
screen display itself is very neal.
There's very little atmosphere
though, the game relies too heav-
ily an its graphics for my liking. All
this comes down to tasie. Yer pays
yer Zorkmids and takes yer choice.
| can think of plenty of other
games 1'd rather spend my hard
earned Zorkmids on.

Atmosphere 52%
Interaction 54%
Lasting Interest 49%
Value For Money 53%
Overall 52%
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Scena | — Scene 2 — Sceneg  — Scened — Scena S —
Escape from the dungeon Battle with the guards Protect your comels onthe desert  Flying carpefs and giontRoc binds  The sullan fransiorms himsali info
crossing adragon
THE LEGEND OF SINBAD for the Commodore 64/128 Game Author: Jason Benham.

COMMODORE | Setinthe golden age of Caliph Al-Rashid, you play the role of the brave adventurer Sinbad the Sallor. You have been kidnapped and
thrown into the dungecn of Sultan Salabim’s fortress. But, refrieving your plundered treasure, you escape from the dungeon by battling
64 ! 4 2 s your way pasi the guards and vultures through the serpent-infested funnels.

Once past the two dungeon gates, you stumble across a discarded sword. Just in time, because a second froop of foriress guards appear
and a terrifying bottie ensues.

Congquering the taauarda you now head for home fransporting your valuables on o caravan of camels across the scorching desert to Baghdad. Bravely, you defend the
camels agalinst the incessant attacks of the deadly beasts of the sand.

The Sultan Salabim, furlous at your escape, orders his personal bodyguards aboard flying carpets and summons the giant Roc birds Together, they form a cordon
around Baghdad. Undaunted, you fake fo the skies, and the scene is set for a dramatic showdown high above the fowers of the city.

The sultan has one remaining card to play. He can magically fransiorm himself info a fire-breathing dragon spitting huge fireballs fowards you.
Can Sinbad triumph in this titlanic struggle?

Features include: 5 screens of action — each is asewm:gama in liself, 5 haunting tunes, beautiful graphics, impressive animation, and a
ingenious password feature allowing you fo skip screens which you hove already completed once

PRICE: £9.95 (cassetie), £11.95 (disc). !
PRIZES PRIZES PRIZES PRIZES PRIZES PRIZES PRIZES PRIZES PRIZES PRIZES PRIZES
Ifyou complete the game, you can enter our competition. The prizes Include a beautitul carpet, a curved knife and a hand-caved wooden !‘ y

horseman [all genuine Arablan products), and £50 in consolation prizes.
Closing date: 315t March, 1987.
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MELBOURNE HOUSE were offer-
ing a hologram and 50 copies of
The Hobbit to the ZZAP! readers
who could come up with the most
imprassive portraits of the Muddle
Earth reviewers, Lee William
Price from Warwickshire, CV11
6UQ has won himself a hologram
of one of the Riders of Nazgul. Well
done, Lea. The following runners
up all get a copy of The Hobbit:
Martyn u’&"mum 5, ;p.ﬁ?;‘uar?:'i oy
Jonathan Cottam, , SK12BLL; Ste-
wan Cunningham, County Dtu'hlrn DLS
5AH; Danial Polwarth, Essex, IG8 TRG; Paul
Spittiehouse, North Humberside, HU12
BAF; Martin O'Gorman, l:hl‘lhil't. SK10
2JD; Mark Holden, Lancs, BLE 6LJ; Sean
Miles, Shoffield 5, 55 BFS; Graham Plevin,
Emlga,ﬂl:mhﬂhmr.ﬂhm

Reynoldson, Herts, AE10 8JU); Jonathan
Mummery, sl.-lu,lim 4P0; Kieron

WERS:

YUCKY ZZAP! REVIEWERS PORTRAIT

O°Meill, Lanarkshire, ML12 BAD; David
Hicksan, Durham, DH1 4NL; Martin Robert

Smith, West Midlands, DY4 0RH; Alan Dic-

i,

THR; E |, Bristol, BS4 35G; Shazad
hahnl Buqr Laru;:, Carl Potts, l'.:um
LAT1 BB, n.mm Lancs, wusw.l..
Thomas Mc
Adrian Seymour,
Michael Duncan, Ed
ries, Kent, ME10
ton, , CWB 200 Jﬂhindﬂh
Tameside, S-KiHFID' Jlmul‘nqtlmm.m.
Hewcasthe Upon Tyne, NE3 1RQ; Jonathan
Pilchaer, , KT1T 4ND; Stephen
Graham, Cumbria, CA2 TQB; Martin Les,
Devon, EX2 5NS; David Hardy, Nottingham,
NG5 4LA; K , Fifs, KY1 1PX; Angus
Les, Scotland, 4UB; William Chatwynd,
Warks, CV10 0DR; Howard Talbot, Ormrell,
Nr n, WHE BRW; Steven Miller, Lancs,
BB8BX; A McLaddan, Ayrshire, LA10 BAN;
Alan Benson, Yorkshire, LS8 3PU; J Porwol,
Tyne and Wear, NE3 2RW; Jonathan Parry,
Hbr‘tl‘l‘rurtl.mm John Smith, Leices-
ter, LET 9PN; Mail M:Hh:hnl Lundundurry
BT46 5UX; E'I-mn Grean, Dorsat, BH23
2040, BHP]I'BIFI'II. CIMIIMFTSZ‘BTFN

TAU CETI

CRL were rather chuffed with the
Sizzling review of Tau Ceti— so
much so that they wanted to give
away 50 copies of it to the first 50
people who could find all 16 words
in the special wordsquare. Spe-
cial, baecause only 15 words could
be found — GALCORP was mis-
sing! (Humblest apologies to all).
Still, this didn't prevent the entries
from flooding in, and the following
S0readers each win acopy of Tau
Cet.

Andrew Fraser, Staffordshire, 5T14 8DH;
Stephen Conway, Middx, UB4 BDQ; Stefano
Da Tos, London N3, N3 IFE. Matthow
Wheeler, Worcester, WR2 5TE; Robert N
Hancock, Bath, BA3 1BU; Andrew Davis,
Herts, AL1 1TN: Mark Thurlow, Berk, RG4
8LG; David Fnrllr, Essex, RMS 2PT; RS
Clay, ire, TF2 BBL; Gavin Jackson,
Avon, SUR; Alan Coombes, Gwenl,
NFT 0BB; Barry Bolton, Cleveland, TS2

J1DW; M Eyers, Kent, TH256PE; K Mitchin-
son, Herts, ALB 8TX; Per Amdi Jensan,
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Danmark, 362 Horning; Rodney Cowman,
Warwickshire, CV11 4NY; 5 Jayarraman,
Merseyside, LAS BMX; Chris Wallis,
Middlesborough, TS5 58U; Robert Macin-
tyre, Cheshire, SK8 3AT; Andrew Moncas-
ter, Lincs, LN119AJ; Michael Duncan, Edin-
burﬁ'n. EHB 8DZ; Andrew Whitfield, Sll-up,

PLE mq Colin Huu, Suffalk, NA32 mn
hmﬂ'ﬁm.ﬂlrﬂmﬂ BT48 TRY; Ghnut
opher Griffin, Essex, 8517 TLP; Miles
Turner, W.Mids, B33 9LE; Mark Sexton,
'H'Sulnl HN150EE WmHm,Lnnm
EEE‘IEW AShn-p.Dmn EX314BG; A J

, Lancs, PRE TSA; Nigel Huud. Mor-
l'uII:. m!nﬂ 2BD; Julian Smith, Sheffield, 58
1DM; | Banuelloun, Herts, ALB TQP;

Rayner, Manchester, M18 BGW;

Martin Balt, Warwickshire, CV35 9PX; Paul
Timiin, Scotland, G33 1QY; Engin Hassan,
Aomford, RM3 TEX; Martin Gi Derby-
shire, DES 4AD; Robert Keating, Liverpool
18, L19 3PS; Julian Newsgrash, Cheshire,
WA1S5 BTR; Simon Heraty, W.Mids, W10
BEH; C Mura, Clevaland, TS5 BAF

e E’. o
.
L é: e z%ﬁu%%

G

s

e :

e &«s&}-&.«
KE

SR s R Rl R

£

o




MINIONS GEMS
Thank you for all your luvverly

jewelry designs — some of them |
will most itely have to put into
practice! RAINBIRD were willing to

ive away some equally luvverly H
muel jewelry vouchers to the
creators of the three best designs.
Jonathan Twist from Blackpoal,
Lancs, FY5 1PS wins £125 worth
of vouchers. Gary Smith from

No;!;n, NG9 10A £50 wm
and Stephen mas
Stockton-On-Tees, Cleveland

gets £25 worth. Well done, lads.

ELECTRIC DREAMING

ELECTRIC DREAMS  were
interasted in seeing just how fertile
your imaginations were, and
asked you to design agame. There
were hundreds of entries — some
stunning, some clever, some sim-
ple, and some not so good — and
it's been far from easy sorting
through them alll After many
months of head-scratching and
careful consideration, the Spiky
R Toad rom m%“" old,
m

West Midlands, B75

supplied the best, most playable
concept for a game. Mr Todd's

THE MINDSMEAR
CULTURED COMP
(FOR A CHANGE)

After much intensive and pensive
‘hmm'ing and ‘ha" Rachel
{(Davis), Richard (J and Gary
(Penn) came to conclusion that
Anthony Lees from Great Har-
paliadm best P
su e composition
s0 wins the Commodore Music
Expander. tulations
Anthany. A pat on the back and a
copy of RAINBIRD's Advanced
Music System go to the following
Barry Lo Mot Py ahy
3;“ ley, Rishton, Nr Blackbumn,
CS.

Bug Byte were feeling very gener-
ous and put a portable Technics

Compact Disk player and
copies of Ollo | & l}fgadfor gﬁr?bs.
Richard Bull from

London was first out of the correct
entries bag and wins himself a CD

player for his troubles. Copies of
Ollol&ligoto. ..
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GREMLIN GOODIES GALORE!

Gremlin's cult Spectrum and
Amstrad game Jack the Nipperwill
shortly be available for the 64. It's
an arcade adventure in which you
play the part of naugh(?/ Jack —
the nipper. The object of the game
is to be naughty — very. For exam-
ple, as Jack you have to round
town shooting (people with your
pea shooter), killing (Daddy's
plants in his allotment) and gluin

{together pairs of false teeth),
amongst other aqually obstreper-
ous "oh he’'ll grow out of it’ things.
If you can't wait to get caught have
have your botty spanked, then nip
over to the Gremlin stand and see
if you can buy a copy of the game.

Other Kgmdias on display are
Future Knight , ancther arcade
adventure only this time with
Ghosts 'n’ Goblins overtones. You
play the part of a bold knight
whose loved one has been stolen
away and is in need of rescue,
There are twenty levels of devious
platform arrangements to pass
through and many nasties to hin-
der progress. Fufure Knight won't
be available until after this PCW
show, but no doubt you will be able
to get an early glimpse if you pop
along to the Gremilin stand.

Local (ish) lad Shaun Southern
has nearly completed the 64 con-
version of his stunning G16 game
Trailblazer — a sort of very loose
cross between Ballblazer and
Bounder with high speed 3D
action for either one or two
players. A demo is on display on
the Gremlin stand — have a Ynuk
and see if you think it's as playable
as MrPennsaysitis. ..

Bad news if you're expecting to
be able to buy Pentacle, the 3D
forced perspective adventure for
arcade pln;rers, in the near future,
'cos it won't be released until after
Christmas due to 'technical prob-
lems'. Boo. . .

Awvenger is the title of the follow
up to Way of the Tiger, only it won't
be just another fightin' fumpin'
game, oh no. Yes, there will proba-
bly be a bit of 'Gle tha' stitched,
Jimmae!', but Gremlin hope to

make A more of an arcade
adventure t its predecessor. In
the game you have to avenge

{(hence the title) the death of your
foster father, Naijishi, who was kil-
led by some geezer called
Yaemon, Grandmaster of Flame.
The whole thing is viewed from
above (sort of) and the pace will be
fast and furious. Hopefully, it will

80 ZZAP!64Qctober1986

be released before Christmas.
Also due to be pumped out of
the Gremlin pipeline before Christ-
mas are a Snooker and Poaol dou-
ble pack (simulations of the
respective sports) and Footballer
of the Year (another one of those

Football Manager type strat
iﬁrﬂ.ﬂ] Interestingly  enough,
dictive Games are releasing an
enhanced version of Football
Hmﬂgﬂr in the very near future.
mm. ..




“Powerplay is an outstanding
piece of BBC software . . ." -

Personal Computer World Feb '86

The graphics in the game are
marvellous . . . The most original
of all such (quiz) games ..." —

A&B Computing March '86

"l was impressed with this game
... the graphics are truly excellent
.. Ihe questions are interesting
and varied . . . itis highly original

and interesting
Micro User May 86

Your copy of POWERI Y could also
Your copy of POWERPLAY d also

WIN YOU A HOLIDAY IN GREECE!

