


ACK’S BACK!




FABULOUS FEATURES

48 A DAY AT THE SEASIDE :
Coming =soon to an arcade near you . .. Atrioof
fearless gamesters travelled to the Blackpool
Amusements Show. This is what they found . . .

THE ERAYBROOK DIARIES

Andy continues the saga of the birth of a new
game, decides that MORPHEUS is to be the final
title and gets the Commodore talking to a PC

MONTHLY MATERIAL

7 EDITORIAL
A new staffer is introduced and some strategic
promises made . ..

9 ZZAP! RRAP
Lloyd looks at another set of mail

7 COMPUNET
ry (Techno-Teaboy) Liddon comes out of tempo-
'Compunet retirement to have his say
e bumper selection of this
ffers per n of maps
ding another ZZAP! First — A 3D map!

[ 'DON'T GAST A CLOUT UNTIL MAY 1S OUT .




SABOTEUR I
Avenging Angel

Available on Spectrum, Amstrad & Commodore

DURELL salesdept.,

Castle Lodge, Castle Green, Taunton, Somerset, TA1 4AB R.R.P. £7.95
felephone (0823) 54489
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All £9.95

Sales dept.,

Castle Lodge, Castle Green,
Taunton, Somerset TA1 4AB
England veiephone (0823) 54489 & 54029

saftware gettmg harder. ...




Tactical Remote Assault Corps VS Cycloid Al Resistance

Tracker heralds a new dimension in strategic battle simulations.
An intelligent life force has infiltrated the central computer on
Zeugma |V causing the Cycloid police droids to run renegade.
Y ou must take simultaneous command of up to eight TRAC units
which form a special TRAC force to intercept the Cycloids and
regain control of the Centrepoint computer. Its fast pace and
devious strategic challenges make Tracker the ultimate in
artificially intelligent strategy games.

P -

Cycloids swarm the Centrapoint
complex to attack your SKimmaer
TRAC Squad

A glance at the long range scanner
shows four Lycloids homing in an
your Skimmers

Attack! Attack! A Cycloid rounds a
bend. Blast it belore it wipes you out

B

Don’t shoot this ona! A Skimmer exits
the node thatl you're about to enter

Back o the scanner, 1o work out the
lacation ol the nearest
communication centre

Screanshols laken from Commodone 64 versio

Urop a tmebomb in the
communicalion centre and get out
before it explodes!

TERRIFIC
VALUE FOR
VIONEY

“Tracker could top the addiction
charts... 10 out of 10 for sheer
playability... terrific value for
money'

Commodore Computing International

‘Controlling several craft at once
will put your mind into warp mode’
Computer Gamer

‘Presentation is excellent’
Commodore User

CBM 64/128 cassetie

£1495

CBM 64/128 disc

g
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I'mnot usually full of joy this latein
the schedule, but I'm always will-
ing to make an exception ... so
will you join me in welcoming two
new members to our ranks . . .
First, we have Steve Jarratt (|
used to be an industrial chemist,
y' know'")— a 24 year old from
Tividale, just outside Birmingham
("'I'm not a Brummie"). Steve is
working on ZZAP! as of this issue,
providing reviews and comments
{"Yep, I've got adegree in chemis-
try""). And just for more inquisitive
among you . . . his interests
include driving very fast (* but not
illegally — honest'') in his Fiesta
AR2, and science fiction films and
books ("' my girlfriend's called
Claire, by the way — and she’'s
absolutely gorgeous'). He also
paints — mostly fantasy pictures,
and occasionally takes photo-
graphs, He adores ten-pin bowling
("' Tenth Frame's dead good'),
and listens to Peter Gabrial, Talk-
ing Heads, and Simple Minds
(“well, | did listen to Queen a few
years back, but I'm much better
now'’). Steve's favourite films are
Blade Runner, Close Encounters
and Aliens, and his all-time favour-
ite computer program is Merce-

DIG THE NEW BREED , | .

nary, closely followed by The Sen-
tinel ("'l used to play Elitea fair bit ")
and Jack Attack. Arcade-wise,
Steve enjoys Hang On, Mr Do's
Castle and Xevious (“the conver-
sion was appalling™). He dislikes
very little (he's such a chummy
Brummie — " For the last time, I'm
not a Brummia"').

Coming soon to save the day for
ZZAP! Strategy fans is Phillipa Irv-
ing, hot from pages of our sister

magazine CRASH, Currently
studying for her history degree
beneath the lofty spires of Oxford,
our own University Challenge will
begin as soon as she receives her
B4 and disk drive. Not content with
filling the late (well he always was)
Mr Masterson's shoes, Phillipa will
also be helping the White Wiz by
praviding a valued second opinion
from time to time. Thriving on
debate and controversy, Ms Irving

ADVERTISERS INDEX
Activision 20,21,99
Addictive Games 3
us 11,46, 75
soft 67
Database 57
Datel a5
Durell 4.5
E&J 13
Electric Dreams 30, 108, 109
Electronic Services g3
Elite 2,27, 80
Gargoyle 37
Gremlin 19,42, 87
Hewson 15
Hobbies 13
Imagine 88, 116

LM 86
Load It B8O
Melbourne House 45
Micro Prose 68
Nemisis aa
Ocean 115
Peak Soft 66
Rainbird 6, 107
Thalamus T
US Gold

B,22,41,54,78,95, 101
Video Vault 13, 80
ZZAP! Back Numbers 44
ZZAP! Mail Order 100

ZZAP! T/Shirts and Binders 79

will be only too glad to indulge in
comespondence with any or all of
our many adventure fans. Wel-
come aboard Phillipa, and the best
of luck.
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[ 5 ack shrieking—-it's
M armsaracreahmg.mylegsgmanlngdﬂdmybﬂc nering i
lh?at time of year, you see —early planting time. The earth’s still frozen
solid though, hence the complaining extremities; playing Th_e Sen-
tinel for eight days on the trot doesn't prepare you for gentle exer-
tions like turning the sod. o "
So, after a long weekend in the cottage jungle, it was a refreshing

Next we have revieWs - comeon
Anon, can't you see that ZZAP!
has the most thorough and com-
plete reviews in the computer
industry — here again we see
ZZAP! with more colour
shots and more

py had atotal of about
13 letters (compared to around 30
in the ZZAP! Christmas Issue) of
which at least six attacked ZZAP|
and the most annoying parwas
that none of theletters

re;faanns to back up the ‘slaggin of

Df'
serha ur pages (on
average). Yet again, there’s more
colour and more screen-shots
appearing in this section of ZZAP!
than in Commodore User. ZZARI
galn dominating with a Qﬁ%h
% score, Al |
Okay, here's one of @8mm
tore User's stro g points -

ange to cycle down the hill and delve into some more of your FE_i- s
tc:r:n Eetttiiyn"i: thr:! Month this month isn’t right Iat the start, EIJEF::II.JEF'E
| thought, after last month's mammoth 'Gauntiet is bugged fbl_r‘l_gL.
that it would only be fair to let the other side offer their point of view.
We received this letter from some mysterious sub-set of US Gold,
who call themselves 'The Gauntleteers’ . ..

, ah. Alv
umns. Commodore Userdogs
have a rather nsn.re
but it doesn't
atmpspheare of tl'ra
I'i(}gave my rating out here
because I'm not an adventurer.
One of the most important col-
umns this — News — and here we
have Commodore User with four
pages (average) of ne
half screen shrutm L

r.':lumn

sifisefleCision this butlthlnk
Pfibes det the edge with 949
inst 82%,
lue is prabably the most
mportant factor in buyin
magazines. ZZAP! wins this segs
tion by 7% with a score of 9786,
First of all ZZAP! has mor8
rawewa,nmmmm

pom a better news col-

5 |
bemrmuﬁm

mh

MH‘I
& amm thr:g?

“The -:warall ratlng will be left ta
you—just take my opnions andseée
whether you agree with them: And
remember, everyoné has their own
opinions bu{ only mean
something. Hm can back them

Enu parh venue,
F‘rF5tW|c.Ic Ayrshire, Scotiand

Gl

up with argurnants..
Qﬁﬂ : Anon,

e §Childish, MI
mmml ﬂ’f‘lE fraem W
m I or

Also what svutﬁ of h # 1
behaviour s itfo print a s
shot as part of a review w pl'u-*
o sporen my opon
vie : s Now
(S e my op

yours. '
Mark Jones, 1618 Wesleyan
Bowman Hnnnn, Geor-
gia, 31210,

I'm sirmply breath, Mﬂnﬁ
gera:ﬂff hs nice mmm !h
as UG m &
other 536 OF the Atlant, and
thanks wfm I'm
staying well out of ﬂgumenrs
relating to this issue (| know the
power WEW“MUﬂdhause -
who's Eugene?), and with all due
respect to your letter, Maik, t!q
’ wm

o S
Just Ebﬁmem}f‘ﬁne but I thought
yours was the lefter most deserv-

ing of the software prize this monih
(costs a n::r!une sendmg f

Dear Lloyd

fressi 1Chatham Hnuse,
il Fh‘..'ldd London SES 8PN
way my name s Calvin

ZZAP!64 April 1987 9




TREASON ON
THE HIGH SEAS

Piracy of software is an enduring subj

t, and the response to publishing

a letter from someone calling himself ‘The Proud Pirate'inissue 22, has
been considerable.

S Fenton from Stanlay, Stoke-on-Trent is not very amused when he
If he's so proud, how come he hasn't put his name at the bottom of his
letter? Coward.

| agree— at least the pirates of the Spanish Main rogered their jollies from
mgquaadwﬂhpnde Santunfsaananno;mmat The Proud

I'm 15, have had a Cs
it yet, Nor will | ;-.-
practiceis not, an

ually stealing the cost ufth

It is stealing, of course, and whatever the excuse, the nature of the act
isn't , But apparently, you're a voice crying in the wilderness of
the playgrmmd MrFenton. HunallWallmfrmnDum&oghnm
Co Dubiin, knows . . :

. . . the magazine has to officially condemn piracy, but think of the sil
tion for those of us whoaren't forplaying r‘nas all day Mos

can only afford, at most, one game a month. February 8
over 50 pages of reviews. | wouldn't bother the magazi
that 49 pages would be totally irrelevant to me. Similarly the

chart would be meaningless except that | have pirate copies of 11
games onit. (| would have 12, but | deleted
usad the disk because the game was in ibly boring).

I like that subtle threat, Russell, about not buying ZZAP!. S Fenton
| doesn'tagree that lack of money affords a proper motive for stealing, a

all | think you well
3 lieve

UK. Gary

Theon pnca nwd'ssaarnsm a software house sw1:1-t:.::|l:||uha|rl~5‘r
i5£9.99, a price which can mean anythmg Lptn £1 3 93 in thelrish Repub-
lic. The so called budget games are mostly, excluding a few such as
Thrust etc, games unfit to be sold at any price.

The price range can be even worse in Scandanavia, and as Paper Bud
of the so-called ZAP Cracking Company claims . . .

orway, you have to pay about 190 kr (£18) for one single game on cas-
ou understand, this kills the honesty of most gamers,

8in, high prices making honest men of thieves. But
2 offered. Paper Bud again . . .

ipi thing to dois to ban the pirates, since we are agreat par
odore world. And | know for sure that |, and many with me,
have {:wned a mrnputar { if we werm't able to copy

rhrn axcuse.
I'-"E

buy pirated games is that firstly, s
: ay seem ironic, but cmnputaur games
.mmanycas-as muchmurafalseman spraducti

Many original ga
licence, the game
program due to itslac
of the programmer. O

| imitations of an original, in the hope (in

copy of Infiltratorandrg- 3!

AT LAST!

COMMODORE SPARES

AT REALISTIC PRICES WITH FREE SOCKET

Cla 6526 £17.99 | ROM 90122703 £15.99
MPU 6510 £17.99 | ROM S01225-01 £15.99
PLA 9061 14-01 £18.99 | SOUND 6581 £17.99
ROM 901226-01 £15.99 | RAM 4164 £2.49
Ctd POWER SUPPLY UNITS £26.99
All prices include ﬁrﬁhng, handling and VAT - or send your faulty
computer and P.5.1J, for free estimate and repair from £9.99 + parts

Spectrum Low Price Software List Available
SEND CHEQUE/P.0. TO ACCESS/BARCLAYCARD WELCOME

ELECTRONIC SERVICES

176 VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOL FYS 3NE
Tel. (0253) B22708

TRADE ENQUIRIESWELCOME  Send large 5.A.E. for full list

10 ZZAP!64 April 1987

g d
whom one would thirk to be reputab :

tisn't that confusing the issue a li low you retﬂik!ngﬂbnur ‘buy-
pirated games — presumably commercially stolen games?

of my computer-linked associates, | believe, buy pirated games,
fact there is scarcely one, | have heard, who does notown a game

IS origin.

ary, youdun'rmdufgempwmcyrﬂagammnﬂ
?nfpmi‘ﬂmwﬂf thieves doing it for you so you can
Dy

“ondmen them, given that they do sell, | hear at aven
and in my opinion are much less dishonestthien
houses. B

3 so-?tallad piratt: But as a
nusay s lllegal to copy games : many
smsﬂﬂtis%tmdilhgﬂ thatlcan'tmunuham Sometimes, it's
legal to make bac mpiesufvwnwngam Then sometimes it's
legal to copy Hynu]ust from an original disk or cassette. Then again,
sometimes no copying is under any circumstances. And it goes
on and on like that.

Yesindeed! Once again, it isn 't the pirate who 's to blame, but society for
confusing him and making him that way. Atleast Russell Wallace is more
honest about his motives when he says . .

Jnhn Tmtt’a des

have, like the music

ganmed!‘mmm i @ theycan't

i@ harm this type of piracy
Up any serious copy-

Backﬂp utilities haven't made t gasier for them, but to those
who would suggest banning them R allace has thistosay. . .

The ideas of Trevor and Nadium for limiting sales of copying utilities
wouldn't work. | have three including Fast Hack ‘Emand guess how | got




;| WHAT’S IN THE ‘PIPELINE’

IR_ lnr.f

them? Yep, even if one won't copy itself some han::ker will modify it so two
can be used each to copy the other.

=

i np“:r m;aummmm tter of . 1§ rest on the Y
rom wha o atter o seem&i@ rest on
perceived value of w

there, everyone has their own idea
what a game should r:t!ﬂ.

Tubln thinks Britain's software shoull
be sold under the authority of a special body . .. _ i e

The British travel industry is overseen by ABTA, the’rm-?ﬂamnals are . |
kept in check by the Monopolies commision, so why, in  the name of all i
things holy, can't there be such a bogy in the Software industry?

How would it work tnaugng. v =

tngagama.wuuldwﬁwit‘t i

this happened while not ergs
IS8r, Would see piracy for what 8
Jup their own act, | foronecan nr:r

-1\

. -f‘w ng is largely regam‘ed as sﬂﬂmg to cﬂmmerce and ' " T
v f.ms. Y Unfeir to the public. But I'll throw that thorny debating point -

d gn. Any takers out there for the idea?

you to those taking part in the debate. | must say | really enjoy

puiting these muitiple-opinion jobs together!

LM

"ONLY SMART @ 'S
HAVE THE ANSWER!

— — — — — — — — —

There are 50 copies of Argus's next hlockbuster

(worth £8.95 each) up for grabs!
All you have to do is tell us the name of the game...
I think the name of the game is:-
2 m
hard Mnmmnr& ‘Managi

g:'ipctﬂr. DDS-UK, 129 High sex

Street, Hampton Hill, Middle BRI st ey inmve bbb ot i b e

TW12 1N p N LT R R o T e e e R e A

Computer owned .......

3 warranty

The games will be sent to the first 50 readers to
send us the correct answer.

Return this coupon to: Argus Competition,
Inter-Mediates, 2 South Block, The Maltings,
Sawbridgeworth, Herts CM21 9PG

Winners need to allow § weelks for delivery. No correspondence can be
antered into. Argus’s decision is final




that some levels said ' Players may
now go off screen’. This feature
was incorporated on the Commo-
dore only and was implemented
onmaost levels. If a player does go
;ﬁ snliaan. he muatmr;;.fmfﬁ‘:

e nre-aﬁpw id,
or find an exit, perhaps bEy waiting
until the walls turn into exits. This
feature has not proved popular
and has been turned off in the
latest version.

Tape users should

pq alz
handle of the jug.
poisoned food whi _
different form. Anywa
posed to be hard to te
mllaas‘l]uguduwnand :
you . Poisoned
:wﬂﬂ health pdnpt:.t g
and/or one potion o
works.

.?,
hope that this idea
off the theground as lam sure
the many H, ZZAP! 64

and LM readers will en n
a PBM game as | did EJ%?

Computer Games with their ‘Final

| ——a

time, although plans aren't quite
as firm as the news item you men-
uqnm?hrhawm(:ar-
tainly CRASH seem to
h.'{aa::-mgh’mPE - m:

s very wall.
wonder what P! readers think
of the idea. Let me know.

e

A COMPREHENSIVE LEAGLE GAME -
Injurbes, Team s

and on 1o ths FIMALS - Salact from squad of 25
tabie, 7 Skill levels and MUCH MUCH MORE!

MORE!

taible,

Thres Classk: Football Qamas for all snthusiasts, Each of thess GUAL-
ITY games iz packed with o make them the most REALISTIC around.
PREMIER LEAGUE

all tearms home & away. Full squad details all teams.
In=maich substitutes, lw;wmm'.qcmwionmmh
for market, & levels, Financial problams, Team Trai
Opposition Seect Strongest Team and MUCH MUCH
WORLD CHAMPIONS
A COMPLETEWORLD CUP SIMULATION - From tha first friandlies, g four matches
2 i Maich issioion slowed

Sanding off, Cornars, Fres kicks, Match timer, Injury tima, Exira time, Goal times and
84/128k Commaodors £7.08

EUROPEAN 1l
WENEWHMHEHEDFNHMMFM-HWEM
wmmmm.mlmmﬂ . END
aliowed, Pra-match naws, Discipline team & submsiitute salection,
and MUGH MUCH MORE! Pius FULL TEXT MATCH SIMULATION, ~ 84/128k
mm-wmunmda deduct £3.00
All gamas sre avaliable for mu:umﬁ“ﬂrmmm

INSTRUCTIONS fadd £1.00 outside Lik)

From E & J SOFTWARE, Room (3, 37 Westmoor Road, ENFIELD, Middiesax, EN3 7LE

, Discipling
& full text match simulation with injuries,

mmmm?mmmm
Disallowsd Goals
Commodor £7.65
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ur readers claimed
s swapped abilities.
This is new sl There is no way
Eﬁ; characters could swap

nally thanks for all of your
entries to our competition. Soma
of them were terrific. Please feel
free to write to us, The Gauntlet
Programmers, US Gold , Units 2
and 3, Holford Way, Holford,

A

Dear Lloyd Mangram,
Havln% been an avid reader sinca
Issue 1 | have written a little poen
(Rrap) about ZZAP!, and it goes
like this:

ZZAP! 64 is for me
_i_lvattu- than sitting home

Better than a long walk in the park
Better than listening to my dog

bark
Better than going for a swim
Better than going with my
irtfriend, Kim
etter than riding on my bike

\PPER pPp A -

-

company also
responded to a reader’s com-
ats. - HI h .';I- a } j E

ﬂﬂmcfa:'

S

It's things like vour lettey
that make me feel belfer
no matter how much wetier
the day may be.,

Is your dog a Red Setter?

LM




Christopher Hester, Ardglass,
Co Down, N Ireland

loads. | sent it to the Company | tronic'saddress . . . ¢an you help,

bought it from but it was returned | guys?

with ' Gone Away' stamped on it. LM
—_

WHERE ARE YOU?

Dear ZZAP! LM, Pilsley, Chesterfield, Der-
Please could you sénd me the bys

address of Mastertronic because

my Human Race tape no longer Mot another LM?! As for Master-

RIESET
Hobbies Exchange SWHI@ ¥

Only £4-99.....

Reset The Computer & Poke...
Mail Order
Callers Welcome
Visa & B/Card 16 Whar! 5t. Sowerby Bridge.
@ Just Plugin Halifax, West Yorks, HX6 2AE
@Use Pokes Tel: (D422) 833801

l @ Break into Your Games MBX JRC3 C/NET

= PROGRAMMERS _
STARTER }{ITEl

DID YOU GET A NEW COMMUODORE COMPUTER

FOR CHRISTMAS? .
D0 YOU WANT TO LEARN HOW TO PROGRAMME

IT SIMPLY?