AMSTRAD CPC464/664/6128 BBC COMMODORE 64/128
Cassette £9.95 Disc Only £14.9 Cassette £9.95
Disc £14.95 Disc £14.95

ARCANA
SOFTWARE
DESIGN
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ELITE'S

ARCADE BONANZA

If you're into arcade conversions
then beetle over to Elite's stand —
it should be very busy indeed. On
display are demas of no less than
FIVE forthcoming arcade conver-
sions, an officially licenced game
and TWO sequels.

The conversion that will be of
interest to most people is Paper-
boy, the game which has you
mounting your trusty bicycle and
delivering newspapers along a
rather weird, diagonally scrolling
neighbourhood (well, the inhabit-
ants are certainly strange). Elite
plan to launch the game at this
show, so if all goes well you shouid
be able to buy it here!

Another addition to the Capcom
conversion series is 1942, a verti-
cally scrolling shoot em up set in
World War |l over the Pacific
ccean. The game is quite
straightforward — intercept and
shoot all planes and ships
before they have the chance to
blow you out of the skies. Shoot
em up fans keep your eyes peeled.

Has anyone seen a sit-in arcade
game perched atop a massive
hydraulic system? If you have then
you've probably seen Sega's
Space Harrier, an innovative
arcade game sporting more than
its fair share of stunning graphics
and amazing sound effects, Elite
have bravely decided to tackle the
task of converting it — well, Chrisg
Butler has, author of Ghosts and
Goblins, Commande and Z (to
name but three of his games). Just
about everyone has gone ‘YAH!
at the idea of attempting to cram
the game into the 64, but Chris
admits to being ‘quietly confident’
find out for yourself in

MNovember.

Ikari Warrior is another up-and-
coming arcade conversion. It's
relatively new in the arcades and is
a two player Commando type
game which offers you the oppor-
tunity to yomp over various land-
scapes and drive about in a tank
whilst disposing of hundreds of
enemy soldiers in true Rambo
style. John Twiddy, whose pedig-
ree includes the stunning conver-
slon of Tau Ceti, is writing it so it
should be good.

The other conversion which
should be on display is Tatsumi's
Buggy Boy, a strange sort of race
game. The idea of the game is to
drive your beach buggy into flags
and through gates to earn yourself
points and extra time. It plays well
in the arcades, but whether it will
convert well to the 64 is an entirely
different matter . , .

Also at the Elite stand there
should be previews of two
sequels, Airwolf If and Commando
Nl — see what you think (if they're
therel).

Oh yes, the officially licenced
game. .. it's Scooby-Doo— hon-
est! we've seen the Amstrad ver-
sion. The program was originally
going to be something like the
home computer equivalent of a
laser disk arcade game, but within
a few weeks it became apparent
that the task was an impossible
one and the project was dropped
for many months. It was revitalised
when Elite made a deal with Gar-
goyle Games, who have program-
med the game, and it's now
become an arcade adventure cum
beat em up. That's the stary, go
and see the end product.

ORI RS U i e P S
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TWO WERY GOOD WIDEO
GAMES FROM THALAMOOSE

(Sorry, in-joke). Starline is the
working title of one of Thalamus’
next rgeasea and with any luck
there is a demo running on one of
the stands at this moment
(that is, if you are at tha PCW show
at this very moment). It's appa-
rently a thinking man's shoot em
up and is being programmed by
Kinetic Designs, a talented new
programming teamfrom Scotland
consisting of dynamic duo Robert
Stevenson and Douglas Hare
(Compunet artistes and ram-
mers extraordinaire). If Starine is
anything like their demos then it's
going to be something really spe-
cial

Sanxion is virtually complete
and due for release on October
10th. It will probably be on display
as you read this. If not . . . well, it
boasts TWO new pieces of Rob
Hubbard music (which are appa-
rently his most unusual, innovative
and impressive yet) along with
some ‘amazing’ sound effects

%

e

from David Whittaker. Stavros
Fasoulas, the Finish | programmer
behind Thalamus' first release,
Sanxion, commented: ‘Is good
wideo game. | wery pleased with
it. | hope you too like Sanxion. You
don’t—is tough. My memory, she
iigfurl—lnantdunnnure. Erm,
ne.
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Wn. Movie Monster, Worly
and Championship
ng. The former puts vou in
the role of one of five horribly evil
monsters who can romp  ang
stomp  abouwt g famous r:it-.,-
u:lemah:thng buildings and nafnn':;zl
People. Naturally the humans are
1 1r:| tm_rg 10 thwart your fun, bt You're
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TMesisa sports Simulg-
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POWER-FULL
APOLOGY

uUm, there were, ah, two (mumbla
errors in our review of the KC
Power Cartridge. Firstly, the price
Is £38.95, not £45 as quoted. Sec-
ondly, it is in fact possible to view
under the kermnal ROM and /O
area. Sorry, KCS — if you see Gary
Liddon wandering around the
show you've got our permission to
slap his wrist for making the mis-
takes . ..

SQUEEZE ME
ALEMON. ..

Well, well, well. System 3's one
and only Mark Cale reckons he's
got four new games games under
way, one of which — Dominator:
The d Begins — is (and |
quote) ‘not just a computer game.
It's goin’ to appear as somefin'
else wot's never bin done in the
computer industry before.’ Coo,
Mark wouldn't expand upon this
though, and only added, ‘it's
comin’ out early next year.” Thank
you, Mark.

System 3 are part of the
immense Activision stand at this
year's PCW show, so there won't

be any naughty romps, ah, dis-
plays. What there will be, however,
is a (non-blue) video demonstra-
tion of Bangkok Knights (an orien-
tal arcade adventure with lots of
yer actual fightin’ and fumpin’) and
The Last Ninja (yet more fightin'
and fumpin’ but wiv a bit more to
it, like). Both games are due to
appear before the end of this year,
Also in the pipeline is a fist fighting
game called Knuckles which
should be available early next
yvear, More details in the near
future . . .

ZOOMIN’
AROUN"

Zoomsoft should be around here
somewhere showing First Star's
three latest releases. Mon-
tezuma’s Heuqua isn't exactly a
‘new product’, it's been out on the
Atari for yonks and the Commo-
dore for quite some time now,
although it wasn't available in your
average computer stores. It's a
nice little arcade adventure star-
ring a cute character who has to
make his way around a huge

meany-infested system of
cavems.
Rockford, ZZAP!'s salf-

Dan Dare is near as dammit

finished __mﬁpat
mhm:.ﬂ ayl hamn .
hh“ n --.-;m.mm"ﬁ
Wor th ] ail After Ng a pre-

qc fm.ﬁ,i QME LTD 198¢
HEROES. ..
‘seen — it looks and play just like a

axpen-

acclaimed mini mega-hero, has
certainly starred in more than his
fair share of games and is about to
feature in yet anather. Well, sort of
— it's a ‘utility’ in fact, Boulder-
dash Construction Set. The prog-
ram allows you to construct and
play your very own caves, so now
you can build the most horrendous
of caves and challenge your friend

to finish it. You could even make
money out of it— bet him a tenner!

Spy Vs Spy Wl — The Arctic
Caper could well be making a
guest appearance at the Zoomsoft
stand. Following the capers of the
two MAD spies, it carries on from
where the last one left off and will
no doubt feature similar gameplay
elements.

There's plenty of stuff on display

at the Ocean stand, the
‘it'll be finished hm
weeks — honest!’ classic Street

Hawiki! Yup! Julian saw a of it
when he visited the Ocean
some months ago, and it has since

been finished. Yes, you did hear
that correctly — finito! Go and
have a gander and see if it's been
worth the wait, :
Of film tie-ins there are ty.
The first is Highlander, a sword
fighting game set over several dif-
ferent time periods. It's a one or
two player game featuring *stun-
ning state of the art’ animation
verlous e peiode Ty
various time peri
people’s heads. Decapitation
the name of the game and it all
sounds pretty fun — and
rather gory with it.

r film tie-in is Cobra, the
film of gratuitous violence where
Hamh; gets his Police badgﬂl.BtT;!;
game is not going to be comp
unlike Green Engar and you can
bet your boots it'll be chock full of
deranged psychotic maties just
itching to kill you. Still, you're
Cobra, Mr Hard Man Extraor-
dinaire, who’s made a career out
of machine gunning down man-
lacs, and you're going to blow
THEM all away — aren't you?

More film tie-ins include Top
Gun and Short Circuit. Top Gun is
al present the biggest grossing
film in America this year, it's box
office receipts totalling £120 mill-
ion dollars at the time of writing.
The film is about the F14 Strike

who try to go for the rank of
g g, e S it

; W a
mwcadammlatw

your progress as as
iry to achieve the 'top gun’
ng. There are videos at the
S0 yOU can see a preview of
too.
Circult Is another film
will be a Christmas releasa

I

"
"

8
m

h'\E as he tries to sort out this
di a. The game will be an
arcade adventure where you
DON'T go round shooting any-
thing, even if it's horrible and evill
Sounds like an interesting con-

cept.

9gtr'ltr:: some original stuff, now,
with Great Escape. No, it's not
based on the film, the
object of the game is to esc
from prison. It's a scrolling 3D
ma being desi by Denton

gns. , Ocean's

new technical geezer, reckons it's
the best thing they've ever done —
ever. Sounds promising.

Galvan is another original game
and features a fatty robot who has
to stomp his way through lots of

different
vicious multi-armed demon which
he has to dmpoaem&‘mg land-
scapes are pretty andran

from an underwater mkmmaﬁ
to a brick town and a metallic city!

to reach a

is NOMAD altfnmﬂﬁap:'timlur
5 g

droid is out to destroy the most
evil arch mmn%ai the universe has
ever seen. To complete this
difficult task you have to make
your way through the many
of ngm vl!hin';l huge
spacecraft and avoiding the nas-
ties. In other words, it's an arcade
aduantumume up. twas
very good on the Spectrum and
Amstrad, and Mr Bracsy reckons
the 64 version is just as impres-
sive.

Mag Max is the first in a new
serles  of  Imagine/Mitsubishi
arcade conversions. This one is a
scrolling shoot em up which stars
— believe it or not — a great fat
robot (Imagine and Ocean seemto
have something of a robot fixation
at the . Anyway, there's
the arcade at the stand so
you can have a bit of a binge and

if you like it.

nother | awaited arcade
conversion is Mikie, which is pre-
miered at this very show. The
ﬂno follows the antics of an

erican schoolkid who's intent
on disturbing lessons and mauling
teachers just to get a message to
his girlfriand. arcade v?amu
was shown at last years PCW, this
year you can see tha 64 version.

Yie Ar Kung-Fu fans will be

pleased toknow that Imagine have
announced that t of
Yie Ar Kung-Fu Il (not the same as
The Edge's Shaolin’s Road) is well
underway. The game will feature
new characters a% well ag
en graphics and soun
effects. There should be a video of
the game on the stand, program-
mers permitting.

Other new releases in the
arcade conversion range include
Konami's Hyper Rally, a rather
anclent arcade race game, and
Terra Cresta, a vertical scrolling
shoot em up. The latter is reported
to be 'a real cracker’ with graphics
; like the arcade g', Both

arcade game 64 conver-
sion are present at the show so
you can judge for yoursalf,

Ocean certainly had their ton-
gue firmly planted in their cheek
when they announced they were
to release an ‘officially licenced'
It's a Knockout computer game.
Althaugh sounding very silly, Gary
Bracey told us ‘it's a load of fun,
rather like a Decathlon game with
silly events'. It certainly sounds as
if it's going be funny!

The only bad news is that
Imagine/Ocean have announced
there are no plans to release Bat-
manor MOVIE in the near future —
due to programming problems.
Once they get round them there's
sure to be a game, but until then
you'll just have to make do with
what's listed above!
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MARTECH will be showing
finished versions of WAR and Uchi
Mataalong with demos of four new
products under development —
Cosmic Shock Absorber (a multi-
directional fast-action 3D shoot
em up), Nimitz (a strategy simula-
tion in which you control the USS
Nimitz, the most powerful fighting
ship ever built) Catch 23 {a highly
interactive a0 first-person
perspective graphic adventure)
and 501 (an arcade strategy game
based on President Reagan's
'Star Wars' project)
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Palace Software will be showin
their next release for the 64 (whic
was previewed way back in issue
13) — The Sacred Armour .of
Antiriad, an arcade adventure from
roughly the same programmi
team that brought you Cauldron Il
This time, an Malone has

designed the game and the
graphics — and very impressive
they are too, as you can see from
this screen shot. Unfortunately,
you won't actually be able to buy
Antiriad until late September, Ah
well, that's life . . .