THEN SEND NOW FOR OUR SPECIAL OFFEH PROGHAMMERS .
STARTER KIT WHICH CONSISTS OF

SIMONS BASIC rrr 49.95
PROGRAMMERS GUIDE RRF  9.95
INTERNATIONAL SOCCER aar 12.95
AN INTRODUCTION TOBASIC-PART1 nmrr  9.95
JOYSTICK rar  7.95

TOTAL KIT PRICE £90.75

NAME & ADDRE
THE‘H%{:EI‘MES

Th
DEPARTMENT AT oL
AIDRESS BELOw

140 HIGH STREET WEST - GLOSSOP - DERBYSHIRE - ENGLAND
TELEPHONE: 04574 66555 - 04574 67761

ZZAP!64 April 1987 13




CHUCKED IN THE EGG

fhﬁmtﬂ -

H'ﬂ i,
el Aot B
ol TS
egg and the toy. BUT there are two
1) He can't go above the
t;:mmﬁqhmm

2) He can'tget the egg.
3 ElessecCiaou heip

A LOONY LEMONADER

LAMBASTS

Dear ZZAP!
| am writing toyou to ask what the
on.at the Towers

ety Are ousi on i
\ you all on the wacc
baccy or the

lemonade?
Yourmag inthe last two months
has gone to the \
' “SPECIAL’ was,

wmm mﬂlm%spacial;

_ vasily Iy . The
reviews, when | could find them
amaongst the rubbish were very
rour, Imean those egotistical bal=
oons, Rignall, Sumner and Eddy,
the ACE reviewers slagged 194
something ridiculous. Next month
the game comes straight into your
charts at number 16, Just shows
how much they know!

. thow could CLOTH
EARS SUMNER describe Martin
Galway's version of it's a Kind of
Magic a8 reasonable. The cretin
wouldn'tknow a great piece of
music if it smacked himin the gob.
m'l someone should do quickly

e his head swells any more)!
This is, without doubt one of the
best pieces of music | have heard
on the 64, and | know a lot of
pecple agree with me.

For someone who thinks the Art
Of Noise is music (his musical
taste must be in the rear of his
underpants) to slag off anybody is
a sick joke.

Just as sick as the Highlander
game! Gauntlet (from USGeld)
was bound to be givena Sizzler, by
your (REVIEWERS?), Imeanit'san
old arcade game, (nothing new or
origimallyes it's good but not
(93%) qood,

Firelord another good maze
game only gets 68%! Destroyer
the best warship simulation to
daté only 85%, Tarzana meagre
5096, ball36%, It's AKnock-
out 34 §8%, Judge
DLB:HFIB_ lisap, hth‘m,bu}t_ﬁl‘k’n
was totally garbage), Sigma 7 only
70% (very' mean) Paperbay 44%
(thisis a joke surely), Space Harrier
(45% utter crap, as youalwayslike
tosay. Terra Cresta(56% too hard
for the brainless wonders was it?)
Breakthru (19% come on for
gawd's sake), Tenthframe (B5%

14 ZZAP!64 April 1987

PSIshould be grateful if you wo
LT T

for the best sports simualtion in
months), why don’t you get some
real reviewers, and not these
swell-headed teaboys to review
your games?

Let the people who matter most
(JOE PUBLIC) review the games
an.affer. Run a monthly competi-
tion and send the winners a game
to review, then you may get a
¢ Ic | _ for a game,

not some of the outrageous
and totally false figures of two or
three pea-brained pen-pushers.

The games I've mentioned, |
alml and | thoroughly enjoy them

I hope this letter will not ba
treated like the last three letters
I'vewrittento you over the last five
manthsal notice that any time |
write a latter to you with any criti-
cism of ZZAP|, or the (STAFF?) IT
NEVER GETS PUBLISHED.,
CAN'TYOU TAKE IT2EGO-MAN-
IACS!

If you have the guts, answer!
Jack Diamond, Ayr, Scotland

What a totally stupid, kiutzy idea!
How the hell is JOE PUBLIC going
to be able to review games every
morth? The logistics involved
alone would prove within minutes
that you haven't a clue how much
effort is iavolved in that kind of
organisation. And besides, all that
would do, according to your own
argument, would be to swap three
pea-brained pen pushers (whose
opifiians on games in general you
Know, sayau know how to judge
theirremarks inrelation to a game)
forabunchofunkno w:; an_dé%uf te
possibly, equally pea-brain
viewers.

re

Ohno, MrDiamond, | know what
you're really saying — you're say-
ing, ‘let me review the games
bacause [know better than people
wihose opinans differ from my
own'.

As for not printing your earlier
letters, | assure you the reason for
nat picking them out was nothing
to do with your criticism of ZZAP!

LM

NOT A NICE SNAKE

Dear Lioyd,

| have only just got a C64, but I've
been buying ZZAP! since the Nov-
ember issue. | think it's brill, and
I'm thinking of subscribing.

BUT, | must complain about the
review of Cobra in your February
issue. For presentation, the ‘sim-
pletitle screen’', as you called it is
great,

28% for Graphics is pathetic; it
should bein the seventies at least,
The animateion isn't wonderful,
but the backdrops are great, The
sound is brill too, and deserves at
least 85%. The Ocean loading
musicis BRILLiantand the tune on
the gameisvery good. Hookability

JE! o
S Fenton, Stanlé St -
Tront, Stafrs ¥, Stoke-0On-
PS5 Who's Eugena?

and lastability deserve 75% and
85% at least. Value deserves at
least 80% and your 7% is unfair.

Cwerall | would give It about
B5%. Alll can say is they must not
have played the game long
enough. If they had, they might
have found it as enjoyable as | do.
Jason Morton, Mexborough, S
Yorks

Ithought they were a touch harsh,
too, Jason, but | wouldn't go any-
thing like as far up the scale you
do. However, each to his own
taste.

LM

That's it for this Issue. Thank you for all your letters. As you know,
ZZAP!RRAP is for any subject under the sun (it doesn't have to relate
to computer games, although that's helpful)! If any of the paints
raised by other readers’ letters spark you off, well let fly. The address
is, LLOYD MANGRAM, ZZAP! RRAP, PO Box 10, Ludlow, Shrop-
shire 5YB 1DB.
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he Hughes AH-64A Apache

is reputed the most
sophisticat helicopter
gunship in the world - lasers,
cameras, an infra-red night view-
ing system, radar sensors and
jammers, computer guidance and
targetting systems, and a comple-
ment of missiles and machine
guns back up this claim, Gunship
ives the player the opportunity to
one of these muiti-million dollar

machines over five scenarios,
ranging from a series of training
missions, through three increas-
ingly hastile combat situations to
an out-and-out East/West con-
frontation in Europe.

Prior to take-off, the simulation
parameters are defined. The pilot
inputs his or her name (the prog-
ram automatically defaults to the
name of the last pilot), chooses a

L]

a
-
-
=
-
Ll
-
L

ZZAP!64 April 1987




scenario (from training to war), the
style of flight and the raality level.
There are three flying styles, repre-
senting the difficulty of the oppos-
ftion, and four reality setlings:
simplified or realistic fiying and
landing, variable or clear weather
and the quality of the enemy’s
armament, Following this is a
briafing session, which gives mis-
sion detalls and an intelligence
report detailing military forces and

aq_lr._ipn‘rumlnt & area.

e program automatically
defaults to a standard weapons
system for the chosen mission, but
the array of weaponry can be
adjustad to suit the pilot's prefer-
ence. The mission begins when
the helicopter is fully equipped.

A 3D first-person view of the
helicopter's cockpit is then dis-
F!ayﬁd.as.seenthmu h the pilot's
HADSS (Integrated Helmet And
Display Sighting Sub-system). The
outside world Is viewed through
the armoured helicopter window,
and essential flight instrumenta-
tion iz displayed beneath — for

_ll.“j-:-*“ o gl

_;'. .
n

.--|l

example: speed, altimeter, VS
and artificial harizon. As well as
regular flight controls there are two
combat features - the CHT
Cathode Tube) and Threat

'E#:Iﬂ!'f {radiar).
CAT has three modes of
o lon: a TADS (Target Acquis-
itton and Designation System) —
used in conjunction with tha pilot's
IHADSS helmet, a Map, and a Dis-
play of incoming messages. On
locating a target, a gun-sight is
overlaid onto the helmet visor and
the CRT displays a zoom-camera
view on which TADS is locked,
allowing the pilot to identify the
. The 's cannons,
Sidewinder and Hellfire missiles
are linked to the TADS system and
automatically fly towards the
gselected target. However, the
2.75" rockets aren't, and the
cross-hairs in the centre of the
screen have to be lined up with the
gun-sight if the rockets are to
strike the target. When there is no
military activity in the area the CRT
reverts to a scrolling map with the

ZZAP!64 April 1987 17



GUNSHIP

T he sheer depth of this simulation is incredible. Thera's a
huge amount of detail which adds to the realism and only
becomes apparent after the chopper has been flown. Little
things ... such as the way missiles disappear into the dis-
tance, taking several seconds before they hit their target - also,
the targets within the CRT rotate as the chopper flies around it,
making flight seem very realistic. The five scenarios are varied,
and there are many missions within for a pilot to complete. The
instruction manual is the best I've ever read for a computer
program. Not only is it enlightening, it's also a very interesting
read in its own right. Every aspect of the simulation is covered,
and there's a wealth of information regarding flying tactics,
military equipment (both allied and enemy), the Apache's
avionics and the conditions and scenarios of the different mis-
sions. The in-game presentation is virtually faultless too. The
controls are easy to understand, and the CRT and IHADSS work
superbly. The save game option is a brilliant idea and allows the
user to live a pilot’s 'life’, gradually improving skills and trans-
ferring from unit to unit until death or retirement bring it to a
close. Gunship is immensely enjoyable, being exciting and
rewarding to fly. As for the cassette version ... well, Gunship
was originally designed as a disk-only product comprising
some 300k of data. Consequently the cassette version is on an
extremely long-winded multi-load format and there are fea-
tures missing from the original disk version. The program takes
over fwenty minutes to set up, and after completing a mission
the cassette has to be rewound and another ten minutes of
setting up endured if the pilot wants to fly another mission.
There are no status displays during flight, and a pilot's record
has to be loaded and saved manually onto another tape - failure
to do so means the complete loss of all amassed data! Another
difference is that the player can re-try any mission, even aftera
crash. If you want to buy the (rather expensive) cassette ver-
sion, you should consider the drawback of the multi-load sys-
tem - it's very frustrating.

halicopter in the centra.

Two screens can be displayed
ta show the stores status a&dmsra-
tems damage. A large, ed
map of the area can also be
brought into the display if required,
revealing landscape features,

SYSTIENS
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military installations and troop
- A cursor on the map can

S

plete. when the helicopter's
mhﬂs are switched off — either

ind friendly or enemy lines.
When the chopper ' powers down’,
the pilot is given his or her status.
The craft can then be examined,
repaired and refuelled, although
certain situations m:ﬁ not allow

The addition of a neat title
sequence doesn’| compensate
for the slow, long-winded multi-
load.

GRAPHICS 91%
Convincing 3D graphics, and the
cockpit display area works
extremely well,

SOUND 64%

Functional sound etfects which
could have been better.

HOOKABILITY 78%

Any initial enthusiasm is guelled
by the lenathy and awkward
multi-load.

LASTABILITY 71%

The five scenarios provide a

wealth of missions and enjoy-

ment which should keep a pilot

happy for manths — if the multi-

Iizad doesn't prove too frustrat-
gl

VALUE 58%
Grossly overpriced.

OVERALL 72%

A superiative flight/combat
simulation ruined by a painful

multi-load system.




Survive the bloody conflict of

Kk FOR DETAILS.
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: ART PRINT OFFE

RB 24"x16" FINE

SUPI

Only the honourable wuill

In an age in which honour was revered, from a time when grace and beauty were virtues, a class of warriors set
themselves apart to dedicate their lives Lo a perfection in combat that in itself was an artform, to a discipline of
mind that became a religion. The attaining of such excellence required an extraordinary diligence in selfdenial
and training in order to achieve the ultimate accolade ‘War Lord'. Kendo, Karate and finally Samural are the
Lests that must be mastered before such honour can be bestowed.

Amstrad £9.99 tape, £14.99 disk
| W CBMG4/128 £9.99 1ape, £14.99 disk
RN Spectrum £7.99 tape

Gremlin Graphics Soliware Lid.,
Alpha House, 10 Carver Street, Sheffield
Tel: 0742 753423




Arcades witho

Licensed to deliver big brothers actj

WUND

® |

=

‘Wonderboy reminds me of Super Mario Brothers... you can't go
wrong with Wonderboy, it requires skill, timing and is good,
clean fun.’

‘Dressed to kill in nappies and a motorbike helmet, with a

skateboard as his trusty steed and wielding a stone axe,

Wonderboy is born — ready to fight off the nastiest of nasties,

willing to leap the widest chasm, and eager to risk his life’. N
Computer and Video Games

ARCADE SCREEN ARCADE SCREEN

JUMP INTO THE WO

‘Best and fastest scrolling on a racing game’ This Sega coin-op conversion puts other top software|

‘Best sprite design’

&y
i
%& ‘Best playability’
b 2
&

‘Best coin-op conversion’ Popular Computing Weekly

...brilliant' Arcade Action, Computer and Video Games
Your Sinclair Megagame

ACTIVISIONI
[ENTERTAINMENT SOFTWARE & ZX SPECTRUM 48K/128K/+(£9.99), COMMODORE 64/12

. and Disk (£14.99) and A+~




ut the change.

tion without busting your pockets.

| ®
IFi IA! FREE GAME OFFER
L

(details inside each pack)

SPACE COLONY “06" has been attacked by space pirares.
To pur an end to their plundering, a private rescue team
calling themselves the "QUARTET" is recruited.

"...extremely addictive and highly playable’ Arcade Action,
Computer and Video Games

'RO RACING

houses to shame. It sets a new standard for arcade tie-ins.
sinclair User Magazine

SPECTRUM SCREENS

TM & © SEGA 1986. All Rights Reserved. Activision, Inc. Authorized User,

assette (£9.99) and Diisk (£14.99), AMSTRAD CPC Cassette (£9.99)  Mall order: Activision (UK) Led, 23 Pond Street, Hampstead., London NW3 2PN.




modes
3 hole golf

CBM 64/128

£9.99

US. Gold Ltd., Units 2/3 Holford Way, Holford, Birmingham B& 7AX. Tel: 021 356 3388




ZONE RANGER

Firebird, £1.99 cass, joystick only

et in the multi-dimensional

realms of space, you play an

intergalactic Good Uy,
shooting out malevolent satellites
— despite the name of the game,
you're firmly on your own: there's
no futuristic Tonto to help out.
Filoting a craft with unlimited
reserves of fuel and ammunition
you have to destroy a set of sixteen
satellites that form an alien com-
munication network before prog-
ressing to the next level where a
similar task awaits . . .

Spaceis arelatively empty place
on earlier levels — the target satel-
lites drift gently, pulsing out light
beams in four directions to main-
tain communication with their col-
leagues in the network. Chunky
brown meteorites drift around
aimlessly, doing no-one any harm
as they follow the solar winds, and

circular warp-holes created by the
alien space engineers allow a
canny pilot to hop from one part of
space to another, painlessly and
quickly.

Your task is to destroy all the
satellites on a level, and it can be
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completed in one of two ways. The
most obvious solution is to zoom
around space using the pulses of
light generated by your targets to
locate them, dealing laser death to
the mechanical creations on an
individual basis. Altarnatively,
locate the Super Portal which
gives access to an Inner Sanctum
—amaze constructed of force-field
walls and moving barriers. Inside
the maze you can pick up glowing
dots by driving your craft into them
— a tricky task, as the walls of the
maze and circular field generators
bounce the space cruiser around
if it hits them. Contact with a mov-
ing red barrier or one of the yellow
exit warp gates returns the cruiser
to satellite-ridden space with a
cargo of dots on board. If you can

| then find the Skyway Patrol craft,
| piloting the cruiser into it causes a

satellite to be automatically
destroyed for every dot collected
in the Inner Sanctum maze.

5

On early levels, the bolts of light
emitted by satellites are green and
harmless, but on later levels
deadly red laser bolts are also
encountered. Other hazards
encountered more frequently on
later levels are meteorites, and
alien defence craft which

Zone Ranger has stood the test
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materialise at random and give
chase, firing laser energy in your
direction and attempting to collide
with you. To gain some respite, it
is possible to drive into a Sonic
Sparkler — a twinkling clump of
dust that confers temporary invin-
cilbility.

Original equipment consists of
four space cruisers, with an addi-
tional craft added for every 1,000
points earned. There is a sat time
for each level to be completed,
and failing to destroy all 16 satel-
lites within this limit results in the
loss of one ship. When a complate
network of targets has been
destroyed any remaining time
units are exchanged for bonus
points.

Just to make life for a would be
Space Hero that bit more frustrat-
ing, the aliens left behind an
automatic robot repair system that
sets about fixing up damaged
satellites. The space cruiser's sen-
sors detect robot activity, and
when the alert sounds it's wise to
seek out and destroy the offending
android.

PRESENTATION 82%

Elegant gam

GRAPHIC

GRAPHICS 58%

A few functional spot effects.

HOOKABILITY 83%

thy rewarding and addic-
tiv
LASTABILITY 77%
Easytopick upand play—atany
time.

VALUE 94%

A ble bargain

OVERALL 80%

3N o«

not to be

shoo
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FIRETRACK

Electric Dreams, £9.99 cass, £14.99 disk, joystick or keys

the eight worlds of the astercid | restore order. The task force, code | destroying as many ground fea- “ e = = B P 3
belt and declared indepen- | named Firetrack, consists of a | tures as possible en route. A giant i : ; i :

dence. This hasn't gone down too | fieet of three ships, piloted by the | nuclear power generator s

well back on Earth, and the Gov- | greatest space fighter known to | situated at the end of each world -

ernment have decided to send a | man ... you! when its two main cooling towers

Industrial Pirates have invaded | Pirate’s base in an attempt to | vertically scrolling warlds,
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task force out to destroy the The objective is to fly over gight | are destroyed the world is plunged __

|11.II|14!'I:11

’

|
L
||
"'
(]

(i

s,

slel [ {isialidlall

il
I
| ' ” ' (] g 1

e

r.

F:!q."l“"'pn“:.."‘lFl".h"n.""hl"
III demil iddain e
o gy
|I I‘lT
| || ——
. |

)
b

Rp—
- - o
————————————————— g . N
'I'"\"_.-_._
Cra =
1 T =
A
Fo =
f“'_' =
= = 3
- —a: . E
o = . A
— -—_ i ==
- - - -2 =
- = e R
. -— e— - -1 P
e e e o
=5 W e B e I E
Eat m Lt =t mat -
 m . wo . mg . Fowe
e R o B o
g g i
S RIS R R
e I e
N w W - B e
- - e e T
= : = I
- -'?i-‘.f i
- -— - — -
- | - = - B
- e - . = w3
- - - = == —____:..
=Y. '1.'--_‘1_%- o = T E
— -_'_-' - ri:_-g_-:" "
; - Sk T e
- . =
oy et N AN

24 ZZAP!64 April 1987



L)

2 e

l.;n.a..;, m

=3
LA

=i

| I |

|1_

iy
i
o

|
[H .|"
| |
-
T ey m
I|| |
[ -
!

sl -
1, p | (| i u I“...
o ———— oy——— I
Wikt |

I |

.F

|

)

|

e
|

|
I

kamikaze style or by unleashing
missiles in your general direction.
Contact with a ship or one of their
missiles results in instant destruc-
tion,

When all Firetrack craft have
been destroyed the player has the
opportunity to continue another
: game from where Commspace
RIS | was last crossed or, if so desired,

i ; a8 mission can be completely
restarted with an attack on the first
world.
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. = you'll be hard pressed to find a

more frenzied set of creatures,
Try this out if you want to test
your reflexes.
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the chance to make a second
straffing run over the world, before
the pirates have a chance to
rebuild.

Installations litter each land-

; ! & =15 into darkness. This gives the pilot
g - =

Jllr

=
+ i

o % scape and points are awarded for
i destroying them. Some installa-
3 = tions are marked withan 'x"'or' +'
S - destroying these accumulates a

bonus, awarded after the
generator has been shut down.
To progress from world to
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W
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1 .= world, a hazardous flight across
= Cammspace must be undertaken. PRESENT_‘U‘TI.DN 93%
F YL S = Successfully crossing the void Unusual nstruchions, a supeeh
L= = restores the Firetrack fleet to its full
K AT = ’ . - complement of three. b
gl == === : - ey =7 The journey across each world o
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really well. It's unique in its use
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LASTABILITY 87"%

jo

{ ow ow 33 =5E S B sound is a bit p thisin B VALUE 85%

OVERALL 88%
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VOID RUNNER

Mastertronic, £1.99 cass, joystick only

he Droid Wars come to a
nead in this, the final confiict
betwean man and machine.
Following massive Droid activity
on the planet Void, there have
been rumours that the mechanical
aggressors are planning to nuke
Earth. To prevent this, five flaets of
Void Runners have been sent out
to destroy the Droid forces, before
the deadly missile can be
launched. As admiral of the five
fleets, the future of Earth is in your
hands ...
The action takes place on a
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single screen: four tightly-packed
Void Runner craft appear in the
middie, and can be moved any-

LooKS LIKE ong BiG woip..

whare within its borders. The for-
mation of the craft varies from level
to lavel —sometimes they're linked
together to form a star, either
pointing upwards, downwards,
diagonally or to one side.

When the action begins lines of
Droid craft emerge onto the screan
and maraud around. Contact
between a Droid and a Void Run-
ner results in destruction of the
entire fleet, and play switches to
one of the four back-up fleets.

Another deadly feature is the
Teeran scanner, a glowing line
which slowly moves down over the
playing area, constantly wrapping
round and returning to the top.
Occasionally, it drops a scan line
across the screen which remains
‘active’ for a few seconds and is
deadly to touch.

26 ZZAP!64 April 1987

The fieet is capable of hurling
defensive energy bolts across the
screen, destroying the majority of
Droid craft on contact. Mot all of
tha Droids explode immediately —
some change form when hit, turn-
ing into red blobs which fire a laser
beam down the screen if the fleet
flies beneath while others are inde-
structible and have to be avoided.

If enough Droids are destroyed
the fleet progresses to the next,
more difficult level. The mission
ends when all five fleets are lost,
although an extra fleet is eamead
whean a screen is cleared of aliens,

PRESENTATION 67%
Colourful title screen and high-
score table

GRAPHICS 74%

Mo pictures asterpiece,
but the graphics do their job
SOUND 59%

Mo ic, but s

rauc ound &

the atmosphere

HﬂﬂmILlT\' 81%

shat

w

VALUE 93%

A steal at such a low price.

L 85%

and franetic
finitely one for
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6 MASSIVE HITS IN ONE 6-PACK

PLUS BONUS GAME — DUET

Spectrum Cassett@ £9.95

Commodore 64 Cassette £3.99
Commodore B4 Disc

Amstrad Cassetie £9.95
. Amstrad Disc £14.95

Mail order, just send a cheque
or postal order payable 10

. EUTE gYSTEMS LTD.

{ or guote your credit card No.

| ANCHOR HOUSE,
Anchor Road, Aldrid
Walsall, West Mid
WS9 8PW
Telephone: (0922) 59165
Telex: 336130 ELITEG

| RELEASE DATE:
MARCH 9th EUROPE
MARCH 19th UK




t's time to sharpen up your bar-

room brawling skills, saddle up

the horse and get into the Wild
West spirit = the coin-op train rob-
bery gama has moseyed into
town. Eight trains are out there for
the robbin'. Joystick-and-fire but-
ton beat 'em up skills are tested an
alternate trains along with your
prowess in a shoot-out,

There are sight trains, with the
odd-numbered locomotives
involving hand-to hand fighting.
The train begins to pull out from

the station, but before you can
board there is a belligerent cow-
boy to be beaten up. With that
menace out of the way, hop on the
guard's van and start fighting your
way aluﬂ%the rooftops of the mov-

ing train. Six types of opponent are
encountered on the rooftops:
while most of them are straightfor-

ward bare-knuckle brawlers

111

EXPRESS RAIDER

US Gold/Data East, £9.99 cass, £14.99 disk, joystick only

gunmen, seated bottle-huriers,
ankle-grabbers and non-fighting
crate pushers are also encoun-
tered. Reach the locomotive and
two lovely bags of money come
into your possession.

In the fighting sequences, a tug
o' war bar in the centre of the
status area at the top of the screen
keeps track of the hits, moving left
as you are pummelled and to the
right as you land punches and

AR D

allowing you to dodge the
weapons and bullets hurled from
the carriages. Pressing fire shoots
a bullet from your gun's limitless
reserve.

Some of the trucks are open-top
goods wagons, where the gunslin-
gers pop up above the parapet to
fire at you, while other carriages
are armoured passenger cars and
the defenders siide open the shut-
ters on the windows before loos-

o
#

5
" 71

kicks. When the bar fills its win-
dow, the current opponent is
defeated and a nifty leap takes you
on to the roof of the next carriage
- a bomb placed on the coupling
is automatically defused during
this exercise.

Mounting a horse and galloping
alongside the even-numbered
trains, the aim is to pick off the on-
board gunslingers. The horse gal-
lops along in the foreground, and
moves up and down the screen

—=

ing off a shot or hurling a weapon.
Open-sided goods wagons pro-
vide cover from which bounty hun-
ters also take pot shots at maraud-
ing robbers.

It's possible to duck behind the
horse to avoid the fusillade that
heads your way, or a particularly
well-aimed shot can take out the
approaching projectile in  mid-
flight. A little row of boxes at the
top of the screen Indicates how
many gunslingers have to be shot
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before the next carriage can be
attempted,

Occasionally a bird flies past
carrying a bag of monay — shoot it
for bonus points. Bonus points
may also be won by shooting the
sack of money that a frightened
clerk hurls from a window in the
armoured carriage — but take care
not to shoot him. If you blow away

your benefactor, he shouts '‘No’
and all the little boxes at the top of

the screen fill up again: the
gunslingers you have killed in the
carriage are miraculously reincar-
nated,

Whether shooting skills or
fighting skills are being tested,
each carriage in a train has to be
dealt with inside a time limit. In the
combat sequences, failing to jump
to the next carriage in time
explodes the bomb on the coupl-




ing and the train separates. Natu-
ral hazards, including tunnels and
dangling signs complicate matters
when you're fighting along the
rooftops, sapping the energy
reserves of a careless cowboy.
The higher levels feature tougher
defenders, and the quantity of the
opposition  increases — extra
gunslingers have to be faced on
later shoot-out levels, although a
few seconds are added to the
target time for each carriage.,

our skill levels are offered on
the start screen, and three modes
of play. In practice mode you have
32 lives but can only attempt the
first two trains; five lives are
supplied in normal mode, but
when they are used up pressing
fire within ten seconds allows play
to resume at the guard’s van of the
current train. Super proficient train
robbers can attempt the advanced
mode, where the game restarts
from the very beginning after five
lives have been lost.

PRESENTATION 74%

an and a use-

GRAPHICS 82%

Effective scrolling and definition
SOUND 62%

Awtul tunes, but good spot

HOOKABILITY 76%

simphstic ar
proves instanly

LASTABILITY 57%

Mot enoug 1 hold the

interest h'_'.l.l =1
VALUE 49%
Ex

0

Ne

sive for such a limited

WEST BANK

Gremlin Graphics, £4.99 cass, joystick or keys

caded down with riches

accumulated during the Gold

Rush, hundreds of pioneer-
ing folk head for the famous West
Bank of Dakota to protect their loot
from low-lives out to make a quick
killing.

Acting as a bank teller, your aim
is to take a deposit from behind
twelve doors which lead into your
office. The character on the other
side of the door might have other
ideas about this though, so a quick
decision must be made as the
door opens. Should they be a
clean-living farmer or saloon girl,
coming to place their hard-earmed
savings with the bank, take the
cash. But should you be con-

fronted by an outiaw brandishing
d gun, you must act in the best
Essentially West | interests of the bank — and shoot
Bank is & game | them, If, however, you make a
that tests your | .rongdecision and shoot aninno-
reactions  and | cent person, one of three lives is
recognition. It | |55t
may not sound exciting, but As cash deposits are obtained,
it's very Isive and had | ; Doilar sign appears at the top of
me for more, | the screen in one of the twelve
time and again. AS you | boxes corresponding to each
progress further into the game | door. Only three doors appear at
the action becomes faster, ' one time, so when these are dealt
and it can become quite @ job | with, the office wall is scrolled in
1o keep up with the pace. West | cither direction to reveal three
Bank is a good and | more doors which have not yet
well worth a as it's good | beeninvolvedin any transactions.
value at five quid. This process continues for two
P'&
f
i b ’ l
F 4
=
& har, e - s - T T ol

It just took one
game of this to
put me off. It's

AR compl and
- utterly NG.
Having to play it a couple more

times ‘just to make sure' was
sheer torture. West Bank is
simple, completely banal and
takes tedium to new extremes.
There's nothing to do but prod
one of the three keys at the
right time, then scroll the

at a fiver, hmm
I't‘ncun"lplnta and utter
of money.

whole days, split into nine stages,
Taking all twelve deposits com-
pletes a stage, and you are then
confronted by three of the local
desperadoes after your blood,
These outlaws must only be dis-
posed of once they have drawn
their guns, points being awarded
on the speed with which vour
assailants are despatched. If you
shoot too early however, another
life is lost.

When the shoot-out is over, the
action continues inside the bank -
however, the robbers are more
devious and doors close quicker.

and

games such as this tend to be
quite compulsive. However,
my interest soon waned as
there is little variation. Graphi-
cally, West Bank is very smart,
with of colour and
neatly presented characters —
but as to whether you will sti
30 playing in a fortnight's
m&lli

PRESENTATION 60%

structions and a few

rne music, but a bit

Fe E.r v
HOOKABILITY 75%

ong inial compulsion due to
F

LASTABILITY 5
P e b

tohold theinteres
VALUE 66%
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There are some places in the universe
you don’t go alone.

-AVAILABLE ON: ZX SPECTRUM 48K/128K/+...£7.99
AMSTRAD CPC CASSETTE ...£9.99 AMSTRAD CPC DISK ... £14.99
COMMODORE 64/128 CASSETTE ... £9.99 COMMODORE 64/128 DISK ... £14.99

ELECTRIC DREAMS SDF1WAHE_TEHMINL.:5 HOUSE. TERMINUS TERRACE. SOUTHAMPTON, S01 1FE  TEL: (0703) 229694




JAIL BREAK

Konami, £8.95 cass, £12.95 disk, joystick only

p until now, conversions of
Konami games have
arrived courtesy of Imagine
— from now on however, Konami

have decided to produce and mar-
ket their own conversions rather

prisaners run along the road from
right to left, turming from time to
time to shoot across the width of
the street and occasionally send-
ing a bullet or two from the left of
the screen. Five lives are provided,

than sell licences. The first
Konami-produced conversion off
the production line is Jail Break,
soon to be followed by Nemesis,
The inmates from the local
prison have broken out of their
cells, seized the repeating rifles
from the armoury and overrun the

and touching a convict or stopping

town. The Warden is tied to a stake mﬁaﬂﬂ
in the middie of his own prison, Imagine added weaponry is lost when you
and the convicts have captured licence fee. The die.

innocent men, women and chil- mg'. becomes Jail Break is abys- Barrels litter the streets
dren 1o aid their bargaining posi- count the three shots mal. it wouldonly | obstructing progress — the only
tion. You are the sole surviving convict as he turns have been | way to dispose of them is to use
lawman, and it's up to you to the street, and lessawful | the rocket gun, while the tear gas
rescue as many of the hostagesas |  then move forward. The colli- if it was a liftle | |auncher allows you to kill off snip-
possible, while eliminating the | Sion detection is decidadiy easier, if there was more vari= | ors. All three weapons are deadly
rampaging prisoners before they | ropey-sometimesabulletcan |  ety, and if the collision detee- | against the running convicts, and
do any more damage. pass through your feetanddo | tion wasn't so poor. It's pheno- 500 points are collected for each

convict, sniper or barral

Starting out in the city streets | NO w while at other
destroyed. According to the inlay,

armed with a pistol and an endless

%%
]

supply of bullets, the aim is to | flashes up to indicate that let is to miss. What's | hi-jacked trash vans career down
make your way along four horizon- you've lost a life and you can't more though,isthat | the streets and can only be stop-
tally scrolling sections and rescue | Work out what hit youl The lmmMmﬂm ped with the rocket gun, but after
the Warden for a massive 50,000 |  controls feel cumbersome; it's wmm with | extensive play in the office the
point bonus. Prisoners dressed in |  tricky to line up with the con- , lives, | found itineredi- | vanshadstillfailed to appear . . .
striped prison trousers scurry |  Victs when along the bly difficult to get 'l'tll?l to After fighting your way through
along the streets, bare-chested | Street and the is the last level —and when I did, | the city streets the action transfers
and dragging a ball and chain. rather minimalistic. C a | was astounded to discover | to the park, and then moves on to
Almost all are armed, and they disappointing start to that there are only four very | the waterfront as you approach
loose off triple shots at the merest | Konami's In-house conver- similar, banal and simple | the jail itself. The final section is
provocation. sions, that doesn't do Jﬂﬂﬂ lévels. A complete waste of | played against the drab grey
The action is viewed from the | to the competence their time and money — wholehear- | institutional interior of the prison:
side, with the policeman moving in | | Srcade games. tedly recommended to those | take care when approaching the
one of four directions, firing his with extreme masochistic ten- | \Warden - the prisoners are likely
weapon in the direction in which dencies. to shoot him before those lovely

he is facing. Convicts lurk below
manhole covers, peeking out to
take pot shots, while snipers have
installed themselves in vantage
points beside the roadway. he

k
A

a bullet leads to death, with play
resuming from the start of the level
{unless you expire half-way along
a section).

Rescuing hostages by walking | launcher, while the second liber-

points can be collected. When the
Warden has been rescued or killed
by the convicts the game cycles
round to the beginning again and
another rescue mission can be
attempted, but this time the con-
victs are really out in foree . . .

into them earns bonus points and
more advanced weapons. Thefirst

gun. The additional weapons
appear as icons on a status panel
at the base of the screen, and
pressing the space bar toggles
between the weapons held. All

E 24%
Jugh var
arrant the

OVERALL 30%
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Electric Dreams £9.99 cass, £14.99 disk, joystick with keys

n the planet of Mechworld,

all life is completaly auto-

mated - even the inhabit-
ants are machines. For many years
the mighty computer systems
used on Mechword have
theorised about the possibility of
organic life and now, deep in the
mechlabs, the Machine Sorcerer
Wardlock has made their dream a
reality.

Incarcerated in his labs are Solo
the Syntleman, a synthetic
humanoid, and Mejo, a humanoid
baby. 5olo has realised that as the
result of a laboratory experiment,
he and Nejo are doomed to ramain
under examination in the
mechlabs until they die.

In order to gain their freedom,
Salo has devised a plan to distract

the Sorcerer by feeding confusing
data into his terminals, thereby
disabling his security systems. He
and MNejo may then make good
their escape, and attempt to find
other organic life before further
experimentation takes place.

You take the part of Solo, direct-
ing him around the maze-like
mechlabs in search of security
units, which are then used to dis-
engage Wardlock's security sys-
tem.

Solo's movements are joystick
controlled, and his task Is ham-
pered somewhat by the fact that
he must also take care of Nejo,
who follows him about on all fours.

The little prodigy takes quite a
bit of looking after; indicators at

the top of the screen tell you when
MNejo needs cleaning up and when
it is time to feed him. Another dis-
play alsoindicatas the current oxy-
gen supply level, which needs
replenishing from time to time.

The central display is taken up
by a view of one of Wardlock’s
monitors, giving a forced-per-
spective 3D picture of the cap-
tives, their present surroundings
and Wardlock's failled experi-
ments — specifically the Bloberites
and the Globewells. These hinder
your progress around the labs,
and repeated exposure to them
causes you to be returned to your
initial location in each zone.

The mechlabs are divided into
four major zones, termed lce,
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Here we go again,
B s

i ementa-
tion. i% is
another of those
games that fails because too
much has been crammed into
it. The game-play, what there
is of it, is slow and

suffer even more, and tryln;?tn
make that awful child ow
you is near impossible - and
when it is mastered it's even
slower than b;frnrnl 1 1::;11'
enjoy odigy,

dﬂuhﬂ"l: Il appeal to many.

Vegie, Tech and Fire. Movement
between them is speeded up by
use of a teleport systemn, which is
activated by simply walking into its
chambears.

PRESENTATION 65%
Sparse ans, but good in
ation.

Lncon

tive.

SOUND 45%

butlittle inthe way

Large
bothe

VALUE 31%

%
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Ny & 3
Launching soon on:
Spectrum £7.95 NMC Limited, PO Box 67

Amstrad, Commodore tape £8.95 London SWI1 IBS
Amstrad, Commodore disc £14.95 orcallon 01-228 6730

For mail order enquiries please write to:




hroughout history, in times of anguish and need, there have arisen
great leaders who have turned away the tides of defeat, deprivation
and slavery. They have secured not only protection and prosperity for their
peoples but also a place in the history of mankind.
Dare you stand beside them?
Measure yourself against the evil forces of today — total war -
epidemic — starvation — poverty —
and prove that you have the power to be

SRESINENT

L
» -
£ e - BTN -

FEATURING: @ Oil Exploration and Development @ Battle Tactics Addictive Gﬂmes Lid
and Defence Strategy @ Politics — including Food Policy, Health, ;
Economic Problems, Vote Winning Ploys etc. @ Finance - Qil Sales, 10 Albert Road - Bournemouth

Gold Reserves, Exchange Rates . . . and of course — Elections Dorset BH11BZ - Tel: 0202-:296404
AMSTRAD £9.95 SPECTRUM £8.95 COMMODORE 64 £9.95 COMMODORE 64 (DISK) £14.95




SHORT CIRCUIT

Ocean, £8.95 cass, joystick with keys

umber Five is a SAINT
(Strategic Artificially Intelli-
gent MNuclear Transport)
series robot, produced for the US
military by Nova Robotics. By a
bizarre stroke of fate, this omnipo-
tent killing machine has been zap-
ped by a million-volt lightning bolt
and become a living entity, with a
conscience and a will to survive.
This doesn't meet with the
approval of either the security
forces, who are none too keen on

having a laser-toting robot wan-
dering all over the place, or Nova
Robotics, who want to dismantle
him and find out exactly what has
happened. Both want him back -
and not necessarily in one piecal
Short Circuit is divided into two
sections, relating to Number Five's
escape from the Nova factory, and

his subsequent attempts to remain
free by evading his pursuers.

The first section takes the form
of an arcade adventure, in which

the robot roams through a
research complex, searching for
the equipment necessary to com-
plete his laser and jumping
mechanism. Without these he
cannot successfully escape from
the factory. He also needs to dis-
cover the technical data which
enables him to produce a decoy
robat. This is then used in the next
stage to fool the authorities.

The second section follows
NMumber Five's journey across
country, hotly pursued by his
would-be captors. The local

P A i 8 ] e s

wildlife must alsc be avoided, as
his conscience is so troubled by
the death of living things that he
shuts down if he inadveriently
harms too many creatures.

On completion of the dummy
robot, which is destroyed in his

place, the robot makes his way to
his human friends’ van and free-
daom.

Mumber Five is joystick control-
led and, as in reality, has only one
life. To account for this, there is the
option to play the second stage
without having to complete the
first.

PRESENTATION 78%

tr re

HOOKABILITY 60%

[

OVERALL 49%

B
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LEADERBOARD
(EXECUTIVE EDITION)

US Gold, £9.99 cass, £14.99 disk, joystick only

old plus-fours and dust off the

golfing trolley. Yes, it's Leader-
board - the Executive Edition. The
designers of the world famous
golfing simulation now bring you a
souped-up wversion, with the
added realism of playing on a
course with bunkers, trees and
rough.

The player is presented with an
initial choice of completing the
course alone or in a group of up to
four people, with three levels of
difficulty which may be set diffe-
rently for each individual. Unlike

lt's time once again to put on the

the earlier edition, there are only
two coursaes with this version, the
first of which is included with the
game while the second has to be
loaded separately.

On selecting the required
options, the screen presents a full-
perspective, first-person view of
the fairway. This overlooks the
goifer, who appears at the bottom
of the screen ready to tee-off,

Control of the goifer is by joys-
tick and is identical to Leader-
board. A cursor is positioned on-
screen to indicate the ball's direc-
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tion of flight, and an information
panel on the left gives the course
details, including the wind
strength and distance to the hole.
This allows you to make your
choice of club from the set pro-
vided, which ranges from a One
Wood right through to a Nine Iran
and Pitching Wedge.