10-AMSOFT
3"2 Microdisks

"‘&=__—l.lnil 8,

Please send cheques/postal orders fo:

Compumart, (Dept zz )
Falcon Street, Loughborough, =
Leics, LEII IEH
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GET INTO ORBIT WITH A
COMPACT DISC PLAYER

CYBORG is part man, part
machine. CYBORG is a man (7)
with a mission. CYBORG is the title
of CRL's latest icon driven arcade
gama in which you play the part of
.a CYBORG! (Bet that surprised
r:ru] So why is CYBORG a
C\"EDFIG‘? Well, it's quite simple,
really: he was involved in a crash.
Mot a straightforward outright
death crash — no, it was one of
those ‘a man baraly alive’ crashes.
Fortunately, he was found by a lost
Galcorp Patrol (this | can believe
— | lost Galcorp in &2 wordsquare a
couple of month's back) who put
him back together again. (Sounds
suspiciously like Humpty Dumpty
to me).

CYBORG, the game, has you
wandering around a huge under-
ground complex inside an
asteroid, on a search for a group of
missing scientists. You are equip-
pad with all the latest in trendy
gadgets, such as laser guns and
scannmg devices — quite fortu-
nate, ‘'cos there ara loads of nasty
alien types out for your blood . . .
An\)wag you can read more about

BORG in the full review next
month's ZZAP!

But in the meantime . . . How do
fancf owning one of them new
fan Compact Disc player
doobries? Digital sound and all
that. You do! Well that's just
dandy, ‘cos CRL a willing to give
one away — the Toshiba pact
Disc player seen on this very page.
Theay'll also throw in £20 worth of
vouchers so you can buy a couple
of discs and get your Compact
Disc collection rolling!

So what do you have to do?
Well, | thought after all this sweaty
business of running around shoot-
ing aliens and rescuing scientists,
Mr Cyborg would a J)pramata a
break — a weekend in Bognor
Regis, that sort of thing. So how
about designingra few luxury add-
ons for him? Take yer average
Cyborg and tart him up a bit.
Maybe he'd like a built in Compact
Disc player? Or a drinks cabinet in
his chest . . . 7 The most imagina-
tive drawing will win the Toshiba
CD player and vouchers. Thirty
runners up will get a copy of the
game. Sounds goodtome. . .

Send your designs to: PART
MAN, PART cD, ZZAP!
MAGAZINE, LUDLOW, SHROP-
SHIRE SYB 1DB. They must arrive
before the 9th of October to be
eligible — so get cracking!
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| “IJUST COULDN'T BELIEVE HOW MUCH THERE WAS IN IT"” 22416
l %%ﬂe “ACE IS ONE OF THE BEST SIMULATORS | HAVE EVER PLAYED" .,

W “THERE ARE FLIGHT SIMULATORS AND THERE ARE FLIGHT (68
SIMULATORS — AND THEN THERE'S ACE”

(ASCADE GAMES TD COMPUTER AND VIDEO GAMES
HARROGATE, HG SBG,

ENGLAND

TEL 04231 504883 O ety 7% 3kion from the O 64 venion




Without music, graphics

and sound the Board
Game has become the
most popular in the
world.
Now it has them.

“Over 3,000 questions of no vital importance.”

Available now on
Spectrum 48/128K Commodore 64/128K (75 ] E John Meres

BBC ‘B’ Amstrad CPC
Cassette and Disk and all local stockists m

TRIVIAL PURSUIT is a Trade Mark owned and licensed by Horn Abbot International Lud. J
Published by Domark Limited, 204 Worple Road, London SW20 8PN, Tel: 01-947 5624, DOMAREK
Trivial Pursuit was programmed by Oxford Digital Enterprises.




WIN 50 COPIES OF MARTECH’S NEW
SHOOT EM UP!

o g ""“*::H % 2y ' :
‘\ \\ : ‘b“‘! % - # %u SN
b
Destruction is the name of the
game in MARTECH's latest offer-
ing, WAR. Tha theme of the game : = ;
is to DESTROY the evil EMPIRE AR —SoSees N S e

which is waiti:g ensively to
attack and EXPLODE your craft to
ANNIHILATE all resistance, If you
manage to survive their LASERS
and DEFENCE systems then you
can hold your HEAD up high and
return home a HERO. VICTORY
will be yours. So head for the
STARs (twinkle twinkle) and
LAUGH (ha ha) in the face of
DEATH. ..

Below is a specially adapted
word square designed by your
aver faithful minion in the eternal
struggle to bring you punters lots
of freebies. This time those cheer-
ful chaps down at Martech are.
giving away 50 copies of their
game WAR, which is reviewed this
month. Once you have found all 14 g
words pop your entry into an &
envelope and post it off to: WHAT &
IS IT GOOD FOR?, ZZAP! ¥
MAGAZINE, PO BOX 10, LUD-
LOW, SHROPSHIRE SYB8 1DB.
Get them in by October 11th and
you'll soon find yourself going to
WAR!

A ¢ el W A . e ¢ L AR
5o B S T T R e B
7 B SO T W S A - ST R - )
S D UNXUZP A WN E
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N RO R K e ey
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oL By RACT-WORS 8§ HA
e M U AR RN CE-D
NAME
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POSTCODE ...
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L.ondon/South East

Eluaga Direet Data Ltd, 53 Rugby
Road, Worthing, Sussex BM11 5
HS SCA

Ultima, Unit 28, White Lion Walk,
Guildford, Surrey, HS SCA

Suburbia, 268 Streatficld Road, Kenton,
Middlesex HAI9BY. HS SCA

Speedysoft, The Blacksmiths, Radna
ommon, High Wycombe, Bucks HP14
4DH. = (02 3703, HS SA

Software Plus, Liberty Shopping Mall,

East 5q, Basildon, Essex; 336 Chartwell

Square, Southend, Essex; 72 Morth

Street, Romford, Essex; 22 5t Matthews

5t, Ipswich, Suffolk; Boulevards, Har-
ur Centre, Bedford, Beds; 49 Hi
treet, Gillingham, Kent, -]

Software City, 47 Cheap Street, New-
bury, Berks, RG14 5BX. S SCA

Slough Computers, 245 High S
Slough, Be:kfsu IBN. &2 5-;4.“““
HS SCA
Shekhana Computer Services, 221 Tot-
tenham Court Road, London WIR
QAF. & 01-800 3156, HS SCaA

Saga Systems Lid, 2 Eve Road, Woki
Surrey GU21 4IT. HS

Readers Diream, 100a Harlington Road
West, Feltham, Middx. 2 01-844 0780,
HS SC

Barry Paul, Leather Lane Music Shop,
67 Leather Lane, London EC1. '® 01-
405 1270, 5 SCA

Octopus Software, Unit 31, In-Shops,
High Road, Wealdstone, Middlesex,
HS SCA

The Micro Workshop, 12 Station

roach, Epsom, Surrey KT19 8ES.
®Tel. Epsom 21533, HS SCA
Harlow Computer Centre, 17 Staple
Tye, Harlow, Essex, CHIE?L}I&E

i

SCA

JKL Computers, 7 Winsor Street,
Uxbridge, Middx UBS 1AB. HS SCA

Games World, 129 King Street, Ham-
mersmith, London W6 916G, & 01-741
4457, HS SCA

Gallery Software, 1st floor, 140 The
Arndale Centre, Wandsworth, London
SWIiE. HS SCA

M. D. Cooper, Computer Software and
Retail Sales, 63 H:Fh Street, Kempston,
Beds. & 0234 852017, H!Fssc:l

Canvey Software, Harmer Arcade,
Roman Road, London El.  HS SCA

Canvey Software, Canvey Market, Hig‘h
Streat, Canvey Island, Essex. HS

Alan Bedding Photography/Software,
37 Mile End Road, Colchester, Essex.
B 0206 851030, HS SC

Bracknell Computers, 44 The Broad-
way, Bracknell, Berks, RGI12 1AG,
HS SCA

Nimbus Computing, 6 Station Road,
West Wickham, Kent. & 01-777 3160,
HS SCA

Discount Software, 120 Lord Street,
Hoddesdon, Herts EN11 BNP. HE SCA

Logic Sales Ltd, 19 The Broadway, The
Bourme, Southgate, London N14. 8 01-
882 4942, HS SC

Virgin Games Centre, 100 Oxford
Street, London WIN 9FB. 2 01-637
T911

Virgin Games Centre, 157-161 Western
%c%(h Brighton BN1 2BB. & 0273

‘l.-’ir%q Games Centre, ¢/o Burtons, 140-
144 High St, Bromley, Kent. 8 4606895
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Virgin Games Centre, Top Man, Oxford
Circus, 172 Oxford Street, London W1,
B 01-927 TR2A,

MNorth West

Stewart Electronics, 83 Penny Meadow,
Ashton-under- Lyne, Lancs. 8 061-339
0504, HS SCA

P.V. Microcomputers, 104 Abbe
Street, Accrington, Lancs.  HS 3(.‘1

McSoft, Unit 46, Moorgate Indeor Mar-
ket, Moorgate, Ormskirk, Lancashire.
HS SCA

Mach II, Langam’s, 5t George's Pre-
nn:im::‘t.I?"r:astlum.ga E{cs SCA

Lancagshire Micros, 89 Euston Road,
Morecambe, Lancs, HS SCA

Computer World (UK} Ltd, 208 Chor-
ley Old Road, Bolton, Lancs BL1 3BG.
HS SCA

Book Bargains, 31 5t Andrew's Road
South, St Annes, Lancs. 5 SCA

AA, Discount  Software, 112
Marlborou Street, Ashton-u-Lyne,
Lancs OLTOHA., & 061-3302376. s

Bit Byte Computers, 144 Witton Street,
Morthwich, Cheshire CW9 5N9. HS
SCA

City Software, 66 Lime Street, Liver-
pool L1 1JN. S SCa

Computer Games Shop, 3 Royal Oak
Buildings, Waterloo Road, Ba&&ml
FY42A0 ® (25348738, 8

The Littlewoods Organisation ple,
Church Street, Liverpool L70 1AQ (and
selected stores). HS

H & B Software, Unit 191, Upper
Rochdale Market, Arndale Centre,
Manchesier M4 2EB. 5 SCA

H & D Services, 1338 Ashton Old Road,
Hi&htr Openshaw, Manchester M11
G, 5 SCA

H. W. Luxton, 236 Smithdown Road,
Liverpool L15 5AH. & 051-733 1135.
S SCA

south/South Wesi

Kash-Kuts,
ampton.

Computerbase Co., 21 Market Ave,
City Centre, Flymouth PL1 1PG. ®0752
672128, HS SCA

Gateway Business Systems Ltd, 6 Sta-
tion Road, New Milton, Hants BH25
6IU. HS SCA

Gerard's Software at Corsham D.LY.
Centre, 8 The Precinct, Corsham, Wilts
SN13 0AS. 20249 712650, HS SCA

Montage, 8 Holyrood Street, Chard,
Somerset TA20 2AH. S sC

Manor Park Enterprises, 82 Mellstock
Avenue, Dorchester, Dorset, HS SCA

K & K Computers, 32 Alfred Street,
Weston-s-Mare, Avon. 200934 419324,
H5 SCA

Kintech Computers, St Tudy, Bodmin,
Comwall PL30 3NH. HS SCA

Judya Records & Computer Software,

Unit 29, Exmouth Indoor Market,

Exmouth, Devon. 8 Exmouth 264593,
S SCA

Fal-Soft Computers, 8 St Geor
Arcade, Falmouth, Cornwall. HS

Games Inc, 9 Frankfort Gate,
Plymouth, Devon, PL1 10A. 8§ SCA
The Fuse Box, 67 Sidwell Street, Exeter,
Devon, HS SCA
Computer Services, 9 The Green, Credi-
ton, Devon EX17 3LH. 8 5C

Virgin Games Centre, 18 Merchant
Street, Bristol BS13ET. ®0272294779.

Virgin Games Centre, 103-105 Armada
Way, Plymouth. 8 075 2262817,

Midlands

Soft Spot Led, 5 George Street, Ban-
bury, Oxon OX16 9YT, & 0295 68921
HS SCA

Honeysett Computers Ltd, 17 Union St,
Hereford. HS SCA

71 East Strest, South-
SCA

Fast Forward, 29 Smith Street, War-
wick, Warwickshire, HS SCA

Fast Forwiard, 39 Parsons Street, Ban-
bury, Oxon. HS SCA
ComputaCenta, 17 Campbell Street,
Belper, Derby DES 1AP. HS SCA
D.J.5. Micros (Mail Order), 28 High St,
Harrington, Northants NN6 ONU,

HS §
Gordon Harwood Computers, 69771

High Street, Alfreton, Derby DES TDP.
HS SCA

MNorthampton Home Computer Centre,

58a Wellingborough Rd, Northampton.