On pressing the fire button, a
power-bar scrolls down, which is
stopped by another click of the
button. The amount of bar
revealed corresponds to the
strength of the shot. A second bar

HOLE
FHE

= B

CODURSE

then appears which is controlled
in the same way, enabling you to
determine the amount of hook or
slice on the ball. This coincides
with the movement of the golfer as
he swings and hits the ball down
the fairway.

When the ball eventually stops,
the screen is re-drawn to show the
golfer's view of the course as seen
from his new position. The action
always faces the hole, and the pro-
cess is repeated until the ball lands
on the green,

When play is finally within put-

ting range of the hole, the golfer is
automatically given his putting
iron. Asmall pointer appears to the
left of the hole, which shows the
direction and amount of slope,
enabling you to compensate with
the strength and direction of your
shot. The information panel also
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meter where the bar is simply
stopped at the required strength
for the putt.

Successfully holing the ball
brings up the current scoreboard,
which shows the individual hole
scores and the running total for
each player. See you at the
nineteanth holel

GRAPHICS 89%
3 585 in true
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RIDERS GO FULL CIRCLE....

£

P i TN —ererng ¢ .
FASTER-THAN:-LIGHT FTLFASTER THAN LIGHT, CARTER FOLLIS GROUP OF COMPANIES. .
e’ SEDGLEY ROAD EAST, TIPTON, WEST MIDLANDS DY4 7UJ. Tel:021-557 2981 (4 lines)

SPECTRUM £7.95

o # . SHQCKWAY RIDER
s AMSTRAD & COMMODORE £8.95




KRAKOUT

Gremlin Graphics, £9.99 cass, £14.99 disk, joystick only

WRN-T ¥ - IVE GOT a WINEy Tl Yol

I
i

rakout is are-working of one
Kaf the oldest forms of com-

puter game — Breakout. An
arrangement of blocks is pre-
sented on-screen, with a bat either
on the left or right. A ball is
launched into the playing area and
bounces around the screen,
destroying the blocks on contact.
The player moves the bat up and
down to stop the ball going off the
side of the screen. When the
screen is cleared, another pattern
is brought into view.,
Mot all blocks explode as soon
as the ball touches — some require
two or three hits before disappear-
ing, and others turn into silver
squares which can be hit again to

i
iy
i

T

give the player an advantage
These advantages include mis-
siles to fire at the blocks, a reduc-
tion of the ball's speed, an explo-
sion destroying adjacent blocks,
giving the bat the ability to catch
the ball and fire it back, a double
bat, a shield behind the bat, an
extra life or an expanded bat.
Aliens wander around the play-
ing area and explode on cantact
with the ball, deflecting it in a ran-

dom direction, Some aliens are
more deadly than others — one
ireezes the bat on contact and
another actually eats the ball and
spits it back in an unplayable form!
But not all of the aliens are bad
news = one turns into another ball
when hit, while another destroys
all blocks on screen.

A life is lost when the ball gets
eaten or goes past the bat —when
all lives are lost the game ends. An

’lmmiiiﬁmﬂr!inﬂ?
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extra life is awarded every 10,000
paoints, or when a block marked
with an "X’ is hit.

aliens are very —butsmart
graphics alone don't make a
fu:rmm&'ﬂmmm

a Hl"ll, then m
becomes tedious.
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ARKANOID

Imagine, £8.95 cass, joystick, keys, paddles and mouse

omething strange has hap-
Spened. The mothership

Arkanoid has exploded and
a small spacecraft, the Vaus, has
scrambled away, only to be
sucked into a void inhabited by
The Dimension Changer. This hor-
rid creature has transported Vaus
into a strange dimension — 32
block-patterned screens. The
Vaus has to move from one screen
to another by clearing each screen
of blocks, finally confronting the
Dimension Changer on Level 33.

The Vaus sits at the bottom of
the screen and a ball is launched
into the playing area. The ball
bounces around the screen and
ricochets off the sides, destroying

the blocks on contact. The player
moves Vaus left and right to stop
the ball going off the bottom of the
screen.

Mot all of the blocks explode on
contact. Some take a few hits
before disappearing, others, when
hit, drop a spinning capsule which
can be collected to gain a feature
—such as expand bat, slow down

ball, the ability to catch and
relaunch the ball, a laser to shoot
at the bricks, an escape route to
the next screen, and extra life and
split the ball into three separate
balls.

Aliens float about the screen
and although seemingly harmless,
they pose an indirect threat to the
Vaus — when the ball hits an alien,
it explodes and sends the ball
flying off in the opposite direction,

QA ROIVT )Y
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gl version
of Breakout a bet-
ter buy than

Gremlin's? Arkanoid is a lot
prettier than Krakout, it also
sounds better — and it's a quid
cheaper. But that's not all -
Arkanoid has that undefinable
something that Krakout lacks,
Arkanoid has less screens, but
is more ble than Krakout
—more so using the Neos
mouse. if you have accesstoa
such a mouse, | thoroughly
racommend Arkanoid - for the
simple reason that it's simply
gorgeous playing with it.

If the ball goes past the bat a life is
lost, although extra lives can be
earned at regular point intervals -
or by collecting a capsule marked
with ‘P".

If you like playing the arcade
| recommend that you
- mh,nzadaﬁmmeumhn

ESENTATION 90%
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GRAPHICS 80%
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LEVIATHAN

English Software, £9.95 cass, £14.95 disk, joystick only

rifting aimlessly in the

depths of space lie huge,

mysterious landscapes
inhabited by hordes of aliens intent
upon your destruction. Your aim,
quite simply, is their total annihila-
tion.

The landscapes scroll diagon-
ally across a static star-field with
your fighter appearing on screen
in perspective to the background.
The ship can roll left and right, loop
and spin to face in the opposite
direction, and rise and descend
with respect to the landscape.

Your fighter comes equipped
with forward firing lasers and three
smart bombs. Points are scored
by destroying alien craft and
specific ground features, many of
which retum your fire as you fly
past. Elimination of all enemy
ships in any zone eams the player
the option to either increase the
skill level or transfer to the next
zone,

Large tracts of open space lie
between the sections of land-
scape and are well defended by
alien attack craft. Refuelling is
possible during this flight, and is
accomplished by shooting fuel-
cubes which spin toward you,

A panel below the main screen
shows your height above the land-
scape, the time left in which to
complete the level, smart bombs
remaining, direction of alien attack
waves, and your current score,

There are three separate land-
scape zones — a moonscape,
which is loaded as part of the main
program, a cityscape and a
‘Greekscape’, containing Grecian
columns and statues. The latter
two sections are loaded sepa-
rately and may be called up at any
time, giving you a choice of back-
drops.

'HEAD-
ACHE?'

Leviathan looks
very impressive,
but when you

trol mathod must be one of the
worst ever used onashoot 'em
up. It's so bad that it makes the

either = all you have to do is
shoot a defined number of
aliens to progress to the next,
very similar level. And this
merely adds boredom to the
frustration . . .
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pensate for the tired game-
play. Leviathan does, but in

tem and

GRAPHICS 80%

iy drawn backdrops and

I .
over-complicated co

LASTABILITY 39%

Mot muchint
a in

VALUE

OVERALL 41%

A sadly uninspiring if an

pointing.
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Gremlin Graphics Software Lid., Alpha House,
10 Carver Street, Sheffield 51 4DS, Tel: 0742 753423

100 ACTION PACKED SCREENS MEANS THIS GAME IS OVERLOADED WITH FUN!!



I'll never forget the first 3D film |
saw on the big screen — it featured
a very large shark which appeared
to leap out of the screen straight at
me. Of course | was ever so young
at the time, and very impressiona-
ble -1 hid in the broom cupboard
fordays. ..

Anyway | digress. The powers
that be at ZZAP! Towers have
decided to be everso genesrous
and give a new 1541 disk drive to
two readers. No less than 10 con-
solation prizes of a ZZAP! T-Shirt
and Cap set are also on offer. Of
course they're not entirely free:
you will have to do a bit of work to
garn one of these super prizes, and
this is where my obscure reference
to the subject of 3D comes in.
What you must do is design a 3D
map of any existing Commodore
game. _

If ygu look on page 58 of this
issue you'll find a 30D map of the
fourth level of Escape from Singe’s

Castle. Study it carefully — it should
help you design your 3D master-
piece. A fair old bit of brainpower
i1s called for, and I'm an under-
standing fellow. You can have a
couple of months to complete the
task.

Don't actually send in a 3D
object — draw out your map so |
can have lots of fun with scissors
and glue. If the winning maps are
good enough we'll pack off the
prizes and print the maps in a
future issue of ZZAP! so everyone
glse can share in the product of
your genius.

Once you have finished your
cartographical creation, drawn it
out on paper and tested it's viabil-
ity as a ‘build it yourself' project, fill
in the form below, remembering to
include your T-Shirt size, and send
whizz everything off to 3D ZZAP!,
ZZAP! Towers, PO Box 10, Lud-
low, Shropshire SY8 1DB to

arrive by the 14th of May.

ADDRESS

T SHIRT SIZE
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Iwould like to order the following ZZAP! 64 BACK NUMBERS . . .
Please tick the corract box

81100120113 140 ] 15 160 17 1801190 200

BACK NUMBERS SPECIAL OFFERS!
® Order THREE or FOUR issues at the same time and get 40
off TOTAL COST!
Better still, order FIVE or MORE issues at the same time and
get 20 pence off EACH ITEM!

PRICES
® ALL BACK ISSUES NOW £1.20 EACH (including P&P)
® OVERSEAS ORDERS: £2.00 per magazine (they cost a small

fortune to send)

Name

Address F

Postcode
Please make c orders to ZZAP! Itis best to avoid
cash payments. Please DO ANY order with mailto

the ED Mﬂﬂhw-hhwﬂmmnmmw
your orders to the address

PLEASE DEBIT MY VISA/ACCESS ACCOUNTE
| wish to pay by Visa/Access (delete as applicable)
Signature

Expiry Date

Please Charge My Account Mo:
Number of issues orderad
Less discount if applicable

TOTAL COST £

I enclose a CHEQUE or POSTAL ORDER for the TOTAL
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One Al O'L ' iig Computer
Peopila o D 0 il Com-
pany Interview: . ode Tips!
Rocket Roger Map! . Joystick
Reviews! Birth of a Pardroig . V! Flight

Simulators. Round-Up Part I Rignall Losas
Challenga’ Terminal Man! And More!

Mo 7 Movember 1985
132 Pres  ~=nus Pages! Sean Masterson AND

Gary Lic *hg ZZAP Crew! Paradroid
AND Ls Tonple Discovery Kit
Goid b OL ars! Wizard's
Lair! . D 0 Round-
Up! ZZAPH.. Ur’ of Tan-
tamount Tips! Nou. & lapf Mas-
lerblaster Quiz Il Gary ., is His First

Challenge! Terminal Man! And hure!

No 8 December 1985

140 Prolific Pages! Elecirosound Gold Meadal!
FOUR Spitfing Sizzlers' Scarabasus! Batalyx!
Who Dares Wins Il ACE! Zoids AND Elektrag-
lide Praviews! A Look al Software for Kids!
FIVE Pages of Thrilling Tips! Sabre Wulf Map|
Diavid Crane Interview! Penn Loses Chatlanga!
ZZAPSTICK! Terminal Man! And More!

Mo 8 Christmas Special 1985/86

172 Pork-Fres Pages! Amazing FREE Double
Sided Od Frey Poster| Ballbdazer Golg Medal
THREE Splendid Sizzlers! Koronis Rift! Aobin
of the Wood! Temple of Aphsai Trilogy!
Advanced Music System! Uridium Prewiew!
SIX Pages of Triemphant Tips! Undensuride
Map Part I' Archer Mackean AND Joff Minter
Interviews! US Gold Praviews! Rockiord's
Round-Up! ALL is Revealed - Inside ZZAP)
Towers! Shorl Story by 2000 AD's Kalvin Gos-
rugdll Oli Fray Profile! 2000 AD Speak! Terminal
Man! And Even More!

Mo 10 Fabruary 1988

116 Perspicuous Pages| Bounder AND Eido-
lon Gald Medals! TWO Super Sizziers! Fight
Might! Rens! Deus Ex Machina! Tony Crowdher
AND Martin Galway Interiews! 51X Pages of
Touching Tips! Dynamite Dan Map! Under-
wuride Map Part Il Incredible Pictures in the
Compunet A Galleryl Shadowspiel!
Lucastilm Interview Part 1| Terminal Man! And
Mare!

Mo 11 March 1886
116 Parpr * =l Pages! Mercenary Gold Madalt
ENE 5 Terlars! Arc ol Yesod!

Hardbal' "= Interview Part iF
Andrew SOL D i
Firgt (A

Blaster! FIVE r.._
Bounder Maps! Activs..
Shadowsplel! ZZAPBACKI e,
And Mora!

dnal  Man!

Mo 12 April 1886
116 Practical Paper Pages! * Judian Rignall’ on
thie Coverl NO Gold Medall THREE Sizzling
Sizzlers! Zoids! Biggles Preview! Gama Killer!
Programmer's Egos Abound - ZZAP
Superstar Challenge! FIVE Pages of Transcan-
dental Tips! Fust Four Leveis of The Eidolon
Mapped! ZZAP! Readers Awards Resulis!
Mindsmear Preview! Wild Sounds Erom Your
64 — Datel Digidrum AND Sound Samphar|
ZZAPBACK! Shadowspiel! More Fabulous
Compunet Art! Terminal Man! And More!

1986
ages! Aler Egg
8! Thrustl S
Clairg

-
g

W lama -
ow Parl Il
Stamng Jei
phychesgue Tips!
Whtor Maps! Palace
il Sha l.l.lgpqqll Mindsmear
APEACK! Imagine Interyiee!
Bt 1 1o 120 Tan And
HE

Pages! Spoindes
HUCY [

v
'8 Hevenge Map!

errestrial

Last Four Levels of The Eidolon Mapped!
Shadowspiel! Gary Liddon's Technical Bit in
the Middle! Rignall Loses Challenge! ZZAP-
BACK! Terminal Man! And Marg!

Hao 15 July 1886

124 Profound Pages! Leader Board Godd
Medail FOUR Sublime Sizzlers! Boulderdash
! Slamballl Go for Goid! Sentinell Budget
Reviews Bonanza! Penn Wins Chablange!
Euromax’'s Mouse and Cheesa! SiX Pages of
Tender Tips! Starquake Map! More Outstand-
ing Compunet Artl Daily Liama — Mirter Diary!
Gary Liddon's Technical Bit in the Middie!
Shadowspesll CAL Previews! Termimal Man!
And Kaora!

Mo 16 August 15886

116 Pompous Pages! NO Gold Matall FOUR
Stupendous Sizziers! Green Beret! Tau Catil
Infiltrator! Kik Stat I Controversial Musician's
Ball Interview! Vidcom Arl Package Faviewed!
Pann Wins ANOTHER Challenge! Daily Liama
= Minter Diary! NIME Pages of Tasty Tips!
Cauldron Il Map! Hacker Map! Mercanary Map
AND Tips! ZZAPBACK! Terminal Man = Final
Episode! And Even Mora!

Mo 1T September 1988

124 Paginated Pages! Roger Kean Leaves
ZZAP1 TWO Gold Medals! Ghosts 'n' Gobdins
Graphlc Adventure Creatorl FIVE Sensuous
Suzziers! Knight Games! Arac! The Second
City! Hercules! Split Personalities! All Ameri-
can Gold Rush - Previews of FOURTEEN S
Gold Games! The Musician's Other Ball -
Commodore's Music Expansion  System
Reviewod! Penn Loses Challenge! Dadly Liama
= Conclusion of the Minter Dairy! SEVEN
Pages of Topical Tips! Ark Pardora Map And
Salution! RMS Titanic Map! Masterbiaster 1
Software Cuties Special! Uchi Mata Praview!
ZEAPSTICK! Chns Butler Interviewed! ZZAP-
BACK! And Marg!

Mo 18 October 1986

116 Powerful Pages! Gary Penn Appointed
Editor! NO Gold Madal! FIVE Sexy Sizzlers
Beyond The Forbidden Forest! Powerplay)
Parallax! incis Alpha! Super Cycle! Two Read-
ers Baitle in the Chaliengal Grag Bamett inter-
viewed! NINE Pages of Titilating Tips! Tau Ceti
Map AMD Tips! Second City Map AND Tips!
And Morel More! Mora!

No 19 November 1986

148 Praity Pages! World Games Gold Medail
FIVE Spiffing Sizziers! Dan Dare! Sanxion|
Tass Timas in Tane Town! Trivial Pursuit! Delta
Four Interview! ZZAPSTICK! TEN Pages ol
Temific Tips! Miami Vice Map! First Four Levels
of Equinox Mapped! Robin of the Wood Map!
Jahm Twiddy Interview! ZZAPBACK! And (Be-
fieve it or not) MORE!

Mo 20 Decembaer 1586

180 Prestigeous Pages! TWO Gald Medals!
The Sentinell Bowderdash Construction Kifl
FIVE Superb Sizziers! Sacred Armowr of
Antiriad! Lealhwr Goddesses of Phobos!
Bobby Bearingl The Pawn! Trialbazer!
Firebird's Fabuwlous Microrhythm Drum Kit
Reviewed! TWELVE Pages of Top-Haola Tips!
Jack The Nipper Map! Zoids Map! Dan Dare
Map! Antirad Map! And Mora! Mone! Moral
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THE COMPUNET PAGE

his month sees yet more of
! I the usual thrilis and spills

provided by that most
interesting of  entertainment
media, the Compunet Demo. Yes
folks, you guessed it, even more of
those adrenalin provoking prog-
gies with all the fave features that
everybody just loves to see. And
this month we've got them all - bit
map screans, Rob Hubbard music
and sprites in the border scrolling
messages!

Actually, despite this youthful
cynicism, things are getting a bit
better in the whacky world of
demodom, The most prolific demo
factory are the relatively new Mean
Team, who are now showing some
imagination in their work. And very
quick they are too = it seems that
agame only has to be inthe sho
for a few pico seconds before t
Mean Team have hacked out the
music and transferred it into
dermoness. MT productions worth

%/ Tha Mutants loadin

Team's MUTANTS demo

254

screen forms an integral part of the Mean

RCELCT

L

SID and VIC move in time to the in-game music from ESCAPE FROM
SINGE'S CASTLE - as hacked by the Mean Team

But can the net take the strain?. ..

looking at include SID&VIC'S
FIRST, BREAKTHRU MT, MUT-
ANTS MT, and IT'S WAR.-MT - all
these, and more, can be found at
the Mean Team's DIR at 220883.

'Pick of the Pops' this month is
the Judge's latest (and probably
graateat} file of fun, CRAZY SAM-

LE II. Odd it is indeed, with the
demo including two new, original
pleces of music by a foreign chap
called Red. Though quite twee, the
music is certainly listenable — but
it's the graphic accompaniment
that makes it all worthwhile. Mr
Headroom struts his funky stuff in
time to one of tha tunes — and
highly amusing it is too. I'm not so
sure about the scrolling
writtan in a strange blend of Ger-
man and English, but overall it's a
worthwhile download and can be
found at DEME (or thereabout).

If you've got a bit of time on your
hands, the Highlander's

ANIMATOR Is worth pleking up for

CEMTOM-DESIEMS"
o g

o o, -

i
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STRANGE TRANSFORMATIONS

This month, our ex-resident corpulent techno-tea boy Gary Liddon logs on.

the £2.50 it costs. This package is
capable of producing fast and
zappy text frame animation by
scaling, rotating and animating
any 1ma?e you create. | say it's
worthwhile if you've got a bit of
time, as creation of an animated
sequence can be quite a chore -
the machine needs a while to
create each frame, but the end
results usually make the experi-
ence worthwhile. It's possible to
save or load your sequences out
to disk or tape, and if you shell out
another quid for an extra utility
entitied ANl DEMO MAKER, it's
even possible to create stand-
aiuﬂﬁ demaos. GOTO 216895 for a
look.

Another demo that came to our
attention and held it very well is
¥ESS2 REWIND at DEME. It's the
computer equivalent of ‘Stars On
45', with about 20 teeny snippets
of some 64 games along with a few
of their soundtracks as rendered

GOTO RADIX and download RADIX PICTURE SHOW,
featuring these threa delightful pictures . . . as drawn by DOKK

on Electrosound. Oh Na! Not Lec-
cysound, | hear you shout . . . but
they are very good so have a look
and DNLD . ..