HS SCA
The Software Centre, 1 Lock Up Yard,
Derby. SCA

Allen James Computers, 831 Stratford
Road, Sparkhill, Birmingham Bl
4DA. = (021-778 5737. HS SCA

Comtazia, 204 High 5t, Dudley, West
Midlands DY 1[)5‘. :EE 8SCA

Bull Rini’Cnmputﬂrs Lid, 1 Waterloo
Terrace, Bridgnorth, Shropshire WV 16
4EG. HS SCA

R & B Computer Software, 6 Waterloo
Road, Hinckley, Leics. HS SCA
Computer Market, 27 Goosegate, Not-
tingham. B 586454, HS SCA

Honeysett Computers Lid, 17 Union St,
Hereford HR1 2BT. HS SCA

Intoto, 1 Heathcoat Street, Hockley,
Mottingham NG1 3AF, HS SCA

Long Eaton Software Centre, 91 Col-
lege Street, Long Eston, Nottingham
NGID4GE. HS

Microware, 5 5t Peter's Lane, Leicester.
Also at Venture House, 7 Leicester Rd,

Loughborough, and Fords, 191/195 Vic-
toria Centre, Lower Parliament St, Not-
tingham. HS SCA

Virgin Games Centre, 98 Corporation
!iigl%e?et. Birmingham B4 65X. ‘& 021-236

Morith East

U. K. Software Exchange Club. SAE ta
15 Tunwell Greave, Sheffield 55 0GB

S 8C

Treasure Chest, 220 Beverleyv Road.
Hull, N. Humberside HUS 1AH.

S SCA

Tomorrow's World, 15 Paragon Street,
Hull, N. Humberside HU'1 3NA.
HS SCA

Thirsk Home Computer Centre, Royal

Oak Yard, Market Place, Thirsk, N

Yorkshire YO7 1HO. & 0845 25332,
HS SCA

System 7 Electronics, 664 Anlaby High
Rd, Hull, N. Humberside HU3 6UZ. &
0482 508687

A & A C Stobbs {Eumipulur Dept), 39/

40 U?er Precinet, Blaydon-on-Tyne,

mn& Wear NE21 SBT, ® 091 4143107
SCA

Stockton Software Lid, 14 West Row,
Stockton-on-Tees, Cleveland TSI18
IBT. & 0642 606166,

Starsoft, 2c Walnut Road, Thome, Don-
caster, 5. Yorks DN& 4HW. & (05

216970, § SCA
P.E.A.K. Electronics, 222 York Road,
Hartlepool, Cleveland. HS SCA

Microtron, 9 Gillygate, Pontefract, W.
Yorkshire. HS SCA

Microbyte Software Shop, 36 County
Arcade, Leeds LS1 6BH, and 19a Lower
Warrengate, Wakefield, W. Yorks,

8 BCA

MarChiff Computers, 43 Stockton Road,
Sunderland SR1 3NR. ® Sunderland
TRYTS. HS SCA

David Llewellyn, 24 Winchester Close,
Great Lumley, Chester-le-Street, Co.
Durham. §8

Ken Green (News & Computer
Software), 26 Fowler St, South Shields,
Tyne & Wear. HS SCA

Datamate Ltd, 2 Delaval Terr, Blyih,
Northumberland NE24 1DL. & 365840
HS SCA

R R
IH%MTIOH
SERVICE

DIRECTORY

The Computer Shop, 7 High Friars,
Eldon Sguare, Newcastle upon Tyne
NEl TXG. & 091 2616260, HS SCA

The Computer Shop, 224 High Street,
Morthallerton, N. Yorks DL7BLLU.
HS SCA

C.H.L.LP.5. Computer Shop, 151-153
Linthorpe  Road, Middlesbrough,
Cleveland TS51 4AG. HS

Virgin Games Centre, 94-9 The Brig-
gate, Leeds LS1 6BR. '8 0532 432606,

Topsoft, Computer Software, 3
Hambletonian Yard, Stockton-on-Tees,
Cleveland. HS SCA

East Anglia
Sudbury Micro Systems, 64 North

Street, Sudbury, Suffolk. HS SA

Logic Sales Lid, 6 Midgate, Peter-
borough PE1 1TN, & 0733 49696,

HS SCA
Micro Phone, 14 Plowright Place, Swaf-
fham, Norfolk, and Aldiss Furnishing

Centre, Morwich Rd, Fakenham, Nor-
folk HS SCA

Viking Computers, Ardney Rise, Nor-

wich, Norfolk. HS SCA
Camelot Software, Cae Ym , Caer-
narvon, Gwynedd LLS5 2LE. 8§S

Cwmbran Computer Cenire, 34 Ven-
tnor Road, Old Cwmbran, Gwent.
HS SCA

R. M. Ehrenzeller, Sounds Good, 1
Middleton Street, Llandrindod Wells,

Powys. S SCA
J.C.G. Software, 23 The Courtyard,
Riverside Market, Haverfordwest,
Dyfed. & 0437 2543, SCA

Merthyr Computer Centre, 110 High
Street, Merthyr Tydfil, Mid Glamorgan
= (685 B2230, HS rEcA

James Clark, 6 Bridge Street, Dun-
fermline, Fife. S SCA

The Cuml:mler Depot, 205 Buchanan
Street, Glasgow G1 2JZ, ® (41-332
3944, HS SCA

Inverness Computer Centre, 5 Meal-
market Close, Inverness [V1 1HT. &
226205, HS SCA

The Micro Shop, 257 Dumbarton Road,
Partick, Glasgow G11 6AB. & 04]1-334
6163, HS SC

Mobile Micros (Marketing) Lid, 1 East
Back Street, Bishopmill, Elgin, Moray,
HS SCA

Soft Centre, 2 Bruntsfield Place, Edin-
burgh EH10 4HM, 5 SCA

Software Connection, Ar{& le Centre
Market, Argyle Centre, Glasgow G2
BAL, 8 SCaA

Vies, Independent Computer Supplies,
31/33 South Street, Perth PH2 EFD.
0738 36704, HS SCA

Virgin Games Centre, 172 Union Street,
Aberdeen AB1 10T, B 0224 645851

Virgin Games Centre, 28-32 Union
?;;;;.H' Glasgow G1 30X. & (41-204

Charly’s Computer Corner, Clareab-
bey, Clarecastle, Co. Clare. '® 065/
21);:!5. 5 SCA

Da Reid, Leisure World, Romanos
Building, & Queen Street, Belfast, N,
Ireland. HS SCA

Computer Studio, Kosangidev Venac
la, 11000 Beograd, Yugoslavia. 8 SCA




TAPE TO DISC DISC TO TAPE W3 Xelii3

FREE COMPUTER DUST COVER!
FREEZES & BACKS-UP PROGRAMS TO DISK OR WRITE FOR DETAILS.

TAPE IN ONE FILE. MACHINE-CODE MONITOR

T RILOGIC

THE PLUG-IN EXPERT CARTRIDGE
IN SECONDS FOR YOUR COMMODORE COMPUTER

NEW!

FOR C128
and Co4

B . AW EXPERT ACTION

FREEIES .‘ FREEZES AMD SAVES PROGRAMS TO DisE (il mode | PRICES
: ONEFILE P PROGRAMS ARE SAVED IN OME FILE FOR C128
The expert carrndge s‘fsfem out- COMPACTS P PROGRAMS ARE COMPACTED TO REDUCE DiSK and Céhd INC.VAT, PEP.
performs all other similar products SPACE LISED
- regardiess of cost. Even foreign SAVES MORE B YOU CAN SAVE 3 OR MORE PROGRAMS PER DISK

products costing twice the price VERY FAST B RELOADS MOST PROGRAMS IN LESS THAN

cannot maich the expert’s 30 SECOMDS ®

performance. Why pay for outdated NOT NEEDED B THE CARTRIDGE IS NOT MNEEDED FOR LOADING BACK

ROM systemns when the expert UPGRADABLEP CARTRIDGE USES RAM AND DISK BASED SOFTWARE CHEQUES PAYABLE TO TRILOGIC

cartridge can be upgraded for very FOR INSTANT LOW COST UPGRADING ORDERING: WRITE OR "PHONE *PROMPT

little cost io meet the challenge of MONITOR P USE THE MACHINE CODE MOMITOR TO CHEAT, DESPATCH* PAYMENT BY CASH, CHEGUE,

the most recent software. e LA TRA UVES OR RESTART THE PROGRAM POSTAL ORDER OR ACCESS # EXPORT ADD £1.00

g EXTRA # PAYMENT IN STERLING ONLY PLEASE
“ == = —— “
MAIL ORDER Dept ZO1 29 HOLME LANE BRADFORD BD4 0QAPM CALLERS 329 TONG STREET BRADFORD BD4 QY Tel (0274) 684289
—— e —— %

ENSURE YOUR

REGULAR
COPY OF ZZAP! 64

R - The st choice

IBBC nd COMEOR I,
n

(j REPAIRS!@Q

WH? PAY H IGH Every parcel sent by b Sl s

Royal Mai: Receipted Post and Insureg
‘FIXED’ PR ICES for return journeyl £
(We do not charge you for our E:P* day delvery include £1 50
f'a_nq'" premises by charging [Securicor by prior arrangemart;
high "fixed’ prices!)

A (te)

N AV

When a magazine is rising in circulation (being new, ZZAP!

F

Qn-site maintenance for Apples,

Reputations take time to build, B.M.'s and most makes of printers is doing tl‘n'.*:l and so sells out immediately, you may
we have been repairing ZX 81's, ~ ¥soavailable. experience difficulty in obtaining your copy every month.
Spectrums, QL's, Apples and Guaranteed 4hr response So the best thing to do is place a regular order with your
BBC's professionally, for 214 WHY DELAY - OUR ESTIMATES ARE local newsagent, which you can do by handing him this

. : > FREEANDWITHOUT OBLIGATION. IF
SMEIL=WER S Comhlg Seoonel? | R R0T LIE GLr e

hﬁ* n all UK, with While-u-Wait repairs! WE WILL RETURN THE COMPUTER
Y I B with INTERNATIONAL repair servicel  AND REFUND THE POSTAGE

’ INCURRED!

form.

S S R S e S G B,

FOR PROFESSIOMALISM - “Of all the
repair companies ‘Sinciar User’ spoke MANCOMP 1o ‘ Please place me a regular monthly order for \
to, MANCOMP seermed tha MOST (Dept.Z 10 ) ZZAP! 64 Magazine.
PROFESSIONAL when it came to advice . .
s 20 3 ""."'F'r-ii attituce” AUG BS Printwarks Lane, Levenshulme

N15' N FOR HONESTY - We et you watch MencTaser M1 209 L A g PRy AT s

Y your computer being repaired and if Phone 061-224 1888 L A R I e T R R
there is nothing wrong with it, we wi OR 061-224 9888 SR R #oaomoa e e e R e
tell youll| OPENMOM-SATSamta7Tpm Bl o .. ... R T AN R AT A A ok

48 W FOR REPUTATION & HELPFULNESS EXTRA-SPECIAL DISCOUNTS FOR l P e e e e vaa P I T TR S T .-u I
“I have come across a firm that wall be EE||_|I: INST. H.M F|: 5.
mare than willing to advise you as to CHARITIES. HOSPITALS, ETCI rﬂ' H. nt: I
how bo remedy your problems. They 'ilﬂ w -
are calea MANCOMP a1 25 e Hardware and software desian I ZZAP! 64 Magazine is published in the middle of every
repairing faulty computers. are atso p;ﬂmlmz-;ﬂtiﬂf '::?_I:Uép;hsr month b"_." ¢ Ltd, 1-2 King Street Ludiow,

ik i o wour probiems Cormp e, fr Segn - OO,

i.,.'_,f;‘,;: J :;Jdlnrf:-‘_t:;;j’:_‘mg_ L..E‘Ep through to manufacture I Shropshire SYB 1AQ. Tel: 0584 5851, and distributed to the I
and more importatly :E-HHF_CT What we do today newstrgda by G?MAG#&HH 4‘:5#.]. Please Eh?;:k with
CURES" Phil Rogers POPULAR S the ishers if you have any difficulties in obtainin
COMPUTING WEEKLY JAN 85 others do tomorrow! ‘ = FFE# L 4 .y i 9 '

N UR PRICES AND WATCH OTHERS FOLLOW THE LEADER
— L C— h--------#
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I FIFTY COPIES OF OCEAN'S
PARALLAX UP FOR GRABS!

It was a dark, s‘turrqy night as the
team left ZZAPI Towers. They
were tired and the local wenches
were calling them. Meanwhile,
back in the top room of the towers,
under a lonely spotlight, huddled
in a comer with scarf around his
neck, sat Lioyd busily bashing
away at his 1922 Hermes typewri-
ter. He only had a few hours before
the deadline was up and the mail
mound didn't seem to be getting
E.ngsmﬂllar.

uddenly, he heard a window
smash and the sound of footsteps
coming down the creaky wooden
steps. Now you know Lioyd —
such a hero, but he had his own
interests at heart and promptly
scampered off. Out the door he
went, along the corridor (pant,
pant), down the first flight of wood-
worm rigden stairs (pant, puff,
wheeze), through a hole inthe floor
(1), out through another hole in the
floor, and through the portcullis
(pant, pant, wheeze, gaspl). He
was last seen heading in the direc-
tion of the nearest pub (no fool is
our Lioyd).