And now ... it's competition
time, where you can win fame, for-
tune and glamour, Della,
Thalamus' next release, includes
an interesting loading system with
a DIY "mix it yourself’ Hob H tune.
Hopefully by the time you read this
I'll have set up a DIR with a totally
unprotected copy of the music
and details of how to interact with
it. There'll also be some example
source code of Laser Genius/
Machine Lightning variety. The
best implamentation will get fame,
fortune, love and glory, Who could
ask for more? ... only someone
uerly ireedy. that's whao.

alk to you some other time —
but in the meantime . . . have lots
of jolly nice fun. Bye . ..

GARY LIDDON
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A Tuesday in out-of-season Blackpool is pretty much like a Tuesday in any other large British town. A
few shoppers scurry along windswept streets, traffic wardens prowl the kerbs and litter blows along
the pavement. Not really a place to visit. But this Tuesday was a bit special — it was the first day of an
Amusements Exhibition, and the Winter Gardens complex was packed to capacity with high-tech enter-

tainment hardware.

Gary Penn, Graeme Kidd and Ben Stone spent
the day amongst the ‘Amusement With Prizes’
machines (Fruit Machines — for the uninitiated),
side-stepped the candyfloss machines and giant
inflatable kiddie casties, tried to ignore the legion
of jukeboxes and got to grips with the latest
arcade games. Ben's eyes widened as he realised
thateverything was seton free play—he’d brought
a stack of 10 pees all the way from Ludiow !

ltwas a trade exhibition, so the talk was all about
margins, multiple-site operations and the latest
boards from the Orient. There were more business
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suits than you would ever expect to see at a com-
puter show — and the sight of a middle-aged
businessman whooping with glee as he whizzed
round in the cockpit of Konami's Le Mans driving
simulator for the third time was strange indeed.
Especially as there was a longish queue of
besuited executives fighting and doing shady
deals to procure the nextturn... “Let me
through, ’'m a reviewer" cried Gary Penn,
intimidating all and sundry with his spiky hair-
cut...
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Looks like Mr Penn's going to be recalled to the Pits before long . .
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Konami's officially endorsed rac-

ing simulation game pits you
against the gruelling course of the
Le Mans 24-hour endurance race.
Seated in alarge cockpit, partofa
fibreglass mock-up of a Porsche,
and surrounded by dials and
gauges, you are equipped with a
gearshift (low or :ﬂh} abrakeand
accelerator and, of course, a

g r-J T:ﬁ" 1__:. ¥ E‘j)ﬁl

Sega offer four versions of their
new driving game — the basic
machine features a brake,
accelerator and fixed steering
wheel as well as the high/low gear-
shift; the next model up featuresa
steering column that judders and
shakes when you leave the road or
crash, and then there are two
cockpit versions which have you
sitting in & car that judders and
leans as you take comers or crash.
In the cockpit versions, stereo
speakers mounted behind the
driver blast out music and sound
effects, enhancing the already
excellent illusion of road racing.

At the start of Out Aun you can
choose the musical accompani-
ment you'd like to have as you
zoom along the scrolling manway.
Oncethe radio’s been tunedit'son
tothe start and away. The roadway
curves and dips as you drive a hot
streei machine along the course —
the 3D scrolling is wonderful.
Trucks and cars have to be
avolded, and every so often the
track forks — there are five finishing
points and it's up to you to choose
aroute. ing onthachoices
made at junctions, you can be
involved in a harrowing race
through a rock canyon, travel
under a series of rocky bridges or
cross the desert delights of sandy
dunes.

Out Aun is highly polished - the
music is excellent, and a host of
neat touches have been added.
Apart from the impressive

5 1
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1 {._ ) "l

stearing wheel. Press the start but-
ton and the race begins.. . .

Le Mans is an exhilarating
experience — part driving game,
part fairground ride. As the car on
the screen takes the video comers
the whole cockpit swings, spin-
ning round on its axis and throwing

pu around in the driving seat.
ve the tarmac or nudge the
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After a crash, the car Is replaced on the road and it's time to go for 2 standing start . ..

Back to the Pits, with mechanics standing round in designer overails.

A chance to view the course map

kerb and the ride gets distinctly
bumpy. There are limits to realism,
however . . . should youcrashthe
car, the angle of view on the screen
changes and you see the car on
soreen, spinning through the air.
The game doesn't actually throw
you out of the cockpit—safety con-
siderations mean that totalling the
video Porsche only leads to a suc-
cession of violent judders and
lurches. There is also a smaller,
more cramped version of the

cockpit which doasn't throw its
pasaan?er about quite as much.
hastobe completed in
a r;a.rahfylng time, or you are recal-
led to the Pits and the game ends.
Keep up with the pace however,
and before too long night begins
to fall and you're driving beneath
an impressive scrolling skyscape,
lit by the rays of the setting sun.
Then the lights on the side of the
track come on and your night driv-
ing skills are put to the test . . .

[S

ZZAP!64 April 1987 49




graphics and sound, attention has
been paid to every little detail: for
instance you have a female pass-

rinthe carwhoisn't averseto
a bit of back-seat driving — she
wags an admonishing finger as
you both sit on the road after a
crash. The basic game s neat, the
mid-range version adds an extra
dimension of realism with the
feedback from the steering col-
umn and the complete cockpit
implementation is a thrilling
exparience. While tha latest
Konami race game offers a neat
driving simulation and provides a
different ‘camera view' when you
crash, Out Run has the edge in
both game-play and presentation
when the two cockpit games are
compared. Somehow the gyra-
tions of the Le Mans module are
disorientating rathier than realistic;
Out Run’s moving cockpit is more
believable, and the added touches
make the whole package more
atmospheric.

Bally Sente are also offering a new
driving game — but one with a dif-
ference. Dispensing with the
accelerator and brake pedal, Bally
have added a gun! ¥You drive over
a steadily scrolling landscape,
steering with one hand and shoot-
ing from the hip with the other,

The front of the car is fitted with
a claw-like device that's used to
pick up crystals as you drive over
them. Green crystals add ten
shots to your pistol’'s magazine,
while the blug crystals found on
tha higher levels are good for an
additional 50 shots.

Hurtling through the hazardous
terrain, avoiding mines and craters
— the front of the car gets to look
moreand more battered with each
successive collision, and if you're
really careless and hit a mine with
the crystal-collector it's impossi-
ble to collect extra ammunition.
Red crystals, when found, go
some way torepairing the damage
— but if the collector's out of
action . .,

Averitable host of flying, bounc-
ing and crawling meanies popu-
late the Sama. including ldors,
Dwyads, Drosians, Cruisers, Boun-
cers, Speeders . . . and soon.
Mutant bugs flit across the screen
on the first level, occasionally
attempting to sit on the front of the

Straightforward shoot 'em ups
were in abundance at the show.
Taito's Soldier Of Light casts you
inthe role of a futuristic space hero
by the name of Xain — a sort of
Green Beret in space, who has to
put up with a few Ghosts 'n’ Gob-
lins-type problems.

Five planets are under attack
from an evil invading army, and
your first task is to decide which
planet to save first. The flve worlds
are all fundamentally different —
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As you shift gear, smoke billows from the rear tyres and

at 38km/hr the palm trees that flank the road are a blur as far as our camera is concerned

The front of your techno motor looks a bit battered as you confront
another houseful of snipers at the end of a level. Fortunately,

the crystal collector is unharmed

NIGHT STOCKER

car and inflict damage by nibbling
away at the paintwork. Quick
thinking and an itchy trigger finger
are required to bring their destruc-
tive meal to a close.

Atthe end of every perilous sec-
tion of terrain the car draws to a

SOLDIER OF LIGHT

the fighting takes place in a jungle
populated by evil flying insectoids
on one planet, underwater on
another, and against a dangerous
volcanic landscape on a third,
Having selected a planet to
clean up, Xain is transported there
in a space craft and deposited at

Poor old Xain —

he's just lost a life doing battle
with the enemy HQ at the

end of a planet

—a<)

halt outside a strange, futuristic
building. Snipers pop up in the
windows and it’s up to you to blow
them away before the car sustains
aven more front-end damage.
MNight Stockear is an unusual
game that combines the elements

of shoot 'em up with a fairly
straightforward driving game —the
factthat you have to do two things
at once makes it frustratingly
addictive, well worth a few 10
pees.
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the start of a horizontally scrolling
landscape. The shuttle takes off
and you're on your own. Dressed
in a special suit, the hero can per-
form a two-stage jump, kneel, lig
fiat or scamper to the right. The
suit's protective powers sustain
up to sixteen hits from the mobile
creatures that lurk on the planets
but can only resist a single shot
fired by one of the enemy troopers
- 50 they have to be disposed of
promptly if lives are not to be lost.

This is another shoot 'em up inthe
classic mould of Salamander,
featuring a couple of superherg
soldiers pitting their wits against
an evil warlord and his minions.
Starting out solo, you blast away
furiously at the flying horrors that
enter from the right of the screen—
and every so often a despatched
alien leaves a pod behind, Collect-
ing a pod conveys extra equip-
ment or alters the game-play sub-
tly. An orbiting defence system
and extra firepower may be
acquired, the speed of the scroll
modified or the effect of your

CHOELALY
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Fighting through the jungle scenery, Xaln pauses in amazement —
there are no marauding meanies on the screen with him!

Extra firepower can be collected,
and comes in handy when you
confront the enemy base at the
end of each landscape. Destroy
the evil invaders' emplacement,
andthe planetis liberated=soit's
back into the shuttle and off to
another warzone.

Overall, Soidier of Light is an
attractive, if rather unoriginal
shoot 'em up. It should prove
moderately entertaining if not
totally gripping.

SIDE ARMS

weapon altered. Collecting one
specific object allows a composite
soldier to be created, as two
characters merge ‘Transformers
style' to form a super-powerful
fighting machine.

At the end of each Stage a par-
ticularly powerful enemy machine
has to be destroyed before the
heroes can continue their quest to
defeat the Bad Guy.

Side Arms is an unoriginal, but
attractive and fairly playable addi-
tion to the already crowded range
of Salamander-inspired shoot 'em
ups.

The orbiting orbs are a mere biur as the camera shutier records
the two space heroes in their unified form

L3 fum
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The hunky hero fights in open country.
He's so bulch, he doesn't even need a shirt . .

One of two brand new Konami games on
show, Gryzor is a hectic shoot 'em up in which
you star as a heroic one-man army. Starting in
the greatl outdoors armed with little maore than
a high-power laser rifle, the bare-chested won-
der soldier leaps from ledge to ledge blasting
enemy soldiers, occasionally leaping on their
heads from above for a bit of variety.

Once through the verdant horizontally scrol-
ling countryside, the hero gains access o an
underground complex — a grey maze. Here,
the action is viewed from above and behind
your on-screan parsona. Penetrating the maze
is made a little tricky by electrified fences
which have been constructed to guard the cor-
rider junctions. Rapid blasting of the control
panels at the "back’ of the screen is called for
= but to make life a bit more difficult, guards
are teleported into the trouble spot and have to
be taken out too. Every so often automatic
defence systems are encountered, and rolling
mines trundle towards you.

Fight through the complex and eventually
you come out on the ather side — it's back in
the opan with more enemy soldiers to send
packing.

Adequate fodder for shoot ‘em up fans,
Gryzor requires you to blast everything in sight
without raspite or responsibility.

The Castle in DARKMIST

Taito have entered the shoot 'em  THE CASTLE IN DARKMIST
up market with a game full of mys-
tery and magic. It combines ele-
ments of the vertically scrolling
Commando, with the multi-direc- -
tional scrolling of a Gauntiet-style -
combat adventure. Darkmist faa-

tures a Samurai-like central r
character on a quest to collect
treasure and magic tokens,
fighting through seven action-
packed levels.

Out in the open countryside
marauding minions have to be
dealt with, including cloaked
figures and strange mud monsters
that appear from the very ground
itself — chop a mud monster with
your sword and it tums intoa
couple of minl mud monsters that
both have to be killed before the
threatis diminished. The filthy cre-
atures occasionally fling mud at
the Samurai, forming more mini
mud monsters in the process -
and remember: if enough mud is
thrown, some of it will stick.

Dungeons, inthe form of castles
andtowns, are encounterad at the
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end of the vertically scrolling sec-
tions. They offer an opportunity to
recharge energy, as well as offer-
ing more treasure for the monay-
hungry hero to collect. Further
unpleasant beings have to be dis-
posed of, including pugilistic
skeletons and magical swords that
whirl in mid-air with no visible
means of support. Single-direc-
tion doorways link the chambers
in the maze sections, and telapor-
ter pads zip you from location to
location —life can get a bit confus-
ing once you're inside a building.

Overall, the Darkmist machine
didn’t keep the team captivated
for very long—it's alittle too deriva-
tive, and the action's a bit slow.
Although the game is an adequate
development of the Commando
theme, it doesn't quite come off.

7120°

Skate City is the setting for this
latest Atari arcade offering — and
as the name miiht suggest to
skateboard freaks, it's a game that
tests your skills at riding a board.
The city streets are full of mean
hazards, including bone-crushing
vehicles, cyclists, pedestrians,
Frisbee throwers and pools of
water. To compensate for this,
most of the surfaces are ideal fora
bit of skateboarding, and points
are collected for executing man-
oeuvres that take advantage of the

c%acmt?gm'e game's twenty

levels contains four skateboard
parks, in which special ramps have
been constructed for the amuse-
ment of skateboard riders. To
enter a park, youneed aticket, and
to buy a ticket you must amass
enough points by performing
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tricks in the street. Every so often
the ominous message ‘Skate or
Die' flashes onto the screen — if
you can't get into a skateboard
park pretty sharpish, death comes
inthe form of an amorphous cloud
that pursues you relentlessly.

Once entry has been gainedtoa

K, tricks and stunts can be per-

ormed on the ramps - which is
where the real skateboarding skill
comes into play. Medals are
awarded - Gold, Silver and Bronze
—and more importantly, cash
prizes ara offered. Not real money,
of course — just dollars to add to
your scoremeter,

Oh, and 720° is the name given
to a particulariy tricky manoeuvre
performed ona board—aleap into
the air precedes a spin through
7207 before solid ground is
touched again.

Certainly worth playing for the
experiencel An easy game o get
addicted to as the skateboard is a
delight to control and the action is
tricky but very rewarding.

The skateboard freak finds the park is closed. Reflections from the
pretly lights that festooned the Winter Gardens appear on the screen . .

In the Middle Ages, where men were men and theinsects deadiy.
Wheneveryou find a giant blue beefburger in the game,
walk into it and a mirage of the kidnapped vocalist appears —

you might be able to see her fading away to the right of the singer.
What she calls out is bestleft to you to hear for yourself . . .

The most innovative @ scenario at the
exhibition was to be found on the Konami
stand. A one or two player Gauntlet variant,
Rock 'n' Rage, blasted out music and tempted
visitors to the show to embark on a quest to
rescue a female vocalist . . .

There you were, playing away in a band in
front of an appreciative audience when sud-
denly this huge hand appeared from the sky
and snatched the singer off stage. What option
did you have but to follow and get her back?

After a brief journey through the space/time
continuum you find yourself transported to
Ancient Egypt and doing battle with rampant
mummies generated by Sphynx dotted around
the landscape. Grenade-hurling locals popu-
late the sandy desert and just to add variety,
‘Creatures From The Black Lagoon' hurl killer
fish at you from the deep. Giant boulders have
a habit of hopping around at random, driven by
a mysterious force,

e guitarist can use his "axe’ (of the six-
stringed variety) to club the baddies, while the
lead singi‘ar. should he join the game, fights
with a mike-stand. But thera's more — musical
notes, along with cans of Coke, hamburgers
and other musical paraphenalia are scattered
around the scenes or appear when a mutant
mummy is killed. Food and other goodies
recharge energy or earn points, but collectin
a note gets you with the beat. With the beat
As long as you have a note in your possession
you can fire music at the attacking minions —
little notes emanate from your body, expand-
ing as they travel across the screen and
rendering instant death to any sentient crea-
ture they hit. There's fodder for the moral
majority!

There are four historic levels to the game:
Ancient Egypt, the Middle Ages, France, and
Rome. The final sequence takes place in mod-
ern-day USA, and if you can cope with the
muggers the band is reunited when the girlie is
rescued and you can get back on stage to wow
the audience.

After romping through a landscape that
forms the start of each level, you enter a build-
ing where an evil creature lurks, blocking the
portal to the next level. This being has to be
destroyed with multiple hits before progress
can be made, and fights back rather more
powerfully than the minions encountered ear-
lier.

Rock 'n’ Rage is played to a suitably loud
rock music accompaniment that changes as
to progress into the game. It follows on very
neatly from the Gauntlet theme — well worth a
handful of coins, if only to experierice the
bizarre scenariol
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Taito's Bubble Bobble is a multi-
screen platform game that fea-
tures a cute little dragon creature,
Controlling the dragon that can
leap around from platform to plat-
form and blow giant bubbles, the
aim is to clear the successive
screens of rampaging dwarves.
Blowing a bubble at a dwarf
encapsulates it, and the bubble
containing your foe floats towards
the top of the screen. Head-butt
the bubble and it burst, magically
converting its contents into a piece
of fruit! Eat the fruit for bonus
Enints before moving on to blow
ubbles at the next mutant minion.
Other bubbles drift around the
screen and they contain fire, thun-
der or water — burst them to
release their contents and watch
thosae little dwarves squirm . . .
Each screen is played against a
time limit, and bursting one of the
pink pods that drift into the
playzonea speeds up the pace.
“Forever blowing bubbles . . .
" A deceptively simple game that
proves very addictive and lots of
funto play. A high cuteness factor
combined with a neat and bouncy
tune that would fit with a children’s
TV show makes Bubble Bobbie
very compelling. Invest a few coins
assoonasyoucan. ..

Tatsumi offer you the chance to
pilot an advanced fighter jet in
Lock-On, doing battle with enemy
alreraft and blasting ground instal-

lations. The centre of the screen
features a grid sight used to target
your air-to-air missiles — once
they're locked on (indicated by
yellow squares appearing) it'stime
to loose off the missiles and con-
centrate on blasting anything you
can spot on the ground with laser
cannaon.

© Enemy tanks shoot deadly fire-
ballsinto the air—and although the
plane's advanced defence system
offers a brief warning of impending
danger, the ground-to-air missiles
are vary tricky to avoid.

A well-polished shoot 'em up
that featuras aexcellant graphics
but misses out on the game-play
stakes. Weak, overall,

Another variation on the shoot 'em
uptheme comes from Taito inthe
form of Darius which is setin an
underwater scenarno and can be
played by one or two players sea-
ted in a wide cockpit - to add
realism, the seats vibrate! While
the scenario and game-play of
Darius is hardly innovative — once
again you have to fight your way
along a horizontally scrolling land-

scape dealing death to hordes of
baddies, collecting items to boost
firepower, strengthen shields and
s0 on — the cunning aspect of the
game is the way in which Taito
have arranged three monitors side
by side. The landscape scrolls
smoothly along the bank of
screans, and you can hardly see
the joins!

MNothing amazingly innovative
hera, apart from the vibro-seat!
Threae-screen driving games have
appeared before, but this is the
first time a shoot 'em up has been
given the triple-screen treatment.
Good for a couple of plays to see
how neatly the backdrops scroll
fromscreen to screen, butlikely to
become uninspiring fairly quickly.

The follow-up to Ikari Warriors
from SNK made an appearanca,
featuring the same joystick-cum-
paddle controller. The game itself

could best be described as fkari

Warriors In Space in which Thun-
der and Earthquakes can be har-
nessed to phase the enemy.

Great, if you liked tkari Warriors,
boring if you didn't - little more
than a change of graphics sup-
ported by a change of scenario
and scenery.

Soon to be arriving on home
micros courtesy of Electric
Dreams, this vertically scrolling
rescue game has you scaling the
outside walls of a burning skys-
craper. Girls, doggies and
businessmen hang out of the win-
dows and have to be rescued —
reach them and they parachute to
safety while you continue your
upward climb by waaggling the
joystick up and down to manipu-
late the suckers attached to your
hands and feet. Tongues of fire lick
out from windows, periodically
hurling fireballs towards the
ground. Sundry items of fumiture
fall from above as the panicked
occupants of the building try to
remove inflammable material from
their offices and flats—get hitby a
fireball or falling furniture and
you're knocked off the wall and
tumble to the ground.

Like any competent firefighter,
you start the mission with a water
gun which disposes of flames.
Some of the burning windows
reveal extra firefighting equipment
when the flames are extinguished,
and collecting this equipment
allows the water cannon to be
upgraded to the point where it
shoots water in four directions.

A map records you progress
towards the top of the building,
and once it has been scaled and
the girl who has taken refuge on
the roof rescued, you can
parachute down to a hero's wel-
come on the ground before setting
off to put out yet another blazing
inferno.