On entering the office the next
morning, Gazza, Jazza and Dicky
came across the biggest pile of
mass they had ever seen — well,
since last thursday at least. Tapes
were scattered over the floor,
monitors smashed to the ground,
Girly Penn's Pet Black Hole was in
tears, Jazza's Boys Own divers
watch had been swiped from his
desk, and poor Dicky was abso-
lutely aghast — his pet plasticine
hedgehog, Humphrey, had been
squashed into a deformed pulp.
Tears were pouring from the eyes
of the mutant reviewers. However,
this was nothing compared to
Lioyd's misfortune. He was found,
crouched and distraught, in a
corner muttering, ‘' It's gone, stolen

— my beautiful Hermes typewriter
ribbon has been stolen! Where is

it? It's mine — mina, my precious.’
This could only mean one thing —
7ZAP! Towers had been invaded
by an awesome force ... THE
LUDLOW MAFIA

Yes, there was proof: a note
hammered to the door but in an
ancient joystick code.

CAN SOLVE. .

el (e )P ] (elee))
EE@ MEYE 7 @@E@
el e BE) NS B |

Luckily, the combined talents of
Gazza, Jazza and Dicky (which
doesn't amount to much really!)
managed to decode it to read:

WEVE GOT LLOYD
S

COPIES OF PARALLAX OR,

Fifty copies of PARALLAX! — wa
had to agree.

Next morning a mysterious note
appeared through the letterbox,
written in the same code. Unfortu-
nately, it has baffled the team, SO
this is what 'rawillingtodo. . .

Below is the second
message. We want you to decode
it and post the English transiation
off to | Towers so the team

K AN IO
O MO

can solve the mystary.

eJelSRTa) (32 T
bdeslelalele) PR

Once you've decoded it, fill In
the form and post it off to:

THE CASE OF THE MISSING
RIBBON COMP, ZZAPI
TOWERS, PO BOX 10, LUD-
LOW, SHROPSHIRE SY8 1DB.
The first fifty correct entries drawn
from the now not—so—Black
Hole will win their very own copy of
PARALLAX, courtesy of Ocean,
which is Sizzling at this very
moment.

sy
ERamam
LT LELETY
i3y L TP TP pbl
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I Aerial Combat
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A Unique Opportun

Can you deliver the Mosquito’s sting (o the
hear 0l' Germany

My British aircrate will ever bomb Berfin®, Lafowalie chiel Herman Gocering had often boasted,
Huat in the middle of 2 Nazi anniversary in Jammary, 1943, his listeners duck for cover as a
carchully vimed raid of RAF Mosquites “hm&ﬂ;ﬂ.

Ace of Aces captures the spirit lﬂﬂ hﬁm ul the Mosquito, maverick RAF fighter
bismibicr ol Waorld War 11, Down the Nawl bombers, sink the U-boats, outrun the V.1 rockets and
stap the encary trains. Choose your wea el wiscly — once you're out on mission, there's
no ging back. To become Ace of .Iul; o | mmplete all missions successhilly

I From the moment you oo he clo ._ l“l‘hh Naai fighters 10 the beart-stopping
second you spod The Ulﬂhim,lh efence of __'“'Iﬂuinin your hands. Are vou cqual
i the challenge! e T

I Ovace you nuaster a few Hying ericks in var sper: | bomber, ]'H tackle strategy: selecuing (he rght
n-u-mhu il machine guns, rockets and bombs (o achieve your mission.

U Your intercom flashes ‘warning’ on your starboard engine. An enemy fighter attack has lelt vou
Rulls Royce eaging in flames. Cut back your boost and theottle, Hit the extinguisher belore the fire
spreads,

What does it take te be an Ace! From you, legendary British pride and gues. From 1% Gald
lependary playability. US Gold has done its part. The rest i up 1o vou.

CBM 64/128 £9.99 Tape Spectrum 48K £8.99 Tape
£14.99 pisk  Amstrad £9.99 Tape

£14.99 pisk e
1.5, Gold Led., Units 273 Holford Way, Holford, Birmingham Bo "AX. Tel 021 3565388




YET ANOTHER SPECIAL EXCLUSIVE

TO ZZAP!
READERS!

SUPER CYCLE

Hurtle around ten gruelling race tracks on
a 3-gear 750cc SUPER CYCLE and thrill to the
realism of the racing game of a lifetime.

' ... for sheer exhilaration and excitement,
go for Super Cycle — it's unbeatable . . , the
most addictive and exhilarating race game
yet . .. highly addictive and challenging —
more 5o than any other race game available

ZZAP! 84 October 1986

BEYOND THE
FORBIDDEN FOREST

Are you man enough to take a journey
BEYOND THE FORBIDDEN FOREST? Features
unique 3D parallax scrolling and gameplay,
with seven horrific nasties to bend your nerve
to breaking point.

‘. .. experience the most horrific game yat
devised . . . the infense, prevalling atmos-
phere and bloody special effects really make
this game soenjoyabletoplay. . . Gruesome
and gripping, and above all great fun.'
ZZAP! 84 October 1988

YOURS

ZZAPI SOOPER DOOPER OFFER. . .
Ooh ooh oohl Yeah yeah! Please send me the CASSETTE versions
of SUPER CYCLE and BEYOND THE FORBIDDEN FOREST as soon as possi-

ble! | enclose a cheque/PO for £9.85* made payable to NEWSFIELD LTD.

CE e s T e R S TIPS o N | Y

P A ot £9.95
r m and VAT inclusive in UK ONLY, Overseas: please add £1 per

o] i

ZZAPI SOOPER DOOPER OFFER, PO BOX I H E

10, LUDLOW, SHROPSHIRE SY8 1DB

896 ZZAP!64 October 1986 X P AI R '
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The Home of e Hity !
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Yelbourne House (Publishers) Ltd. Melbourne House 60 High Street Hampton Wick Kingston Upon Thames Surrey KT1 4DB. Telephone: (01)943 3911 Telex: 935425 MELRSO Facs: (01)9432688




Are YOU a subscriber? gre®

Then how would you like to buy
LEADER BOARD and get

HARDBALL — FREE!

HOLE =
PAR
CODURSHE

HINnos

CLUB -

YARDS 230

Ly ]r[_ilﬂ K

.- ]',HHI"

"Ir.éaﬂz'nhchnb gt st ssnllUelER ol
- =« 15 Without doutkyt

Penn. LEADER Elvl:}.n.n[:thf SRorts simulation of

I3 a highly addictive g

the year, if not th
. Ceat 2ar, e decade!’
animation and sound effects aver 5 2eninac

olf simulation Teaturing the Wnthased Gary

most realistic

] & i

3 I ill i i N 1
JUTSIDE BaAll =2 STRIKE 2
HARDBALL | .

Accolade's Sizzling baseball simulation ‘sets new standards in gameplay, depth and
animation' according to Julian Rignall. HARDBALL brings all the frills and thrills of
America’s most popular spectator sport into the comfort of your own home.

15T
>

Yes, | am a subscriber and | would like to buy LEADER BOARD and get a copy of
HARDBALL free. | enclose a cheque/PO for £9.95 * made payable to Newsfield Ltd.

POSTCODE MY SUBSCRIPTION NUMBERIS:.......ccoecns

ZZAPI SUBSCRIPTION OFFER, ZZAP! MAGAZINE, PO BOX 10,

LUDLOW, SHROPSHIRE SY8 1DB
* includes p&p and VAT. Overseas subscribers please add £1 per order.
SUBSCRIBE NOW and take advantage of this once-in-a-lifetime offer!
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301 GO

WITHOUT
ZZAP/
EVERY NOW
AND THEN .

IT'S ALRIGHT-

| CAN HANDLE 17-
M IN CONTROL
ARENT § 77

- Accurate, coherent and comprehensive reviews and previews
of the latest software

— Essential tips and POKEs for
games both old and new

- Informative and up-to-date
news and gossip

— Exciting special offers on
i BI‘.‘.If!.'WEII"E t Oh crik ! | want ZZAP! delivered to my door for one whole year. | enclose a cheque/PO
| - Interviews with top B s o Ry oy door for e

programmers

— An adventure column fromthe
wise and wizened White Wizard
= Avariety ofinterestingand  [RRRRERERLL e B e gt
humorous features

- Big prize winning competitions || ZZAP! SUBSCRIPTIONS, ZZAP! MAGAZINE, PO BOX 10, LUDLOW.
— And much, much more!

SHROPSHIRE SYB 1DB
...FOR EVEN ONE MONTH!? * UK ONLY — OVERSEAS ORDERS: £22 for SURFACE MAIL or £35 for AIR MAIL

I ZZAP!64 October 1986 99



Retallers don't always hawe everyt hing In stock
ou might want, but if jt's within our power to get
It for you, the will. ANY of the sofpware
reviewed In this OR jssue of g7 AP| can be
ordered bY using the form below.

But tO avold dis.app:olmment, pleas® ring first 10
check avallabllity of unusual jrems !

| zzAPIMall Order I3 backed oy the resources of
| Ngwﬂlnld Led. puh'l.h.hdn of this maq:.lln-l.
|  CRASH and . which nas been supplying |
more than 150,000 compuUTer users with software
for over 1 years, so you can e gure of the VEry
In service.

& ls nomall order catalogue irwolved.
the prices quoted In the reviewsIn 72 AP | or the

know retall price. Should you have &
Ho

he number ¥
and our staff will advise you.

I'Jli-ICCIUN'TS GALORE]

Anyone may t3ke advantage® of the discount
coupons on the form — g1 off orders worth more

than £20, and 50poft
further discournts on
_We make no charges tof poft
and packing [within the UK]

Mothing could be simpler — fill In the form today
and order whatever you ke

e _____._____,_._.—-—

ZZAPI MAI
L ORDE
Telephone R FORM
2 Ludiow |0584) 5620

Please send me
the following items: BLOCK CAPITALS ple
ase|

Please note: some
date ’ software
'"m“hwmm AR

cannot be heid

titles when dei!]'s F] m'

known. Viewed i;lltlugﬂm
e et s s it

ISCOUNTS

AM r
I OHDER WORTH

Al prices are as
ar krcnam quoted under revie
hrr i mmwm.ﬂ
y - only ONE voucher Miskess 1o Charge fof post and VAT,
perorder| add the ,m, H'!.
ordered

may

af

first !
ON postage rates. 50 that we

ZZAPI MAIL
Please do ORD
W"’"""'W mluminﬂ
?“'“-"_‘:“hhl-l."'m.ugﬂw




OFFE

All quoted prices include VAT, post and packing (UK only).
Continental Europe and Overseas, please add £2 extra per
item ordered.

S “ﬂ“,,,,,';r;ﬂ“““““‘- State Size SOIMO L

[ Pleasesend me ... 7ZAP! T-shirtls) at £4.50 each.

1 Pleasesend me ... ZZAP! Want!hlrtlsl at £8.95 each.
[1Pleasesend me.... .ZZAPlcules}atia.sﬁ each.
[1Pleasesendme..... ZZAP! Binder(s) at £4.50 each.
i o e piosec A NS T
R e ha a1t e R )
........... Postcode
| enclose£....-- made payable to “ZZAPY

Cheques or postal orders only, please.

‘COMPLETE ZZAPI OFFER’, PO BOX 10, LUDLOW,
sHROPSHIRE sys 1DB

-



3.

of Skidmark Sam standing in a

very upmarket showroom. In
front of you is a selection of six
ﬁashr cars, ranging from a dash-
ing blue Corvet to a maroon Austin
Martin. However, if Sam doesn't
like the look of any of the original
cars, he can always do it himsalf,
All you have to do Is pop along to
the factory and build a car to your
personal specifications. Stationed
at the production line, Sam can
assemble a car with front, pas-
senger and end sections of his
own choice. Then it's off to the
paint shop for a quick technicolour
spray job and he's ready to gol

Once on the streets, Sam can
begin to get to I-?ripa with his new
megamaobile. He discovers the
horn and the rather jovial screech-
ing sounds as he slams on the
breaks or changes diraction when
travelling at rather excessive
speeds.

The package consists of several
mini ‘games” any of which can be
accessed at anytime during play.

In Hot Wheels you take the part

DEMOLITION DERBY
Once you've got to grips with the
car, it's time to find out how much
of a competent driver you really
ara, There are three other cars also
competing and they all want to
mash Sam into little bits. The car
becomes slightly more difficult to
control due to the dirt-track and
slides to and fro. Can you beat the
other cars and emerge the victor?
if you do, Sam's car will get very
dirty and willnodoubt needa. . . .