Mot really State Of The Artas far
as gametplay goes — somehow it
all looks and feels rather dated. A
simple game that offers a moder-
ate challenge.

Budding anti-aircraft gunners in
Blackpool weren't be able to resist
the challenge offered by Ginemat-
ronics in Danger Zone. Gripping a
double set of joysticks on the front
of a swivelling, pivoting monitor
mounted at head height, the aim
of the game is to defend a ground
installation from wave upon wave
of enemy aircraftintent on damag-
ing your base.

Aradar scanner at the bottom of
the screen warns of approaching
squadrons and gripping the joys-
tigks with the iirgbuﬂcr:}ngs 'fir11!||?'_.,-""F
depressed you have to blast away
at anything that movas in the sky.
Formation of jet fighters
materialise and if the planes
aren't shot down in double-quick
time they pee! off from the forma-

tion and fly solo, leaving you to
du-d?ﬂ and weave, moving the
whole monitor assembly around
as you attempt to shoot down the
stragglers.

As each wave of attackers is
destroyed, bonus points are
awarded and then points are sub-
tracted for the amount of damage
they managed to inflict on the base
you defend. Eventually the time
comes when too much damage
has been sustained and a nuclear
explosion ends the game . . .

ast and furious action, and a
free physical work-out with every
game as your biceps bulge with
shifting the monitor around. Very
little game here, however.
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And finally, football fans aren't
going to be left out of the action in
arcades this year. Bally Sente's
American footie game is set in the
street where hazards rarely
encountered on a regular pitch
have to be dealt with, including
cars, dogs, open manhole covers
and the odd y. Street
Footballis a game for one or two

layers and is controlled with trac-

erballs which move members of
the three-man teams around the
street while a firebutton controls
catches and throws.

Soccer purists who prefer to
manipulate a spherical ball with
their feet and heads should get
plenty of fun from Taito's Kick and
Aun. Up to four players can com-
pete against the computer or
against each other, playing in
teams of two. The game is played
with joystick, firebutton and foot
pedal — for that adding realism

when shooting or fouling.
Fun games%cth
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.. US GOLD IS THE BEST SOFTWARE
HOUSE WITH THE BEST GAMES,
BEST SIMULATIONS, BEST
STRATEGIES, BEST GRAPHICS &
BEST SOUND EFFECTS...

BEST SIMULATION .
Zo Ist LEADERBOARD  ( 5io?
(#0007 2nd WORLD GAMES N2,
W= 3rd ACE OF ACES A
X 4th SUPERCYCLE
5th SUPER HUEY 1l

U.S. Gold Limited, Units 2/3 Holford Way, Holford, Birmingham B6 7AX. Tel: 021 356 5388




Over the last few months there seems to have been a decline in the
amount of solutions {or part solutions} to arcade adventures. Have
puﬁ-le given up playing them? Can anyone claim to being proficient
at playing Heartland, Nosferatu, Firelord or Molecule Man? You can!
Well why don't you write in? There's a certainty that somebody out
there neads YOUR help.
Every week there are a couple of letters asking where reset
switches can be purchased. Perhaps you can help? If so, send in a
of your product, the name and addrass of your company
don't forget the price of the switch including postage and pack-
agi
now on with the tips . ...

mn-:ﬁk, RUN the listing and press play (ph
m MWI wm-
i wmmmw“ummmuhhmmm

Noreset switch? Peeved that you couldn't enter last month's infinite
POKEs? Fret no more. Ankle over to your Commodore, type in
Tim and lan Fraser listing, insertyour Lightforce cassette
. Go into the
down, and the

mﬂmmmﬁgwmuuummm

w
{l
T
1
40:LOAD B 11:
0:sYs 1
v 33 24.POKE 831 0:POKE |g
5g28:RETURN M
- BOKE 783,1:5YS 6262 RN .
o ﬁgégﬁépf—- 1F55:m 10 16651:READ T:POK ¥
NEXT:RETURN :
. A'T'NEKT'%ET';}?S,ML 165 56, 76,13, 8 .I
o 60 DATA 168, l.\\
Y ie

(Elite)

Yes! Yet another selection of
POKEs to make this disappoint-
ing arcade conversion look
rather silly. Insert a rewound

Space Hamier cassette into your

C2N, type LOAD (RETURN) and
Ernn play on tape. When the
EADY appears type
POKE 1011,248:POKE
1012,252 :H“.JT:.&HEFUFIN}. The
second part will now load.
When the READY prompt

appears once again, %po POKE
816,167:POKE 817,2:POKE

2096,248:POKE 2097 ,252:5Y5
2061 (RETURN) to load the next
part. When the com resets,
enter any of the following
mK.El & 88

POKE 4198,0-15
es the border colour
POKE 7650,0-15

the background scen-

colour

KE 7673.0-15
Changes the main sprite’s

ket and shoe colour

KE 7797,0-15
Changes the main sprite’s
trouser colour
POKE 7655,0-15
Changes the tree and alien col-

ours
POKE 7678,0-15
Gives some weird colour

SPACE HARRIER

NB: Colours
0 Black
1 White
30ya
3 n
4 Purple
5 Green
6 Blue
; Erauow
a
2 Emmﬂ
10 Pink
11 Dark G
12 Medium Grey
13 Light Grey
14 Light Blue
15 Light Green

POKE 2275,234 _
Puts the game into 'weird mode'
{trees fly around) and arrests the

POKE 14212,234
Speedsupthe (thoroughly

POKE 2213,255:POKE 8110,0
Gets rid of all poles

POKE 532773

To play Liddon Harrier Ho! Hal

SYS 21286 to restart the game
with your selected

Thanks to Marc Hm;m-,
Middx, John Skinner from South-
end-on-Sea, and Michasl Will-

(Epyx/US Gold)

CHAMPIONSHIP
WRESTLING

Diz and Tec of The Crackpots
have spotted a neat tip. If your
opponent gets you down on the
floor, push forward on the joys-
tick and press tha fire button as
fast as possible. Your energy
zooms upwards and the oppo-
nent gets pushed off.

ESCAPE FROM
SINGE'S CASTLE
(Software Projects)

Good ol' Gazza P has completed
‘Doom Dungeon' — and here's
how he did it. ..

Move RIGHT, push FOR-
WARD, press FIRE (TWICE),
then move RIGHT. Press FIRE,
maove LEFT, press FIRE, pull
BACK, move LEFT, then RIGHT,
and RIGHT again to exit.

SR AN LAYERY

LAZY JONES (Terminal Software)

Although this is a bit ancient, it's
still worth playing —if only to lis-
ten to the neat music. Anyroad,
if you load the program, reset

the computer and type POKE

4063,173 (RETURN) followed by
SYS 2061 (RETURN) you can play
the game with unlimited lives.
Thanks Jim Blackler from Lan-
caster.
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HEARTLAND

(Odin)
This ‘cute’ arcade adventureis abitofa hnut to crack, so here's
:-ng - Hualﬂndpohammtnhﬂprm.mlnhm

| : £ T OEND

T F i
BMX SIMULATOR (Code Masters) 0 Sir. ez, 1
‘We woz hakin' won day', say One’'s clothes and bike frame 40DA -
muw&w&m PDKESHD;;EJE i ) a4, 131,202, I
discovered these pretty Changes the colour ™
POKEs. Hf u load ver game an’ Two's clothes and bike frame :
reset ver Commode u can enter POKE 5612 0-15
these:' Changes the colour of both

players’ accessories

Now RUN it. Type LOAD (RETURN) and press on tape. When
POKE 5596,0-15 BVRAIOR Yo Eatart wiviine READY appears, type POKE 1008, 192:RUN( )to load the rest

: program unlimited and time. thanks to Tim
Changes the colour of Player selacted changes. md,mpmﬂnuwlmm ey

%
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|
{d.
,.E
i

=
rmm nras b L P Nl I B L=
L o o 5 0
l:- S SE R S e T s e g e e o
S S— —— S S P g ey
r:-—-' | 5 S r—— ———— e T " SR W m———_ e ——
‘:'zh___,::i L e e means r s
= — e
i
ket %WS'“H Nos 1,2,3,5,7,12 OBRCTS
# vole  |immaccasie NOS 4,6,8,9,0,11 15 GEMS
8 ook R, £ JaNe
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Organised by

Database Exhibitions

Meet Jim
Butterfield

The guru of the
Commodore world
will be flying to
London for the
| show. This is your
chance to meet the
man who's the
leading authority
on the whole CBM
range.

Send for your
advance tickets
today . ..

With them you
can walk past

the queues —
and SAVE £1
per head off
normal prices!

computershow 8
10am to 6pm Friday June 12"

‘ 10am to 6pm Saturday June 13
10am to 4pm Sunday June 14 '

Champagne Suite & Exhibition Centre .
Novotel, Hammersmith, London W6 =

"Advance ticket Orders | i B i S i S i S S N NN A AN A0 0

CI I0th Official
commodore
computer show

- .

June
12-14
1987

Please supply:

D Adult tickets at E2 [save ET) ...

D Under-16s nckesatel jsave E1) .

Fost 1o Commodore Show Tickets,
Europa House, 68 Chester Road,
Harel Grove. Stockport SK7 SNY.

PHOME ORDERS: Show Hotline: 061-480 0171
PRESTEL ORDERS: KEY "89, THEN 6145568383
MICROLINK ORDERS: MAILBOX 72:MAG001

Please quote credd card number and lull address, Ref SZAP

Admission at door:
£3 |adults), £2 (under 163}




TO A58EMBLE Your 30-mae:

@ REMOVE PAGES ANP GLUE ||
TO R SHEET OF THINCARD |1

8 @ CUTOUT THE SIXSHAFES B
@ CUTOUT INSIPES OF DOORS

MAP DEVISED BY 4 7 e ® FoLp HS SHOWN ON RIGHT
GHARY PENN /7 14/
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(The Edge)
Fancy a bit of unlimited time to help round up all those lost relatives?
Great, then read on. arewound Bobby cassette into your
C2N and type in the fol

; TING ;

EARING LIS : o M

:I!. ?E?Eg; Eiﬁg? 04 TO 49778 .READ Z:PO ..
MEXT:

o 208, 241, 169, 107, .1
Wy 41 190, 192,32, 44,
@1 40 DATA 194,141, 0.1

o 169, 194, 141,994,

(US Gold)

Press F7 to pause the game and
than F3 twice S0 you can listen
to the title screen music while

you play. Thank you Nipper . . .

II““H"MMWW“I‘HUN“ A\ &
D T DTy i Wi B S R

thanks
(Firebird)

the be el from
the boat onto mh:‘jm
opposite. A white hr.m‘hmui o
you can o
T S
foystckforward.leting ihepar
repeating the until the
ll'll'llhgrn.“p“' mﬂymm
“f!rﬂth. exercise you're
hat “llt. mn: 5000 points.
.d to you cour-
tesy of lan and Richard Yates of
"H‘l West Mids.

e
mmm. : like to

- !'.h : “
ﬂil.m"“w” when

POKE 49048.76:POKE
49049,226:POKE

?‘I&_ 112:POKE 49216,191:
152 (RETURN) SYS

oy et
Tlm ‘HE_

For unlimited
s thassag > wounds

..,..r—u‘-’_‘#
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BEYOND THE FORBIDDEN FOREST
(US Gold)
Losing half your arrows every timeyou dieis a bit frustrating, so why

not type in the following listing to stop justthat . . . making sure that
you've got a fully rewound tape in your datacorder.

Now FUN the listing, press play on tape and the program will load
and run. Cheers to Jim Blackler of Lancaster.

s a” g Ly N . % EL T e 1
.I,&'i‘“"-r , = I‘l 5

i ' Tr, Fona
"'I.' -r 4 1 " -

F]

LANPING *, -
FIELD

% E » ¥ l'
| : MOBILE TACT\CAL OPERAMON BAY 73:ARMOUKY T8 DONTROL R ITY : GENERANNG FDOM | T7-1B2  MEDICAL RESEARCH BLOCK A48 QUEEN -y
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ESCAPE FROM SINGE'S CASTLE
[Software Projects)

This listing is a welcome relief! Dragon’s Lair if might be fun to play,
butit's really difficult to progress to the later screens. if you're hav-
ing similar problems, type the following Tim and lan Fraser listing:

| GODATA168,76. 80t
1 169, 1 41, ce {41, 1
®) o DATA 189, 169

|

‘1_1%_&_& //‘ S

%::gw'w finished, RUN the listing and type SYS 49152 (RETURN)
to load and run the program with unlimited lives.

JEEP COMMAND

(Bug Byte)

The following POKE makes this
tricky game a littie easier, allow-
ing your jeep to speed through
obstacles and over holes - com-
pletely unharmed! The bombs

can still kill you though . . .

way, load the program, reset the
machine and type POKE
32627,241:5Y5 16384 (RETURN).
Thanks, fan mail and cheques to
Simon and Adrian Meads of the
Donut Cracking Service.

A TMOSPHERE
5 PROCESSOR

MAPPED BY  * «. Y,
STEPHEMN LINGTON *

BACKTO
REALITY

(Mastertronic)

A ghastly game! If you're
unlucky enough to have bought
it, never mind —console yourself
with Jim Blackler's nifty POKEs.
Load the program and press the
Q key to reset the machine,
allowing you to enter POKE
20109,173:5YS 16384 (RETURN)
for unlimited lives.

BLUE MAX
(US Goid)

Talk about crumbly = this one is
out of the Ark! If you want to
squeeze a few more hours play-
ing time out of this ‘classic’, just
exhume it from its box, plonk it
gently into the C2N and type
LOAD (RETURN). Whean the
READY prompt appears type
POKE 1011,248:POKE
1012,252:RUN (RETURN) to load
in the next bit. When READY
appears, enter any of these . . .

POKE 17925,173

Infinite fuel

POKE 25584,173

Infinite bombs

POKE 17438.0

To take no damage from flak

Then 5YS 32768 to restart the
game with the selected choices,
Oh, | nearly forgot - Jim Blackier
of Lancaster supplied the
above.
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THE MAP e
_FAF\’I' ONe :TH§ OFACESHIP

| MORE NEXT MONTY. o.
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. D LISTING
\ JUDGE DRED |

®! 0 FOR A=49152 TO 49163:READ Z:POKE
®i , 7.NEXT:SYS49152 e
A Z:NEXT:S BT

®! 50DATA32,44,247,32,108,245.1 .
L ] 5,96
o

Type RUN and press play on tape to load the first part of the program.
When the cursor appears type:

5YS 679:5YS 679:POKE 2565,96:5YS 2048 (RETURN)

To load the next section. When the cursor appears, enter . . .
POKE 45181,142

nfinite

POKE 39483,189
Infinite ammunition

And 5YS 312ﬂmmhmﬁmmmmmm

KNUCKLEBUSTERS [Melbourne House)

This game is difficult, so these infinite lives POKEs are a
welcome relief. First put a rewound cassette into your C2N,
then type in the following

| NG i
o USTERS LIST!

| KNUCKLEB 49163:READ Z:POKE i
L0 10 FOR A=49152 TO

oL AZNEXT T, 121,141,187, 1 g
i AZ:NEXT: o g o I
®i o0 DATA32,44,247,32,108 /Iﬂ

Now RUN the listing and press play on tape to load the first part.
When the READY prompt appears enter:
SYS 679:5Y5 679:POKE 28605,173:RUN (RETURN)

To load the rest of the program with infinite lives. Cheers to Jim
Blackler of Lancaster.

‘NI

THE LAST POWER SUPPLY YOU’LL
EVER NEED. ...

GUARANTEED!

A1 SupaSmooth

%3 Theultimate heavy duty CBM 64 power su pply
i 2-year guarantee

7rir Life-time service deal
7 100% British-made

From all good retailers, or in case of difficulty, direct from
Britain's leading manufacturers - £24.98 post free.

PEAKSOFT, 48 Queen Street, Balderton, Newark, Notts
Access/Visa orders or trade inquiries: phone 0636 705230
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uhllm“ddm,w COMPLETING THE LEVELS
sick.” The four central boxes on the scroll
mnﬂudam:h- are a combination lock. Red baxes
's sent us the mis- wqupenaduypasmngru
“m_hm% points, or at one of the times
players who have become of day. The hidden flux appears at
or are still thed sounding power point
when all boxes are open. The rul-
RULES OF THE ELEMENTS ingdemaons can be destroyed per-
Fire destroys Water and turns manently after this is picked up.
Earth to Fire When all four demon gauges are
Earth blocks Water empty, any power point transfers
#uirhhwapm Fi-: mmt;thnna;tmal. In
ater destroys Fire and turns Air . Simply pass all power
to Water points to get to the exit.
THE SENTINEL TERRA COGNITA
(Firebird) (Code Masters)
ﬂlhk.zw'ugumdntm&gn- A handy tip for this .. . erm
finel, eh'? Well, here are codes for well, this program. if you fly over
three landscapes which cer- the first extra life block, collect
tainly sort the men out from the it and then fly into the time shift
boys . .. Nmunlufnundm square behind it. You will be put
devious landscapes? back to the beginning — with the
extra life! Keep ng this
36 58999784 until you have nine lives, then
Rather tricky carry on playing in the normal
232 66496003 way. If you want you can
Even programmer Geoff Cram- keep on doing it and score zill-
mond can't do this landscape! ions of {yawn). Thanks to
1318 58896035 Stacey King who lives in Goff's
SEVEN Santries! Qak, Hertfordshire.

-

(Mastertron

Anyone having pro
the denizens take heét
throw stars to weaken the
then finish them off with your
sword. Karatekas are more
difficult — use stars to kill them,
and try not to too close.
The only way the Evil Ninja can
be beaten is by using a high kick.
Don't throw stars, otherwise he
picks them up and throws them
back at you! Don't low kick
either, otherwise he ba
with his sword ... O

shes you

And another one bites the dust. I you have anything in the way of
solutions, tips, maps or POKEs, why not grab a bit of the limelight
AND win yourself the thanks of thousands of Commodore owners,
by sending them in to ZZAP| TIPS, PO Box 10, Ludiow, Shropshire SY§
10B. All the best stuff printed, and anything exceptional could

well earn its author a T-shirt and some free software. Don't just sit
there = do it!

RS ) (Wl . A W B e = e
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Big Business (Best in Gastronomy) has expanded info many parts
of the catering industry with hamburger-bars, cafeteria’s and
hotels.

Mow, two inventors have redeveloped the famous robot Floyd os o
kitchen robot to convince B.LG. boss Ronald McBig that
automation is the answer. Floyd will have to prepare food and
perform standard kitchen procedures - without cutting his fingers
off! (and what's more you have fo train himl)

Floyd Il hos to deal with o wide variety of orders induding
breakfust, lunch, evening dinners and snacks at all times.

You can help him by refining his /inexperienced’ programs. But acl
quick, or you'll find yourself winding up as o dish-washer in o local

BIG burger bar.
i d C64/128 cass £9.99 £64/128 disk £14.99

e In this new arcade adventure, Al ‘Madman’ Bluntz must
resmhhidr&umsalhmﬂwaﬁl dutches of the Manic
Munk and his disorderly, but deadly army.

Over 1 screens!
ol c64/128 cass £9.95 c64/128 disk £14.95

if your dealer is miles
away you can ord -
your h:lllﬂlﬂ cheque/P.0. made out to nﬂumlﬁ th:lﬂ
luding your own name and address, to lllﬂilllllﬂi :
P.0. Box 461, London NW1 2ND :




21st CENTURY WARRIOR:

~ The Mh. & Fila'n lnd elusive, like its warrior namesake . .. Capable
“of defeating enemy tanks, infantry, and hostile aircraft on the modern
“electronic battlefield.

Gunship's revolutionary 3-D graphics enable you, the pilot, to fly into the
~world's hottest trouble spots . . . You'll use an unbelievable array of high

‘tech information and weapon systems, including lasers, video cameras,
night viewers, radar warnings, jammaers, computers, missiles, rockets,
flares and a 30mm cannon! Successful missions will be rewarded with
medals and rank promotions.

Experience the danger and excitement of attack helicopter action . .
your latest adventure in the ever-growing line of MicroProse Simulation
Software,

Apache uuivoiie

See your software dealer today and become a part of the GUNSHIP

adventure! Challenge the enemy, the sky, and YOURSELF with this

extraordinary simulation. :
GUNSHIP for Commodore 64/128. Cassette £14.95, Disk £19.95.

MICROPROSE SOFTWARE LIMITED, 2 MARKET PLACE, TETBURY, GLOUCESTERSHIRE GLS 8DA. TEL: {D666) 54326, TLY: 43422 MPS/UKG
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eeck! Skeletor
| {Trade Mark —
{ Mattel Inc) is
attacking Eter-
[ nia and you, as
Adam (Trade
Mark — Mattel
Inc) Prince of
all Eternia,
must become He-Man {Trade
Mark = Mantel Ine) and defeat him

( All hail, fellow Wizards, Warlocks, and !
' Witches! This month we take a further
look at MUD, do battle with Masters of
the Universe, exercise a little Imagination
for only £1.99, check out CRL’s latest
release, Murder in Miami, and indulge in

other Wizardry from the Wand of You
Know Who ... s/

L4

-

Masters of the
Uniberse

US Gold/Adbenturesoft, £9.99 tassette

in this great Masters of the Universe
(Trade Mark — Mattel Inci com-
puter game!

Wiove! Watch out for the
Reckbinders, who — controlied
by Skeletor - are pusrling their
way through the granite to undes-
mine our dear beloved Eternia!
And watch out for Orko {Trade
Mark — Filmation).. ... and Evil- "
Lynn {Trade Mark - Matiel

. e

L

A complete monthly guide by the infamous White Wizard

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

incj: ..

Well, that does it. The Wiz just
can'tbearitany longer. Atthe end
oflast year I'said that I'd start totell
the honest truth about the way 1
felt about UK adventure software
and when this game popped upon
m }'}sa.‘rﬂ*n something finally snap-
et

It's appalling. It doesn’t deserve
to change hands for anything
more than the price of a blank cas-
sette. US Gold should be utterly
ashamed tobe offering sofiware ol
this nature and should withdraw
the product at once. And those are

my more charitable feelings about
the product .

However, there's no point in
just being rude about the program,
Let me now level with vou and tell
Tm] inmore reasoned tones why |

celithis way, You, of course, may
disagree, though somehow [doubt
1k

First, let me make it absolutely
clear that | hold no personal feel-
ings of animosity against either
Mike Woodroffe of Adventuresafi
{the programmers} or US Gald
themselves. On the contrary, Mike
has hosted me at his offices in
Birmingham and I was impressed
by his dedication to adventuring in
peneral —all of which I said in an
article last year.

You are

slehouse ,
their con
see: Han

> LODK

at fAarms
here in &
'. You also |
north.

You see nothing special.

The earth

> EXAH PEOPLE
You see a familiar

b

Trenmors mMore violently.,

face.
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courtyard. Fr

LIV
stab

1e block

n
:,haﬁ Collapsed under the onslaught of the

;quakes and

north
Fmakes no secret of his
gram mass selling
er topay thebills, He's
itled 1o approach the
at fashion if he wants
iously believes that the
nget abig selling adven-
1t shelves is through
ame themes from
i Mattel. OK so far . . .
e 1 dpusly agree with him,
| otherwise they wouldn't be dis-
tributing his product, |
- Whalisn'tOK isthe actnalstan-
Sdard of the product itself. 1 feel
| prefiy bad saying this because
Adveniuresolt are a good bunch,
butreally we've got 1o come clean
here. This software is three years
 outofdate. Andiosellitin 1987 at
| this price is simply not on. And for
1 melo say anything else in this col-
- Jomn would be to do my readers a
f ol setious disservice.
© 1 Fimsily, the design. The graphics
. | are UK - some of them are even |
L eery attractive, But the wext loca-
| tlons are brief and uninspired and
‘| the puzzles are frankly dull. Some
of them are even bugged — 1 spent

SOouUuth

, guards a
Their steeds to safety.

e Ly
ok gmrﬁlf dozens of moves being

‘i f_jircbirh,il.gg tagsefte

el == el this is cer-

;\p) tainly the month
¥ for

original
games. Here one
Mr  Torrence =
programmer. of

) favourites =

v, poking fun at other com-
games — including some
known adventures.

Ehe aim of this GACced game, |

| it hardly believe the
bt this is v
L how ma

alit =avs), k10
-stars there are.

henisqm_t_ loa

magination

SubStnk, one of:
the Wiz's budget |

in a bit of light-hearted |

 The Li

e S

£ g Pl
‘dragped back towards the water’
by a tentacle from the moat with-
ol everactually getting 1o the
water. And during the process |
wasable toswim happily to and fro
across the moat!

Finally, after reverting to my
boring Adam identity (instead ol
He-Man), [ was told that ‘the ten-
tacles drag vou into the warer’. At
last— I thought = I've reached the
water! But no — the next line
informed me that, onceagain, ‘the
tentacle drags you back rowards
thewater’, Ahwell . . . Foroncel
was graiciul when | diL’(*la nd had
te start again, -

And the whole structureissg
limited. Examining most things
results in the message "You see:
nothing special’. Mosl locations

offer nothing apart from their brief

description — no objecks to loak at
{unless they're requtred by the
plot). ¥ou go into the Innand iy
to buy a drink,but *He-Man
wouldn't waste time on such
things' saysthe program. Well He-
Man might not, but most adven-
turers would,

The parser is relatively efficien

a menu of game options.
H-1 tell you that the games on
offer are:

o202 A '!"'TJ',_I.‘:’-.Qdadj?ﬁ!r' in ‘:S‘W":F

Panic Mi

1 in The 1

re occupied removing
You can go
ke 3

~iroffers BOM (i OOPS or Back
One Move) as well as RAM save
and restore, You can-also DROP
atidd GET ALL, But it doesn't tell
you which word it doesn’t under-
stand and happily responds io
inputs stich as "EAT KING RAD-
NOR' with the response "THAT
WON'T HELP YOU AT THE
MOMBNT AND THERE IS NO
GUARANTEE IT EVER WILL."

It says the same thing if you
enter ‘QWERTY OWERTY ' orany
other rubbish.

What about interactive charac-
ters? What about vivid location
descriptions? What abour a bit of
SCOPE - for wandering around
-and checking out pointless objects
{or the sheer lun of it; for discover-
ing different ways of achieving
pne’s ends, instead of simply
cracking an invarving sequence of
puzzles?

Idon't know anything about the
actual Masters of the Universe sub-
culture, but | suppose someone
had 10 spend quite a lot of money
to buy the computer game rights:

Perhapsthey thought that by buy-
ing those rights they were ineflect ' |

buying a big sale for the game,
Perhaps even a position in the
charts. Hasn't it nccurred o the
Powers That Be that there are
other ways of getting people tobuy
your games - like programming
thiem well, for starters.

sWouldn't it be nice for once if
someone spent their money on
buying up licence righis and then
actually went ahead and
developed a game that was — for
example = up to Pawn standards!

Ot jsit that once the righis have
been bought there isn't any money
left over for the program itsell.
that’s the case then how about a
little originality ~ at least youdon't
have to pay for ideas that fou .
come up with yoursell, «

Or don't we h‘i.re any?

Asfor USGold = Lcan give them
oneidea forfree. Ifthey keep com-
img up with staff like this, then
Prety soon no-one’s going 1o
touch their product with a barge-
pole. Nomartter how much money
they spend on licenses,

Come on Adventuresoft -
you've got the talents if you want
Lo use thei— have a bit more con-
fidence in yvour own ideas, stop
wasting money on licenses, spend
iton game development. and stari
winning customers instead of try-
ing to buy them.

Finally -1 suppose it's just possi-
ble that I've got it all wrong, and
this game is really what everybody
out there is waiting for. Ifthisis the
case, write and rell me, and I'l give
up adventuring right now and
retire bo Disneyland {Trade Mark -
Walt Disniey), oo,

fi

Atm B 459
Inte s'xf""' ] 45“_1'{:!
Lasting Interest  35%
Valu Money  30%
Overall

2

35%

' Blane ‘s drawing room was quite ordinary.
writing desk sat under the window and
the room was furnished with a couple of

asy chairs.

door openeéd out OnNnto the passageway
and Blane “s bedroom was north.

KEettering also noticed

the door was open

Hore. ..

.. then you may get someidea
as 1o what's going on! You must

enter each game indurn by select-
ing it from the | i
‘either dodee
‘Panic Mine

giggle a1 the ral
':r.ﬂgflnfthehin ;

R

.

|
3
F
|
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sent themselves in each scenario.

I enjoyed this game, especially
as | had the sécure feeling that it
would only have cost me £1.9%,
bur 1 did think that there was
perhaps a little TOD much variety
in it Sometimes [think games suf-
fer il they ry to include ton much
material al thié expense of some
form of unity — but this is very
much a personal view and others
may feel exactly the opposite,
Alterall, there is something rather

The M
the L og

Central Computing

=2 ell, this is rather
original, 1 must

53y, a farmer
1 you: “have  lost
d your sheep, and
as an adventurer
you must cope
with a number of
----- Clpather  unusual
puzzles in anattempt to find them.
You don't get muich help from
the inlay, which really doesn't tell
vou a lot more than the paragraph
above, but throughout the game

CRIL, £7.95 tagsette

was rather rude
recently  about
Dracula [rom
i CRL, 50.it was a
Nice  SUrprise’ [o
find this game so
enjovable,
Based, sa @t
claims, ona book
by Dennis Wheatléy, the game
revolves around the death of Mr
Blane pn a boat called ihe Golden
Gull. Mr Blane is.a big man in the
world of soap {the stuff you wash
with, not the stuff yoi watch on
teliy) and so is his co-sailor, Could

was ol Blane washed overboard?
10 find out the truth: Programmedd
and Jason Somerville, this ga

has the familiar familiar Delta 4
hallmarks of (1) three parts (2}

tiulm:rﬁr anl:-l {‘ﬂ attention 1o

tedetad:

The laH wa I{:a!ums are best
Musirated by a linle sequence you
‘might mmﬂiﬂ at the beginning:

."""‘" L

of the game, S‘!nmg atyour desk,

2 b qst,s

be they had a bitof a lather . | . or
Up 1o you, Detective Kettering,
by Fergus McNeill of Delta 4 fame

TALK TO feature (3) sense of |
Sreply o -ﬁ;mﬁ qummm ‘with the

with, an object brot L[E' 1 in from
another game, even if you do have
to do a ot of scurrying 1o-ing and
fro-ing. Anyway, at this price you
cari't loset

Atmosphere 60%
Interaction 65 %
Lasting Interest 62%
Value For Money 88%
Overall 76%

there are helpful HINTS for the
asking. 1 found mysell asking for
them quite a bit to start with, when

L(fmmd mysell in a field full of

‘prombles’.

. A ‘promble’ is a reature a bit
likea sheep with a “weird tail’, and
try a8 1 could T simply: couldn’t
make any progress — lartacked the
prombles, Fwaved at the prombles,
[ talked to the prombles, | did just
about everything to the b2y
prombiles: Nothing doing, Finally,
Iate one and was rewarded with a
couple of bones. These 1 stuck
together 1o make a spade, and my
travels begun

you receive @ memo from your
boss telling yvou  about  Blane's
death. ¥You can, in the meantime;
examine the ash tray and see an
‘unfiltered Camel’, which you can
quietly enjoy for a minute or two,
If however you spend oo much
time browsing around your office,
im marches the boss who fires you
for not leaping to your feet and
rushing off 1o solve the crime as
soan-as you received the memo.
« And if Adventuresoft are siill
wonde rtm!, what: ['meant: aboul
‘scope’ in agame = the above | Is the
perfect example,

Hound Dracula tabeslightly dull
in_that it frequentdy nursemaidet
the player -along predetermined

Eﬁnl Thes, “Miawy does the same
r

Irom time to mme bt it's far Jess

Cobtrasive and there's always lots

to do. Once you reach the Golden
Gull you'll find plenty of guests 1o
_igjt{!rmgaw and amineofcuesand

information. that you st plece

ﬁﬁmﬂm to find out the truth. And
ugh' many characiers . will

non-committal ‘Ask me tomor-
row’ their presence af&ia much
intterest o the game,

This game was a pleasant sir-
prif.r_ =1 hadn't ¢ven had a prbm

AT e e e R

"._?;W:N ot Q n fv‘ﬁs'h
A o -.S{q % '\q'\-'\c o ": .p.r
e 9*-15_- SRR
¥ i g
e R
satistying about solving one puzzle

Murder off Miamiy

I

b

THE MYSTERY
OF THE

This gameis text-only and pre-
sents itsclf: as being a litle old
{ashioned, bat there are a nomber

T

release from CRE
turns out L othink
better games, As a3 €)
program it alse has
quile altractive pictar
and just goes to show
McNeill has shown

alread }hu e
d~nw.it "thal%g }1

e,

of nice touches and it's certainly
very ariginal in tone. At the top ol
a mountain, ' You are surrounded.
by a Bad Atinde’ - Tl say you
are¢, And elsewhere you may even
glimpse “Holiness liself’,

Central  Computing can be
reached at 61 Beech Road, Gill-
way, Tamworth, Staffs B79
80QQ - but they didn't 1ell me how

much the pame was, One ol the }

reviews queted on the inlay refers
1o a price of four pounds. I this is
the case I'd suggest that it's margi-
nally overpriced, but stll worth
cheécking out if you're fed up with
dragons and other more tradi-
tional fare.

Atmosphere 62%
Interaction 55%
Lasting Interest 58%
Value For Money 60%
Overall 60%
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A Wizard
tellsall ...

money stakes,

MUD2 differs from MUDV in
that it runs on a VAX computer
and is somewhat larger in size,
having been mote recently
updated. As [ write, it is being

Last month we gave you a brief
overvicw of the various on-line
games currently o be enjoyed by
madem owners. Now we get down
1o the nitty -griny, with a detailed
ddipinto the MUDdy waters of Bri-
: fain's most popular Multi User increased in sire from 700 to
Y Game : . . arpund 1000  locations,  with
1 MUD started off in 1979, brain- | approximately 150 objects to play

[How to get MUGge

e
\ THE AIM OF THE GAME . ...

: Typing INFO during the game will getyou the following message, which

Lo i izard. You'll see plenty of
i D is to become witch: pr wizarc. 10 _ :
Tnﬁ Ebtﬁmnﬂ[:rfvay 1o your objective Lo Witness the immense powe if
ILEE::‘IE?}Igmﬁmi andihe consequent reward 5;! ?mam"ﬁi Qggﬂ %gfﬂﬁ:nﬁ
way “and hard, however, and only the mos : .
:E_atu:rﬁfﬁllg?egiikdy'm -.-‘.u-:m:cg. The n:: ﬁiﬁ?ﬂiﬂﬁsﬁﬂiﬁi E’iﬁw ;
ini i pany ol the objectsinthe res, an :
gt:}:{: ﬁ?ziglt?::lvau}gmmnm]nd to find out what a particuiar item is

worth}. § : 1 i 5wan‘|—' which
Toscorethe points, the objects must be dropped tE.E:?usr 51;," AMP is a

i ; here it s,
is easy to find even if you don’t know whe D edarices

: ; il i
R ierced it v };Dl:Jsetk out more loot! The

Requiremenis: 1200/
software plus MU

Log=-on number: 01
I}l%‘?? 04%3 (300/300)

Play times: 6.00pm 10 #.00an

hitd ol one Roy Trubshaw at

mbirgh University and written
in BCPL (one of the forerunners of
the modern C language), It was

Aater futther developed by Richard

Bartle on an Apricot using a lan-
guage called MUDDLe (for Multi
User Dungeon Development Lan-
guage) — Mr Bartle's private
development  tool  derived, 1
believe, from PROLOG. Currently
the main framework of the prog-
ram is wrilten in PASCAL, and
pccupics approximately 4 mega-
bytes of code (including all the

Telecom: It's this version that we'll
be looking at lor the next couple of
maonths, secing what it offers and
how it works out o the value for

around with and 20 ‘maobiles’
{computer controlled characters)
1o dodge and dally with,

There are roughly a thousand
currently registered players with
another hundred or so jsining
each month. BT's MUD system has
facilites to cope with quite a few
callers —there are about 20 incom-
ing lines as well as 64 PSS inputs,
but as a general rule the average
number of players: tends to be
around eight ata time. Because the
game can only run when the VAX
isn’t being used by? sweaty

af | data). businessmen during office hours,
= The program frst took off on a | MUDders can only log on between
RECLO compuler at Essex Univer- | the hours of 6.00pm-and & 00am
sity and this version — known as | weckdays and at weekends, At
MUD1 — can be still be played on | peak periods expect there to be as
thai machine when computing | many as twelve o fiftcen other
time is available (usually late at | wsers logged into the game.
night). Alternatively you can try it The print-outs in this month’s
oul on Compunet. You could also, | column should give you some idea
getitupand running in yourliving | of what it's like to play MUD,
reom —= DECLOS are no longer | together with the commands and
manufactured, but you used to be | background to the game, Every
able 1o get one for about hall-a- | printout you see was obtained
million quid and they should just | during a real MUD session, bui
fit into most suburban living | don’t take my experiences as any-
TOOIMS, thing special — get on-line and try
Alternatively, you could log | it for yourself.
onte someone else's using your In_particular, when 1 played
300/300; 1200/75, or 120071200 | people seemed 1o be remarkably
modem, And with the same equip- | Irendly — but that doesn’t mean
ment you can log onto MUD2 — | that you won’t meel some nasty
the latest version of the game and | types. In fact some people deliber-
the one being offered by British | ately create both ‘good’ and *bad’

personae 1o play with as the mood
takes them. Hmmmm . . . Reckon
Freud would have been imterested
in this!

o

s —

MMUD LOG-ON DETAILS

{200, 3001300, or 1200/75 modem plus COMMS
0 Starter Pack (see below).

" Toorder starier pack and game credits, phone

EE TRIAL LOG-ON PROCEDURE

with limited commands, before |
s behave yourself~Wi

—_—

508 8899 (1200/75)

the rel bt for your modem and enter MU, § :
Tfeﬁﬁai’;; E;%{T] 5]54‘PE!::’1“:!',r You then get about ten minules play Jng
i fore the computer cuts you off. 1 you do

— -

y weekdays all weekends.

01608 1173 :

‘MUD’, password

zards can check onwhoyou areand
e vou later if youdon’t behave well. :

B e ——

S
el

i

b
;

number of treasures you
youl can carry! The most ¥

Py
g

points you are worth ilkilledina
|, 1o winany combat in
the respurcelul novice 10
bringing aboul your demise, _f..u;:.-a
on their guard, exceplung wiz s.

magic. To become a magic-

choice is yours,
ultimate powerl
i

MUD LOG-0ON SESSION . ..

Here's a sample print-out from a
recent logging-on. This is what
you'll actually see coming up on
your VDU il you dial inte
MUD ...

1y OK boys and girls — yvou're
there, This is what you see when
you've entered the game. Type
GUEST and PROSPECT lor
Account 1D and Password if vou're
just having a irial run. Otherwise
enter the number and password
supplied with your MUD Starter
Pack. Always change your pass-
word if you're logging on for the
first time = jusi for safery’s sake.

2) Rext follows a brief summary of
relevant news about the current
status of the game ;. .

3} And now the command menu.
The Post Office endbles players (o
leave mail for each other. The
Town Crier doles out news, You
can check previous notices by
préssing 5, or examine your
account (to see how many credits
you've got left) by hitting 6. If
you've got an 80 column screen
you may wish to hit 8. And enter-
ing 2 gets you into the game . . .
4) The Wiz is using a new account,
S0 there are no previous personae
available. Had I played before on
this account [ would be able 1o pick
up where 1 left off with one of my
previously created characters . . .
5) As it is, I'll make for the big time
- MAMMOTH! :
6) 10% of MUD . players dare
women. Bul there are a lot of

i i erred toyou, and you ¢ ko
et pemmop can swEmp at once is only limited b

aluable objects in the game are p

i wornit e highigglmtlﬂf course, the better able are you
lved. The way is still open for
and rise several levels by

| high-level personas must be constantly

which you are invo
1o catch you unawares

chance at
» higher your level, the better yourc :
e user, you mustiouch the

vive, The more points you have. U

it’ lev
henit's hard to get to such a \ _
l but touch the touchstone you must

s

By = f
\N'-\’/wi,,.———

female characters in the game.
Hmmmm . . . Someone,  some-

r level becomes, and the more

; 1-proof!
of course, who are mortal-f =
being able to use

where, isn't happy with the wa
God made them! 1 think 1l sla;
male.... =
7) The first logation, In fact the Tea
Room isn't really part of the pame
itselfl = it’s more of a ‘teominos’
from where you. can enter the
Land. Sometimes it's oice just 1o
sit here and watch peoplé arriving
= if.your phone bill can stand it!
&) Ah well . ..
start paying some time.

9) The WHO command tells me
who's playing at the moment. Of
course it doesn’t tell me where
they are - finding them is another
matter altogether. Of course [ may
not WANT 1o find them!