CAR WASH

Simply drive round to the Car
Wash and let the automatic
machinery take owver. After the
rinse and blow dry, Sam's car will
emerge gleaming. The light will
turn from red to green and off you
go again along the highway.

GAS STATION

After all this hurtling around,
Sam's car will be in need of some
gas. At the gas station you can

102 ZZAP!64 October 1986

HOT WHEELS

US Gold/Epyx, £14.95 disk only, joystick only

begin to control Bob, the gas
attendant. Walk him to the pump
and then with a quick flick of the
fire button fill the tank, which is dis-
played at the bottom of the screen.
Having checked the tyre pressure,
Bob can then go back to his hut for
a nice cuppa and Sam can con-

tinue on his journey.

FIREFIGHTING

Sam is a part-time fireman and so
has access to the fire station
where he can pick up the fire
engine and drive it away. Hurtling

LRAUTION!'E

along in the shiny red engine, Sam
encounters a house on fire. He
rushes to the rescue, brakes sque-
aling as he grinds to a halt
aiunﬁde a fire hydrant. A pres-
sure hose gracefully emerges from
the top of the engine. Pressing
‘fire’ unleashes a spurting jet of
water which Sam can aim at the
relevant flame-filled windows. If he
succeeds in putting out the fire
before the water runs out, he can
return home a hero. If not, the
house is burnt to a cinder leaving
only an area of charred grass
where the house once stood.

OIL CHANGE

If you have ever changed the oil in
a car you will know what 8 messy
business it is and this Is no excep-
tion. Once the car has been raised
on the hydraulic lift work can begin
in earnest. Walk the mechanic to
the right of the car and watch the
dipstick measure the amount of oil
Sam has left. Once done, Sam can
then see how much oil is collecting
in the container at the bottom of
the screen. Try and catch as much
ol in the barel as possible
because if you let any spill, the
poor old mechanic will head
over heels and crash to the floor.

When the oil stops dripping, you
refill the oil pan until the dipstick
shows ‘maximum’. Lower the car
and Sam can happily drive away.
Servicing can also be done at the
tune—up Station where your
engine gets the once over
automatically.

Presentation 65%
s of options, but the disk

Ing 15 annoying.

Graphics 58%
Bright and jovial but no
drawn

Sound 48%

Reasonable tunes and spot FX.

Hookability 61%

Cluite jolly for an hour or 50

Lastability 32%

But after that thera's little to do
Value For Money 32%
For what it really offers, poor

Overall 40%

young or
1sca about




MIAMI VICE

Ocean, £8.95 cass, joystick only

he two hip cool trendies

I from Miami, Crockett and
Tubbs, are on the beat again

— not on foot, by golly, no. When
Miami Cops do it they do it in style
in the form of a flashy black lotus.
Some nasty old drug pusher is in
town — the infamous Mr J — and
the word is out: he's brought aone
million pound shipment of con-
traband with him. Midnight, Sun-
day, is the collection date. Your
mission is to put the squeeaze on
the network of dealers, starting at
the bottom with the men who will
spill the beans for a measly $10. If
| you manage to extract the correct
information from them you will be

rather than have to play
r 'aﬁorhg dull and unpla '
P g iy e I
describe it — it's another TV tie-
in disaster which proves that

Mm find it hﬂpﬂﬂﬂbh;ﬂtg
%"“ﬂ% gﬁm::“”’“m”“ o
ram is the music on the 'fi

screen’, which is truly stunning,
but wanis fo pay nine
quid for a good bit of music . . .
do they?

able to put the heat on their
suppliers and work your way
through the avil net until you map-
age to break it.

The car is picked up outside City

Hall from where you can begin to
explore the town. The car acceler-
ates at an alarming rate so you
have to keep a careful watch on
your speed. Too fast, and you
won't be able to turn cormers; too
slow, and you just grind to a halt.

longer. | won't, that's for sure.

The road iz bordered with all the
shrubbery that stars in the TV
show; however, it's a dam sight
more lethal. If you come off the
road, you explode in a cloud of
blue smocke and are instantly
returned to the start, outside City
Hall, where you have to begin your
mission again.

Miami traffic is pretty dangerous
too. Drivers have absolutely no
respect for other road users and
drive, quite happily, into your car
even when thay see it coming.
Luckily, Crockett is quite nifty with
the old revolver and can hang out
the window and give the othercars
a quick blast. One problem is that
when in fire mode it is impossible
for the car to turn, either into a side
street or just to avoid the other
cars, Once you've coped with the
hazardous scenery, the
monomaniacal drivers and the
ever 50 sharp bends, you can then

embark on searching out the mis-
erable hangouts where the drug
pushing hoods spend their days,

All the locations where you're
likely to meet someone are named,
and it is only possible to enter the
named ones. To do this, stop on
the side of the road, press 'fire’
followed by a push ‘left’ and the
screen will automatically switch to
the desired location. Once there,
you can wander about inside, gun
in hand, In some buildings there
are avidence bags and these are
collected by trundling over them.
~ Should you encounter a crook
in your travels, a window will light
up and his name will be displayed.
He can be apprehended by catch-
ing or trapping him and when he
eventually surrenders the option
maode is automatically selected. If
your interrogation is successful,
then you should be able to dis-
cover a name, place, time and the
value of deal. Once you have
finished your interrogation, pop
the meany back in the car and
whisk him back to City Hall where
he will be impounded and your
score will be increased.

Timing is very important. If you
enter a building just before a
rendezvous, the druggies will spot
your car and abandon the mest-
ing. Ideally, you need to arrive in
mid-meeting, when all the wheel-
ing and dealing is taking place,
Doing that will either lead to you
capturing a crook can-ning the evi-
dence or to obtaining the evidence
itsedf. Unfortunately, if you arrive
twelve minutes after a meeting has
taken place, you will be too late.
50, to help you get to the meetings
promptly, there's a timetable
included in the instructions,

Scores are achieved by captur-
ing a crook and returning him to
City Hall, retumning evidence or
blasting cars. The game is aver
when Crockett and Tubbs are
dead or when they have success-
fully busted the drugs network and
captured the mysterious Mr J.

Presentation 64%

O o SCreen, good instruc-
b 8 o

sentation.

Graphics 49%
Simplistic, but crisp and colour
ful.

Sound 98%

Two soundtracks

ning, the other very g
Hookability 27%

Far too frustrating to be addic
tive,

Lastabilit

Severely lacki

and interes

Value For M
Mine 5 |5

Fead +1l -
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not that enthralling and the quest
L-E & become

aludar has been assigned a

guest, one more mighty and

mystical than has ever been
known before. The people of
Estarion, the Land of the Bright
Elves, have selected you to save
their land from the ever-so-evil
king Valarequil who rules the land
from Castle Arcana. Your life
endangering task is to penetrate
the Castle and recover the legen-

. It's

difficulty in the du:rtn b

accurac :
which only leads to
force being drained. this
should be called The Entombead
Staff of Dragonskulle in
Blac he, because that's
basically what it is. I'm not impre-

dary Dark Clavical, a invaluable
book of the most potent black
magic which is currently in the
dastardly clutches of Valarequil.
Valarequil’s ambition is great
and his power iz terrible — he
%reatl desires the secrets of the
ark Clavical. The book is hidden
in a chamber deep inside the
labyrinth of the Castle and is heav-
ily guarded by seven mighty
demons. The Dark clavical is sea-
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New Generation Software/Virgin, £7.95 cass, joystick only
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led with a locked clasp and can
not be opened until the Shedding
Moon Eve, the Autumn Equinox.

Your quest begins outside the
castle fortifications. To the far left
is the entrance to the labyrinth, but
to get there you will need to cross
the battlements where you will be
attacked by a flying witch — a
quick bolt of energy should finish
her off though, leaving you unhin-
dered to enter the very depths of
Castle Arcana.

Once you are inside the castle
you will be plagued by the evil min-
lons of Valarequil. Luckily the
magician of Estarion has equipped
you with magic bolts of luminous
energy. Thesa can be shot in any
of the eight standard directions to
dispose of a majority of the guar-
dians.

The castle is displayed in a

m:ﬂthiddm Forest clone,
a good one
at thi: h&iml; ner has
done it again, only this time ha's
produced

and half hours game-time. Your
status is measured by life force,
which slowly dissipates as time
goes on, and each time you are
attacked it drops considerably.
Some doors in the castle can be
opened automatically, whereas
others require a key or substantial
force to open them. There is also
an ancient transport mechanism
which no-one knows how to use
— but there is a way. There are
thirty rooms scattered through out

psuedo 3D style, showing the halls
of the castle which are litterad with
various authentic artifacts. To
solve the quest and retrieve the
Dark Clavical you must locate the
Great Hall of Valarequil in only two

P

A

R —

0

the complex, search each each of
them carefully — any object may
hold a helpful secret. Even if you
can't find an object first time
round, go back later — objects
previously found may reveal some
deep mysterious clue. Can you
locate the Dark Clavical and save
the land from the dark shadow of
Valarequil?

Presentation 65%

Simpile title screen and a few

options.

Graphics 55%

Average backdrops and sprites

Sound 43%
imple Utimatesque title screen

Hookability 46%

As addictive as any recent LIti-
mate offering.

Lastability 44%

And just as absorbing.

Value For Money 44%
Certainly worth the ; price
if wou like this sort of ¢
Overall 45%

Will appeal mainly
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DISC DISECTO %
V5.0 SSeor,

Mow e FIFTH generation of the country's leading g
Back-upfutility ﬁﬂck-\gr_' B dvailable. Tho tatest version inchudes
many more “PARAMETERL" to handie the latest highly
protected disc.
TEVESHAM 3 MINUTE NIBBLER " v the latest warzlan of the
Mmoo “Evesham Mibbler now DOASLNG @ven more powsr
jand speed. WIll now copy sven the most
protected disce i 3-4 minutes. Hardies the iatest types of disc
protection completely sutomatically, This often invahes the
Lse of the “PARAMETER COPIER™ which acchs the wirm secret
tade that the heghly protected programs check for [The i the
Imparting d_ll‘fhrﬂr Uhist makes thi the best), Ar the time of going
2 press this program copled wirtually svery disc Pro-gram
svailable for testing incl the latest |

: ] n gamed and
"DUAL DRIVE NIBBLER sliows the we of two grives o make

even faster back-upt. Incorporates deviee numiber change
Eifpware 50 no hasdware mod NECELLAry

“NOVA TRAMSFER" wil transfer to disc ihe latest Nova Load
programs Including multl part losders. A very weehul utility that
aho ciudes rounnes to transfer “Summer Games (1™ and “Beach
Head 1" to disc

THSCO" will transter standaid speed load software to disc
E"‘m QD~ aliows you to save 3 tax ioad SYEIeM 60 YOUT tin

"DOUBLE BACK UP~ (v 2 very Tant tvwo drve back g

A well 31 these Imporant neweomers al the ald favourite Uifites
whch nave helped sam “Diector’” such a large fallwing are
milged. Thess incude Menu Maker jamiective)], Famt
Format, Umicratch, Dise Monitor, Disc Orderly. Fast Flls
Copy, Index, etc., stc.

The whale package is meny driven and has its own fast Dot system
buittin for your convensence. Pays for el the first Y you recenee i

versions may return them slong with
& paymant of 19.95 to recehws V5.0

Frograms are CEM | 20 and 157071 compatibie in ‘64 mode.
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i £11.9%

DAT
5 a5 the 2N
B Feripim e same operation oy i b Lise:

i, Also meiuges 3 pacite U
sle e SERCE]

malntain ity .
best valus in the disc speed
upfutlilty” cartridges.

LOAD [mow 5-7 times
normal  speed). Works with
miagority of protected saftware. Can
pe pastched in @nd out from the
keyhoared
Past SAVE st 7 times normal

Fagt Format Lakes fust 20 seconds
Fast Backup copies an enore dise in
four  fimtes  [not  protected
safnware]

Fast Flle Copler for selective
::?:mylng at HIGH speed. Now
handes files L to 248 blocks 16nQ
improved DOS commands (D05
5.1] makes for easy Lo of the s
diiue,. eg .‘:IRETURNlmIlIhLDcﬂ.:.Dn:;.:j

a dhrecrory WY .
:'r“i::s]; BASIC. SHI?'IT RELIMSTOR will
LOWAR COrC A e Very, wery

printer

cBM graphics ©

LS pOrt cenmnarnics cabie]

A RESET swittch i fitted. [il'e have

THE BEST IN
BACKUP METHODS
IS NOW EVEN BETTER

:
:
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:
:
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“Fresze Frame MKN™ must hiave been [NE warld's most powerful
and most successful backup product The sccess of “Freeze Frama®™
mﬂs?:rril WMILATOrs but they are pale imitations of, What we are
; mest advanced and easy to chup product
In the entlre worid. S ———
.rf"'“""’ the HII_KI'II"mr.Inn has moved “Freeze Frame” well ahead of th
Opposition”. As well as lts unfailing skill in handting memary
resident program avaitabie for TEStng up Lo s July 1986 it will now
tranisfer from tape o disc the vase

subsequent parts.

Lo

FEATURES
@ TAPETOTAFE
@ DISCTOTAPE
® RELOAD INDEPENDENT OF THE
CARTRIDGE

@ TAPETODISC
@ DISCTO DISC

{ OPERATING “"FREEZE FRAME"

Freee Frame™ is simplicity lesel 1o use |t is careridge based so is simply
plugged into the canridge port When the Computer is switched on A
Mmessage is displayed, pressing “RETURN will clear the COMmpLiter back to
the narmal st wp screen, Software can
completely as normal. The [ates ver,
best of our knowledge, allow ANY
(unlike competithve products],

Freeze Frame"™ can be Drought into opseration at any CoOmenient poine by

pressing ‘h‘:'m or It You can then do ane of three things—
save a working version of the I
mm-mum lﬂhlgﬁiﬂllﬂld dize. Thiz verslon Mllmu:
ulmmh o, Ull',;ull:r:“':ﬂ“d reload [many programs
2. Pressing “S” will save to dise with a standard speed
reload
that can be used by non 1541/70/71 drives U.5. spec.
hnu.;fum. etc., hutp-nﬁqumlmpﬂrmtrhymlm
mmm. Use “Dolphin DOS" ta reload
seci. [Also
, wﬂl‘l.[ I sultable for LS. spec,
+ Pressing “T" will save a working version of the
in
memaory to tape. This h st o
: : incorporates a high speed reload at
IT'S AS SIMPLE AS THAT
ALL PROGRAMS SAVED WiTH "FREEZE FRAME ™ CAN
BE RELOADED INDEPENDANTLY OF THE UTILITY

Moty of programs that load |3

found this 1o be “urtoppatie - R
even prEserved the 1ape buffer)
NO MEMORY IS USED D:.l'tﬂlf car-
tridge, It s totally "prarmsparent " and
e Special switining rechnigLEEs
=128" and 1570 compatible i
g USEFUL
PLUS MANY MORE
FEATURES TO MAKE YOUR
1541 FAR MORE FRIENDLY TO
OPERATE,
ONLY £19.95

When rEviEwing "Duln-lcdmx ':A
Commodore  Horizons 53
MUST FOR EVERY 1541

OWNER".
NOW EVEN FASTER

Vo DOLPHIN Dos THE DIFFERENCE IS STA GGE;;%

Like everyone that hashad the pleasure of seeing this system in
operation you will be amazed by both the speed and ease of
Lse. |t is compatible with the majority of commercial software,
speeding up both the program loading and SECIREL files
Fitting requires the insertian of two sub assembly boards, one
in the 1541 and one in the ‘64/'128. This does not normaily
entall soldering, aithough a small amount will be necessary
with same machines.

ONLY £69.95

It you requine further information please send SAE for fact sheet

Operates with the CBM &4 or 128 in &8 mode with 1541 disc drive.

ONLY £39.95

Owners of earlier versions can return them

and upgrade for £14.95.

o

Thi PRI Iarparates sew Wi bbops for twea ES&T8 a6 end lor good D
dreadpd U woodpeceer . The Mibng pioces m very S5y Al @ Il program i provaoed o
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ONLY £4.95

THE FEATURES (o
25% FASTER LOADING [PROGRAM FILES|
1 2x FASTER SAVING [PROGRAM FILES)
10x FASTER LOADING [SEQUENTIAL FILES)
Bx FASTER SAVING (SEQUENTIAL FILES)
3x FASTER LOAD AND SAVE (RELATIVE]
(These figures do not allow for searching|
Easy DOS commands from function keys.
Fast formats 40 tracks giving 749 blocks free
Centranics driver software inbuilt.
Machine code monitor
Can be switched out if necessary
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SUBJECT TO AVAILABILITY. ALL ORDERS DESPATCHED THE WORKING DAY AFTER RECEIPT

EVESHAM MICROS MICRO CENTRE

BRIDGE STREET, EVESHAM,

All prices include P&P and VAT. Send cheque, Postal
Order or Credit Card No. Credit Card orders accepted
by phone. Callers welcome. Wide range of goods
stocked. Trade enquiries welcome. Eu
send price as advertised. Outside Europe £2.00 for
alrmail. Mail order to Evesham please.

In Australia contact: MICRO ACCESSORIES of $.A., 39b Anderson Walk, Smithfield, South Australia 5114 Tel: [08) 254 6284

WORCS. WR11 4RY.
Tel: 0386 41989

F‘
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orders

1756 PERSHORE ROAD,
COTTERIDGE, BIRMINGHAM.

Tel: 021-458 4564
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ar out in the murky backwat-
ers of misty space, amongst
tha flotsam and jetsam, liesa

=

world — a mechanical artificial
world. Designed by genius, built
by craftsmen, inhabited by nihilis-

tic, anarchic death machines.
Their world is perfect. It is a world
free from natural disorders and
disease, where the dangers posed
by the elements are vanquished.
Unfortunately, they have one flaw:
their religion is war and the con-
quest of other planets — Earth is
their next destination,

Their mechanical world takes
the shape of an enormous chain of
cylinders each rotating at such a
speed to induces the required
centripetal force to act as a form of
gravity. From a distance this chain
takes the form of an enormous,
hideous caterpillar gently winding

WAR offers wery
little in the way of
originality or ﬂ'lrh.ig

§ Martech, £8.95 cass, joystick only

o |
Fuey

it's way through space on an awe-
some mission. Moving in a little
closer, the fine detail of the inner
surface of each fantastic cylinder
becomes clearer. You have penet-
rated their surrounding protective
field in your military spaceship.
Mow you have been assigned the
mission of defeating the enemy
within . .

Several missions have already
failed to deter the invaders — this
is the last chance before the immi-
nent destruction of Earth begins.
There are twenty cylinders in all,
each one serving a specific pur-
pose — some residential, some
military, others Governmental.
Your actions in one cylinder deter-
mine the outcome in another
depending upon the amount of
Droidians — defence robots —are
destroyed.

The game is viewed from above,
looking down upon the action,
with a status window placed
above the main action showing
players, lives (you begin with
three), scora, energy, curment
cylinder, and two bars which are
very important. The first, on the left
hand side of the screen, indicates
the target zones and the second,
positioned on the right, shows the
time remaining. If you are killed or
collide with an impassable object
before your time runs out then a
life is lost. However, if you are still
surviving after the time limit then
the area turns blue allowing you
access the next section.

Having temporarily shut down
the ship's reactor you must fly
under the surface until you reach

i
| o e
y 11: 2y

the escape portal, which links one

cylinder to another. Unfortunately |
inhabitants have had the

the
foresight to install a security sys-
tem — but it can be cracked. The

screen fills with squares of saveral |

colours which scroll from right to
left and a colour is displayed inthe
border. To crack the code you
must position two cursors overthe
squares comesponding with the
border colour and bilast them.
When they are hit the squares turn
black. To open the entrance to the
next cylinder all the squares of the
correct colour must be hit.
Onceinside the next cylinder the
inhabitants launch their attacks
more viciously and sadistically
making any further penetration

I get the feeling I've
sean Ihis gamea
before, only in a
slightly different,
more  impressive
form. Uridium looked great when
g oo
m vanety depih to
the game. WAR is sirmilar to
play (wait for a time limit to tick
down before tackling a sub-
mmrmmmm
: of it all before, so | didn't
anjoy the experience as much
the second time round. | do like
the presentation, music and
sound effects, and the sub-
. But | don't find the game
‘itself particularly enthralling and
compulsive to play.

I must say I'm
really disap-
pointed with this.
The only really
good bits are the
way the game is pressnied
{spritas in the-border and all that),
the bonus screen which pops up
after completion of a sheet, and
the fabulous music. The game
itself is a really dull one — just
sitting around waiting for the
time limit to finish so you can
land. Shooting loads of dots and
the occasional craftisn't my idea
of fun. The graphics aran’t too
bad, it's just the game Is lacking
any freneticism or panic, qual-
ities which are essential in a
shoot em up.

more difficult. Your overall ambi-
tion in the game is to destroy all
twenty cylinders by annihilating all
the meanies and building up a
massive score in the process.

Presentation 94%
Superb, although there is no
restart option

Graphics 63%

Mothing new of impressive 1o
INspire

Lastability 42%
But not gh to enthrall
of time

e Jih o
Value For Money 41%
Hardly worth starting a war for
Overall 44%

But if y ar
somethin

than you may

E
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. The game that drove you crazy in the arcades
- S coming home
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Thbu e READ THE DAY —nimws FLAY MNTER' S GAME . ..

ridis Alpha is a long way from
anywhere, a od job really
whean you consider its turbulent
social structure and the way
physics as we know it ceases to
ve as it should, Tworaces live
on this hell-hole of hassle: the col-
ourful but ultimately stupid Zzya-
xians and the more intelligent and
passive Gilbies.

The Zzyaxian race consists of
many separate sub-culiures,
ranging from the BO Lyk Birds to
the Ela;;ﬁh Faces, but all are
united ind one cause — the
destruction of the Gilby race and
their home planet. The Gilbies, on
the other hand, aren't so stupid
and just wish that they could lead
a peaceful existence. Unfortu-
nately for them, the Zzyaxian
threat is such that they've been
forced to build powerful living war
machines in the form of Gilby
Robot Fighters (GAF) to take the
Zzﬁxians on at their own game.

e big problem is this: the
Zzyaxians are stealing the energy
nerated by Iridis Alpha, a situa-
tion which could lead to the planet
imploding if enough energy is
taken. To remedy the situation, the
Gilbies have adapted their war
machines to retrieve the energy
from the bodies of the ians
and inject it into the planet’s core.
This process of energy retrieval
kills the Zzyaxian victim, but there
are a huge amount of them so it
doesn't really matter that much.

The Zzyaxians attack in sepa-
rate waves, and when a wave is
disposed of it doesn't return.
There are twenty waves to each
part of the planet and all these
have to be destroyed before Iridis
Alpha is considered saved.,

MNow here comes the weird bit
. . . Each Gilby inhabitant of Iridis
has a doppleganger, yourself
included, and this doppleganger
lives on the underside of the planet
(which just happens to be a mirror
image of the surface). Only one
doppleganger can be activeat one
time and this activity has to be
switched between the two. The
reason why the activity switch has
to take place is because when one
doppleganger is active, the pas-
sive one begins to decay — its
entropy status is shown at the bot-
tom of the screen as an icon which
changes in colour. When the icon
is black it means that the passive
doppleganger s in a terminal con-
ditton and if the activity isn't
switched between the two then
both Gilbies will die. When the
activity is switched, the entropy
status is reset and the decay
begins afresh. The game is nice
and kind to the player and for the
first three levels you don't have to
worry about the entropy status,
but after that the full entropy busi-
ness comes into effect.
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IRIDIS ALPHA

Liamasoft/Hewson £8.95 cass, £12.95 disk, joystick only

Switching from one
doppleganger to the other is done
by shooting a Zzyaxian and flying
through the spinning ring that it
leaves behind, although you must
have your finger off the fire button
to be able to transfer to the other
side of the planet. Consequently,
it's advisable to keep the fire but-
ton depressed otherwise you will
find yourself jumping from one
side of the planet to the other willy

nilly.

'tIYhar Gilby Robot Fighter has two
modes of operation — flying and
stroll. Switching from one to the
other is done by finding a piece of
land and either landing if you're in
flight mode or jumping into the air
and keeping the fire button depre-
ssed if you're in stroll mode. In
both modes you have the abllity to
fire which is essential to combat
the threatening Zzyaxians which
fty, bounce or roam about the

planet. When a Zzyaxian is shot,
its ana is transferred to the
Gilby fighter and is displayed on a
bar chart at the bottom of the
screen. There are two of these bar
charts, one for each of the
dopplegangers. These increase as
more and more Zzyaxians are dis-

sed of, although if one crashes
into Gilby then a certain amount of
enargy is lost.

The energy condition of Gilby is
represented by it's colour — the
lighter the colour the more energy
it has on board. If it's white then
the needs to be offloaded,
done by flying over the ‘Core Area’
of the planet (a stretch of land),
going into stroll mode and remain-
ing motionless fora second ortwo.,
Gilby's energy level is critical
— it can only carry so much bafore
it overloads, and too many colli-
sions with Zzyaxians and a com-
plete loss of energy have the same
consequences.

If you transfer enough energy
back into the core, you're allowed
to take part in a little bonus game
in the form of the Gilby's favourite
sport, point to point racing. Here

ou must race up a vertical scrol-
ing screen as fast as you can. The
quicker you get to the end of the
course the more bonus points will
be added to your ‘bonus bounty’
score total {wly'-lch is added to your
total score when your current
game ends).

This process of dumping energy
and partaking in the bonus games
continues throughout the game. If

you offload enough energy you're
given the ability to warp to another




section of Iridis Alpha. Each sec-
tion of the planet has its own group
of aliens and energy has to be
deposited in the same way. A

series of icons at the bottom of the
screen show which planets can be
warped to, and warping is
achieved by flying through one of

the 'warp gates' which appear
along the planet surface.
Throughout the game you can
call up a progress chart which
shows how much energy has been
deposited on each part of the
planet by means of a series of bar
charts. This progress chart also

appears at regular intervals during
the game when a certain number
of aliens are clearad.

If the constant action tires you
then you can relax by playing the
pause mode game, Made In
France, which is a nice and relax-
ing refiex game. There's also a
pause mode for MIF, called DNA
which goes into the same category
as Psychedelia since it's a pleas-
ant visual entartainment.

grlllnuﬂm 97%

tunning. Two pause modas and
great %hmuum table, amongst
other things.

Graphics 94%
Brilliant sprites, neat miror

i ing, and several fast scrol-
imdm.
Sound 96%

Incredible sound effects and a
weird fractal title screen tune.

Hookabllity 94%
Initially tricky to get into due to
the concepts withinthegame. . .

Lastablility 95%

But once the hang of
them only skill and reflexes can
take you i

Value For 94%
For what it offers can't quib-
ble over the :Him?m 20

Overall 95%

Another stunning and innovative
Minter release which eams itzelf
the position of the best shoot em
up on the 64 to date.

ZZAP!64 October 1986
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Il was going well for the
mining community based
in the hollowed-out

asteroid called Sury-Ani 7, until the
canisters of radicactive material
used to fire their nuclear generator
began to leak. The pollution they
emitted forced the humans to
abandon their mining project and
flee to other nearby asteroids,
leaving Sury-Ani 7 to become bar-
ren heavenly body once again.
Mot wanting to give up their
good work without a fight the
humans contacted Rent-a-Droid
to hire a disposal droid specifically
to clear the radioactive mess and
make the place suitable for human
habitation once more. You play
that very disposal droid and to win

instanty spgeaiig
antly appealing
and playable. It is
well presented and
visually and aurally
aftractive. The pace is fast and
the game involves a lot more kil-
ling and quick thinking than most
arcade adventures. Equinox is
oniginal, unusual and great fun—
don't miss it.

EQUINOX

Mikro-Gen, £9.95 cass, joystick or keys

the game you must locate and dis-
posa of the radioactive waste in
the lead-lined bins on the bottom
level of the asteroid.

Naturally it's not a simple task
and the mission is dogged with
problems. One of the biggest
problems is that the fleeing
humans forgot to switch off their
automatic defence system and
consequently the place is crawling
with security droids, out to destroy
anything that moves. Any colli-
sions with them knock a chunk off
your energy, shown as a diminish-
ing bar chart at the top of the
screen. Luckily the droid has been
equipped with a powerful laser
which can destroy the nasties, but
it runs on a power supply that
diminishes with each laser burst
fired (although it can be
replenished by picking up bat-
teries).

The asteroid has eight levels,
accessible only if the relevant pass
is in your possession. Problems
arise in the process of trying to get
the relevant passes, and much
picking up and dropping of objects
Is required to enable the droid to
negotiate the various barriers and
hazards which have been left to
stop Intruders. On each level there
is a particularly unstable canister
of radioactive waste which should

be disposed of first — if they are
left too long they explode, suc-
cessfully terminating you and your
game.

The disposal droid transports
itself around the flick screen com-
plex by means of lifts and tele-

This is an unusual
attempt at an
action packed
shoot em up. Ni
Joystick wi s
ﬂafﬂwnﬂ:_#ﬂaﬂrandrrmm

looks good on screen and is just
as exciting to play. Sound has
aiso been well ted with
a smart little ditty at the start and
some interasti sffects
throughout. My gripe with
this game is that teleporting has
to be done with care as the frans-
porting credits are hard-to come
by. Still, if you enjoy fast moving,
action packed arcade adven-
tures then this is a must,

transporter systems. If there are
none in the immediate area then
the droid can rely on an in-built jet
pack, although using it eats away
at the droid's energy (which can
be replenished by picking up the
correct object).

The visual display panel at the
top of the screen allows you to
keep a check on the process your
disposal droid is making. The first
window on the left shows which
object the droid is carrying and the
second shows how many back-up
droids you have left (you start the
game with three). Other informa-
tion displays show how much time
the droid has left before the canis-
ters explode, along with the thrust
fuel and laser energy remaining
and your score.

There's plenty of
action in this prog-
ram — shooting,
puzzle solving and
Just trying to sur-
vive m? wﬂﬁwﬁs The
game is f and it
took quite a number of plays just
fto work out what should go
where. It's not only fast reflexes
that are required, the speed of
the game means that the old grey
matter has to work overtime too!
The graphics are quite nice and
the sound is fine. If you like these
sort of games then take a look at
it,

Presentation 81%
Plenty of options and the in-
game information display is

great.
Graphics 81%

Lots of imaginative sprites and
plenty of varied backdrops.

Sound 66%

Pleasant title screen ditty and
same good spot FX,

Hookability 85%

The shoot em up action makes

N/ TN/ ( N O NG NP Ny
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the gamea instantly playable . . .

Lastability 82%

. . . @nd there are plenty of
devilish puzzles to solve against
an ever diminishing time limit.

Value For Money 79%
A tenner for 128 screans of fast
action.

Overall 83%

A great game for arcade adven-
{urers and shoot em up fanatics
alike.

110 ZZAP!64 October 1986




HEARTLAND

A

SALES 01-379 6755 = = ===
01-240 9334 ® COMPUTER GRAPHICS LTD.
INERNATIONAL 44-1-379 6755
' SECTRUM 48K:-COMMODORE 64/128--AMSTRAD/SCHNEIDER




'SUPER CYCLE

US Gold/Epyx, £9.95 cass, £14.95 disk, joystick only

s the sun slowly rises over

the race track it's time,

once more, to take up the
challenge of the racing circuit. You
awake after a hard night of celeb-
rating your last success in tradi-
tional style, and realise you have
but a few minutes to whip over to
the garage and pick up your bike.
Luckily time allows you to respra
your bike — now what shall it be
A subtle green? A shocking pink?
A putrid purple?

around me any day, and you can

see why. The l‘ﬁnaﬂ';sa ended
base over apex game.
gmmmmm :

ord breaking run on
#mb‘imgmmmu
[ a
? wreck. As if that wasn't

Whatever colour you choose,
you will most certainly need a new
set of leathers to match, or clash,
which ever suits you best. Once
kitted out with your newly
resprayed bike and shiny leathers
you can take your place on the
track, ready to race.

Having selected one of the three
levels of play the countdown
| begins, the starter waves his flag,
and you'reoff . ..

The screen is split between the
playing area — which shows your
bike, the track and competitors —
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and an illustration of the
dashboard which indicates your
speed, rev counter and gear. The
gears are represented by three
lights in the centre of the
dashboard. When a gear has been
selected the light turns from blue
to yellow.

& first track is a fairly simple
one with its fair share of curves and
obstacles. Whizzing round at the
maximum speed of 140 mph Isn't
too difficult and so leads you
quickly onto the desert circuit. This
track is lined with cacti — colliding
with these causes a nasty blow—
out and costs valuable time. How-
gver, if you do manage to com-
pleta this track you have a chance
to boost your score on the first
bonus track.

The bonus tracks are basically
normal tracks, but scattered along
them are various flags which flap
quite happily in the wind until you
run over them, toting up your score
as you do so.

ach track is played against the
clock, so no matter how many
times you crash it is still possible

to win, so long as you finish the
circuilt in tima.

The tracks increase with diffi-
culty as you progress. Oil spil-
lages, ﬁuddies, ice, and cones
cause hazards, especially when
on the bridge circuit which spans a
river.

Presentation 92%
Concise instructions and many

s with a huge hi-
score fable. i

Graphics 93%

The bikers are weall dafined and

xcellant

Sound 85%
Mice title screen ditty and racy

FX.

Hookability 96%

Instantly exhilarating and addic-

1||~|1-.

Lastability 94%

Te acks and three skill
hstoc I'I'I.F_':

Value For Money 92%
Plerty of long term challenge for
YOUr maone

Owverall 95%
An outstanding race game —the
bast to date.
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en is a mole, and a very
destructive one at that. His
sole ambition in life is to
knock down any remotely
organised objects he comes
across. Well, this game is sheer
delight for him — 96 screens full of
stick constructions, all waiting to
be collapsed,
As Zen arrives at each new
screen he is presented with a net-
work of grey sticks and stripy

This looks dreadful
and | wasn't too
impressed on
playing for the first
time. Howaver,
games later | was

several
hooked and couldn't leave the
ame alone. It's a simple but
ighly addictive arcade puzzie —
and [ love it. ANl of the screens
demand fast reactions and quick

thinking — some more so than
others. If, ke me, you enjoy a
decent arcade puzzie then Gaol-
lapse is a worthy purchase at
only two guid.
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Puzzie freaks wili
love this  but
people who [like
their action in a dif-
ferent form won't.
It's one of those types of games
where you can see quite clearly
what you have to do but try and
wkcrumawradmf It's a good
laugh, but not what | would r::aﬂ
inspiring stuff. The
sound are pretty grotty, but them
is a game there and it's one
worth looking at if you're into
arcade puzzries. i

bridges. First, he has to work all
the sticks loose, done by simply
walking over them and in doing so
turning them blue. Once Zen has
turned all the sticks blue he can
set his little magic Rotix on the
move. The Rotix works its way
around adjacent blue sticks,
smashing them into oblivion in the
process.

There are basically two different
modes of control, the first being
when Zen is not in possession of

Firebird, £1.99 cass, joystick only

magic. In this mode Zen is yellow
and it is only now he can turn the
sticks blue. However, some sticks
are too high for Zen to reach, so he
has to use a littie bit of mole magic

Pressing the fire button puts Zen
into magic mode, and in doing so
he tums red. Zen can then float
about horizontally, although if he
needs to manoeuvre vertically he
has to work his way onto a stick
and bounce upwards — only pos-
sible in yellow belly mode. To get
to certain sticks he needs to con-
struct bridges, and for this he
needs a bit more mole magic, He
can then cast a spell to construct a

Altho Collapse
start out as &
rather uninspin
%1 it wasn’t

before | was
totally addicted. It's one of those
maddaningly frustrating arcade
puzzies which must appeal to
everyone. The aren’tup
ta much, nor is the sound for that
mattar, but nevartheless what
the game does have in it's favour
is fast moving, and often highly
frenetic, action with a
fair amount of strategy. But don't
let that put you off — it really is
worthwhile, and al two quid it
deserves to do well,
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section of bridge in any direction.
Each screen must be completed
within a given time limit. As if this
wasn't bad enough there are
always two nasties present and
contact with either of them results
in the loss of 100 units of time. For-
tunately, Zen can keep the crea-
tures at bay with a sprinkie of
magic dust, and extra time can be
gained by collecting jewels which
occasionally appear on screen.

Fresentatlﬂﬂ T8%
- Jle loa |_1.r'!_:.1'| 11 |4‘

Graphu:: 27%

Cuite dull and lacking in colour

Sound 19%
Afew simple spot effects

tie afse

and it-

Hookability 80%

It doasn't look much but it plays

wel

Lastability B4%

9 allenging screens t

Value For MDHE}‘ 90%
The st arcade puz
availabl

Overall 85%

and definitel
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Any more realistic

There are two guys in front. One coming
up from behind. And another just off
your elbow. The screams of the bikes are
deafening.

The wind is pulling your face off your
head. Your adrenaline is pumping like
Hoover Dam.

bumped. He's flying. You push on.

Take your eyes off the road for a
millisecond, and you could end up a part
of the road.

It's all a blur. No time to think. You've
just gotta pump it. The next tumn’s the
steep one. Bank, bank! The curve’s wide

You kick your bike to the right. He's

open, but the screeching wheels of the

e

and you’d need insurance
toridelit.

bike in front are kicking gravel right in
YOUL...yOUL....

You hear a phone. A phone? Hey, wait a
minute. This isn’t a bike. It's a chair. It all
comes back now. Yes. You're home. The
pizza's here. The computer’s on. Looks
like it's going to be another quiet night
after all.

Lsaxdchh “’.I'M“E : L

J‘r *

On Super Cycle™ If it were any
more realistic, you'd need insurance to
ride it.

Commodore 64 Disk £14.95
Cassette  §9.95
Spectrum 48K Cassette  £7.95
Amstrad Disk £14.95
Cassette  £9.95

Manufactured in the UK under license from Epyx by
115, Gold Limited,

Unit 2/3, Holford Way, Holford, Birmingham, B6 7AX.

Telephone: 021-356 3388
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“Officially Licenced
Coin Op Classic”