1} Notice how my command 5IF.
TEA is broken up by an incomin
message {rom the program. ll’sﬁliﬁ
processed in the normal way, and
there are ways of stopping this sort
of interruption if you wani to. Par-
taker, by the way, is calling out in
the hope that someone will give
him a *glow’ by magic (ie: a source
of light). L
11) 1 bravely move NORTH (N,
having sipped my tea. No tea, no

exit from the tea room. And hav- |

ing done that ... i
12) I'm in the LAND! Dumped at
by the program into a rai

location, so that cach. tin

time you
lay you kick off somewhere dif-

(dpotit A B
her, only to find {

o

the amount
‘{awn. The

touchstone and sur-

i : «of survival, bul
he higher your chance of surviva .

/i 1 having magic to help! The
ey ﬂlf you are ever to gain

Guess I've gol 1o

—l

l
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1 . Terminal iz PYAll:

L M0 pession starbed JI-FEB-L987 I0:30:21.4%
Intérpreter created 1-FEB-1987 08:19:42.96
- matsbaze created 15-PER=-1987 12:31:16.62
Type QUIT E6 abort login.
jecount I0: (enpcer your ID number hecel

- Pagewprd: (enter Your paBEwordp

o

i WELCOME TO THE  WORLD . OF HMUD A#=s

MTELTME: Thuraday, 19 Pebroary 1987

The MUDline nunber (volce] is 01-608
1113 if you wane to order & MUD Scarter
pack of gredits, Credits can.also be
sought ditecktly Erom FORUM with a

credit card.

) e datapase should appear EOmoErow
b over the weekend. Thete & new
Ergasure Afd moblles, and a5 usosl &
stack of thihgs you 11 have to find Eor

i

yourEelves, YKoy changes ate ad8 follows:
' Tee viclous currents north of Ehe
qelleon change with aach rexet, Bafore
l iegotiating o passage to the Laland,
tast consylt the charck.
" The Banekhes s gcream does half the
dasse 1k doas inm this dacsbage, Ror
fdaes 1t attack low-leWal PerECHAR.
w2’y popelble o flee from the Jdeagon
4 sid Eurvive, though expensive.
1 is short for EXITE.
tiee Option 7 for a description of a
‘deponatrator
B Bave fun....
Thank ¥ou.
weed WUSE LT e
¥ mnu options:
§f - Exit and logout.
i - medisplay the mend.
] 1- Entef the Ll_!'ld-.
1= post OEfice/Baloon BAT,
=0 Yezl O ¥Yex! O Yeil {Town orietf.]
i - Previcus notices.
Elamime YOUL[ ACCOURD.
T - fpecial noklice.*
B - Specify termipal Eype.
¥ Change ACCOUNEE.
To order credite, D&a opbion 3 and
arce there, change hooths to the
Willage Shog with & /B command.
Whick option do Yoo reguire (1 fer - listl? 2
Froat End Vi 40
Lagt logged in on 60000 st 00:00:00.
Current credit balance is-50.0. Last
reset whs on 2272787 Ak 20r29:i49.
Cirrent charge cate La 5.00
crediteshous. Personae available are
d eegpneees

=t flease change youor password. Type
JFEE Che "0 prompl.of=
:ﬁ fy what name shall I call yeu? mammoth
P Cresking new pereond. Wiab sex do you
Elwigh to bea? mala
1 Elfzabechan teacoom.
Mhis cosy, Tudor perlod room L8 wherae
il MUD acdventures sEart. JLE ﬂ'l‘-Pnﬁ'ld-
o peams and poft, velvet-covered
fmiture provide it with the ideal
stmapphere in which to felax before
SMemturing odt lnto that sErange;
fiselese reain. & sense of decency and
Uecorum prevails, and a feeling of
Biinship with those who, LiKe you, sesk
theiy destiny im The Land. When you
Are fuicably composed, you may encer
B fhar domaln by stepping through an
Sepenling to the northj howevar , you ace
_ﬂl.l:l#l.‘ to stay here for as lohg as
wou- Like, sipping tea and watching the
sorld go by,
¥

=4 Charaing has Just started for chis
BESOURL . t-
bR *who
Sorappy the proteceor
SEREgin the RECIOMANCET
faurt the hero
Wintermute bhe Sorceper
Talior the supechercine
Aarora
Vishnu the Witch
PRrtEker
HEamoLh
.

g1l in the Elizabsthen tearcor; wh?
= Try sipping some tea, (t might help

FOU 90 PLACES.. .

Bip t

A saln voice &n the distance ahouts

*glow for partaker please 7..%:

L

You Wateh Eha world go by.
|Pstiosia naved &n 1)

.“ o

BN At you step throogh the opening,. you
mcope sWathed in & fine, goESamer
Rist. The Elizabethan tearcom Cades
hazily away, amd vague, rnew shapes
besin to form Eround yoo. Their
pEblines become more defined, their
eplours grow stronger, &nd the migt
thing aut 1nte ‘pale wisps, which

| graduslly disperes sway to nothingoess...

.

I Beaten trachk near cliff.
B o osre ot the =nd of & rough track.
Thare is 4 'dnqarnl gliff to the west
| maried ‘Rovers. leapt. :

2

i . ! ;
u female: voice in Ehe:dlstance ghouta "HELPL"

o

=

R

iy

A e

P

: py e i e e
.‘.___ -'i . i
1 e, = : ; R %
::E 3?, on the bank of some dangeroos 5 ':L:;:ll! the voluptuods wizch saye “hyet.
rapids. Deyond them t-s the r:u t-h: i 2 %
river goeE ondergroundy Bo ERE WREL 1 - i ;
continugs oug.of sight; an?lyuu can Elﬂﬁ.hu khe voluptiods witch giggies
B thundering as of falling water ! : ; =
$icx Chat Bl¥ectian. Te the south can ""é:f‘:'? "‘: t“i:l:';:?::lr’?:h says Tear
be sesn fand am]ltﬂ!rlu lu;nq BNATD Eiufeﬂt% o . :
and aoutheast is a small pond. ’Nn",t B EEUAld, At Pakms o pmArs o .
A he oman iE here. i i :
WEahNd ihe valaptacus WitGh 4a neré. o, 9 REALLY ‘usetull A IS '
5i the arch-wigard 13 here, : il B R -
T;?:rgr the superhernine is here ﬁ'i L cerrying "".‘E.“’”!’*;E‘il 5
carcytng the axe, the xeyd, the R e ,E:-;\-{E-'J t_i?._'. piny t 1?“_
walerd, the waferS, the brandd and the e % E‘:pgut s
b - i, o ® qdbble munch: minch chew chew
2 Tailor thé Buperheroine says "Fealing c-‘g--:: %Eh-!'_l_su*nrtmylihnum saved on B
peck bl Hasmoth?®. e A : : |
seuhat have you got?® e s L e Bl i
Lying m@uﬁgu pefare you {& an : S P ”? ‘hurora the y‘kemafh BAySs "Have yod s s
appetising plece of succulent i ‘ :E:E ;u'.:q?? d 4
anbroslia. = G b e 3
i o VishnG the voluptuous witch says "Seel”.
3 purcra the yeowonan hag just arrived. 7 2L try pow” { ;
S*my god! are you-from a cordon bled school?® g{tﬁnlwg arﬂ_ﬁ-w;:ard tella you "Type
Yishnu the voluptdous witch Eaya “take * :
:t St S : Vighnu the voeluptuous witeh laughs.
4 Tailor the supsrheioins says "Only ;; s :E:::i.nj "
- - i C .
E#' EXTRAT LHAN A E,:}‘:“t%h’ﬂ-ah g B You are no longer following Simon the arch-dizard,
Fi-lofax has jusk .-Trnf-‘;'fﬂl.‘i"- % ¥You pcored ¥4 pointe this game,
railar kb herpine. says *Gops
h:ipuia“nhﬂﬁi“‘é"mﬁﬁf m‘,;’w fater®. 9 nup logged out at I2-PEB-1987 21:04131.07 _
i e el REEM-5-EMD, control returned to node _WRK3T: 4
Taiior che supechecoine has juse Daft. J_._.__,f—"-—-’—_ o — P e w
st er - with a little help =
i, 7 from my friends . . . g
= !
Here's a sample bit of interaction ta
) from the game. Tailor the |
MJ.ID MOBILESE Superheroine is  obviously: a
? ity. Thereare over decent sart of chap . .. .or chap-
i uLer mmmlledf_nu i : !
A mobile’ in Mﬂniﬁf’ﬁkti’a:;:;:,%gh they're d fairly f“"'_mlm‘{in;ﬂs pess. Yoo can’t “be sure, of
26 of them in the game 38 nificance. Richard Barile ﬁtr?ll;; "Sam“n d COUTSe . . : .
they are rapidly gainin L.II-.:lE'mt1.i1'r|.t: developingthisside ot ‘:fghumarl 1) Hmmm . . . Quite a little party
promptin imh{?wt}ﬁnfnf mobiles that will really give L of us here, Simon the Arch-Wizard
0 P'Wamm';"f' I;:,:ﬁ r&nnw- ¢intelligence. They is keeping an eye on me. |
 playessarun o eady have a certain degree & U ey think 2) I'm starving! It’s 9.00pm in the
< In lact,m{ll hiing prowess when they approaciy mw.ﬂ'ﬂﬂ_ﬂ.r this Real World and I'm  enjoying
| a;se;ir{';ﬁ!apﬁﬂhﬂ%““‘r'me"'.“[a,l'{m‘; "'E’ﬁﬂﬂf :rethatwu'vc hadit! myself so much I've forgotten
they ve . wobile the : . i :
i rracked byam el be your only Wiy ou about supper!
reason, i you re &0 i L may well be'y xan- : »
Cowardice a!\ﬂa\w'“i"ﬂf:f';:;r::f,l ;;h!ﬂ'al."lfﬁ!i'llﬁ. The Parrot, {m&m 3) Comments in quotes can be
Dilferent mobiles have f"cumrrts-miun and repeai them '-'“;':'mwi_; heard by everyone in the room. i
ple. will pick up o o ﬁa\rra!mat‘ly‘ clued up on this one. 50 4) Hmmm . . . 1 think there may i
g”“"“'"“'“"""mdm;m!ﬂ-;'Gwc us a passwmdkh*'m.[ fayers and be something about this food 1 |
et huﬁ?nf 1:;1&“ its name by stealing “"m"’mmummspamund per- don’t know about!
sts She MEREE l::: the swamp, whereas the Dfaﬂﬂl‘hniddﬁd. mobiles 5y 1 tried to type INVENT for
[ dumpie “;;-“‘:*-’ izardly functions, such as “E'mm} swamp. : INVENTORY, but at least MUD has
E;:E-.:‘:: lLL:u Heaven) and "‘“"'"'i”ﬁ }‘ﬁﬂifﬂ‘;m Wizards have the a sense of humour.
Reware — mobiles may "'{,’::-": 53 {f that mubile starts 1o get just atcensy &) Another splu_ input. 2
power to use them as ﬂl.J_LPP; wice before insulting i! iy 7) Simon seems to be trying to te
weensy bit too clever, thin e - me something! :
! - B} 34 poims!! And all 1 did was
- " stand there and get given things.
| God bless these generous MUD-
g ~ ders!
' 9} Back 1o the real world. In faci,
MUD COMM‘A‘NDS i when you actually r-la-,;:,l you go -1
through the command menu
x a2 =
The | Howing commards are .;u-rmm by MUD2 before reaching this stage, 50.you
il EXAMPLE can leave messages: inspect ;(-:"mf
COMMAND CE {moves you mu-hﬁ:; account etc, before logging off. .
G0 =direction> DR ALL (dropse¥ey 0 whereNance goes)
DRap <object= FOLLOW NA NCI‘-Ii'F""“h e
FOLLOW <Creatures GALL tPEL?;BTl::_"::,‘“:gh,_.mmgm Al Next month - more MUGging,
Cive Sabject»<creature> TR s Tom, bul doesn'l tarta more Tips, more every-
t ! - nw
HIT fght) ; F1
| (says what you re CATY S is carrying) We've been a bit pushed for |
I <player> |WIBBLIA (ays WL Sohann) space in this month’s issue, but
o reatute> <object> KO saya whai the payer levelsace} the Wiz felt that the space |
LEVELS L (describes your tonml L cide) devoted to MUD was well | ;
1k : L“ﬂxm“k”hﬂm]:r;::uz?:ﬂﬁl cartie “"ﬂ]ﬂl while for the Eh
ek e L MOLISE fdéscr : readers who don’t have e
e tuz'fr'mﬂmqdmﬂhual.:amr.;.n le:mx;:f" ems but might like to know
Look <rogm=> JAKK 'HI THERE lm!-‘!i!'ﬂﬂ;i:‘:h”l ':mw i offer.
<creare><HHRE= PUT STRAW IN BOX (inserts th
PUT solijec= =0 1hee Do —
; cranainer= REM MI..}LESIE_.FR'DMHUK L
REMove <object <0l the b e 3 Lo
; S (pivesa ru-dowt hﬁl& ﬂ: i : i
HELPY (messape st Inait il
.iﬁﬁm{amhg? !.;E-:mvmﬁllﬂﬂ : ;:,u.g ¥
ul?].ttl?"*l,‘q“'#' S.TAI,L'FRD-FMJANiﬂt"B-'I ;
b : " SAT0IE : " 5
&Tea e .-,-EauWEMEDNE imﬁw#%__ ] s.aﬂ]dy tpo
wai i fesom : g 2 and o rse vour b
. ; :Lrll*;LE AKLwm'h““wrm;ﬁ:‘wiﬁ ‘ML S dn cou yo :
l‘i's&d'{ﬂblﬂl} wHu !mmﬁi“t“"rl ? 2": : g B r_':: BrEc that
» L]
_— 3

R :
i s

&P‘w
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| unscathed from the Undergro
| Empire, or completed your 1000th

Cleber

-~ |Contacts

| Byery so often in an adventurer’s

e comes a moment of everlasting
. Whether it's because you've

just been carried shoulder-high

Middle Earth, emerged
und

game, there's only one true means
of celebrating  your success -
2 & opne of the Legendary
or Contacts.

rite to the Wiz with the names
& games you've solved and
Hull contact details, You can
a phone number if you
semember that you may
any calls — so check first
members of your

jre getting in touch with
‘the Clever Contacts, make
al you enclose an SAE or —

il yoar're phoning — keep the con-

tact o a reasonable hour, These
heroes and heroines are doing a
good job.— don't abuse them, and
they'll reward you with much use-
fuladvice.

Firate Adventare, Circus,
Terrormolinos. Subsunk, The Sor-
ceror of Claymorgue Castle, Quest
of Merravid, The Hobbit

Danny Dinneen,

12 Bishopscourt Way, Wilton,
Cork, Republic of Ireland

2z,

Red Moon, Emerald 1sle, Worm in
Paradise, Hulk, Hobbit, Upper
Gumtree, Hacker, Grand Larceny,
Merry Christmas from Melbourne
House, Robin of Sherwood, Snow-
queen, Kentilla, Gremlins,
Eureka., Terrormolinos, Lords of
Time, Pirate Adventure, Sherlock,
Bored of the Rings

Jason Jennings, 102 Berkely
Road, Shirley, Solihull, Birm-
ingham, West Midlands B90
2HU

Ultima IV, Zork I Suspended,
Pirate Adventure, Voodoo Castle,
Critical Mass, Wizard and the Prin-
cess, Mission Asteroid, Mummy's
Curse, Mission Impossible, Robin
of Sherwood, Masquerade

Derek Wong, 42 Ingram Road,
Thornton Heath, Surrey CR4
BEB

Hampstead, Sherlock, Bored of the
Rings, Boggit, Fantastic Four, Lord
of the Rings, Terrormolinos, Castle
of Terror, Mordens Quest,

Lzzrz . .., Heroesof Karn, Twin
Kingdam Valley

David Sutherland, 54 Wen-
dover Road, Eltham, London
SE?6PB or 01 319 3395 after
6pm

Zork L 1L, 11, Adventureland,
Dangermouse in BFC, Ear-
thbound, The Helm, Marie
Celeste, Temple of Terror, Valkyrie
17, Temple of Vran, Mask of the
Sun, Lords of Time, Dallas Quest,
Infidel, Mystery Munroe Marior,
Gremlins, Supergran, Planet{all,
Ulysses, Blade of Blackpoole, Seas-
talker, HitchHikers, Ultima 1L,
Search lor King Solomons Mines,
Skull Island, Murder on the
Waterfront, Suspended, Cutth-
roats; Sorcerer, Enchanter, Ninja,
Stranded, Hulk, Mindshadow,
Lord of the Rings, Starcross, Sub-
Sunk. Worm in Paradise,
Hampsiead, Classic Adventure,
Colossal Cave, Terrormaolinos,
Robin of Sherwood, Sherlock,
Claymorgue Castle, Emerald Lsle,

Wizard of Akyrz. Return to Eden,
Red Moon, Never-ending Story,
Escape From Pulsar 7, Perseus and
Andromeda, Gelden Baton, Bored
of the Rings, Empire of Karn, Ket
3, Feasibility Expeniment, Lucifers
Realm, Pilgrim, Secret Mission,
Treasure Island, Wishbringer, Cir
cus, Arrow of Death | &2, Ten Lit-
tle Indians, Ring of Power, Quest
for Holy Grail, Kentilla . . . {More
next issue!)

Margot Stuckey, 14 Marampo
5t. Marayong, NSW 2148,
Australia

Hulk, Spiderman, Yoodoo Castle,
Hobbit, Pirate Adventure, Merry
Christmas, Robin of Sherwood,
Price of Magik, Lord of the Rings
Nigel Leather, 45 Moreton
Street, Winnington, North-
wich, Cheshire CW8 4DH Tel:
0606 781028

The Golden Baton, Wormm int
Paradise, Hobbit: Fourth Protocol

A 3
P :g:“ ;_,._‘oﬁﬁ o

{PL 3 only)

Andrew Blackman, 133 Ashen
Drive, Dartford, Kent DA13ILY
Tel: 0322 76887 5.30-8.30pm

Dungeon Adventure, Lord of the
Rings. Quest for the Holy Grail,
Hampstead, Lords of Time, Inca
Curse, Espionage Island, Flanet of
Death

David Lemon, 14 Norton Place,
Dunfermline, Fife KY11 4RH
Tel: 0383 728353 after 6pm
Mon-Fri

Leather Goddesses of Phobos, Zork
I, Terrormolinos, Never Ending
story. Heroes of Karn, Mission 1,
Gremlins. Robin of Sherwood 7
Ron McKenzie, 3 Silverstream,
Freystrop, Haverfordwest,
Dyfed SA61 25N

Adventureland, SubSunk, Heroes
of Karn, Empire of Karn, Munroe
Manor, Hacker, Classic Adven-
ture, All early Infocom titles.
Chris Fleming, 235 Meola
Road, Pt Chev, Auckland. N
Zealand. Tel: 867074

Leather Goddesses, Ballyhoo,
Enchanter, Sorcerer, Spellbreaker,
Wishbringer, HitchHikers, Seas-
talker, Questprobe HI, Hulk,
Spiderman, Exodus Ultima 11,
Ultima 1V, Return to Eden, Worm
in Paradise, Red Moon, Colossal
Adventure, Dungeon Adventure,
Sorcerer of Claymorgue Castle,
Heroes of Karn, Perseus and
Andromeda, Nine Princesin
Amber, Gremlins

Guy Thomas, 17 Borstal Hill,
Whitstable, Kent CTS4NA Tel:
(0227) 274846

Voodoo Castle, Heroes of Karn,
Pirate Adventure, Ten Little
Indians, Hobbil, Lost City, Grem-
lins, Wizard of Akyre, Queseforthe
Holy Grail, Zim Sala bim, Island
Adventure, Castle Dracula

Paul Flanagan, 6 Corry, Bel-
leek, Co Fermanagh, N Ireland
Tel: 036565 594 :
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Announcing the launch of

ROIMULUS

Fast mult-directional scrolling and
shoot-em-up action. Romulus has more
than one surprise in store for the
unwary gamer. Great sound effects
and music

For the Commodore 64: £8.95

CUICKSTEVA

‘»,-".r_luw House, Leicester Place,
London, WCZ2H 7NB
Telephone: 01-439 0666
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Life's a ftrial for your humble
Comps Minion. It's a continuous
chore of making tea and coffee for
the Spiky-Haired Ones, running
errands, or wading through a
mountain of mail, sorting out
entries for the ever-so-popular
£ZZAP! competitions. There must
be more excitement some-
where . .,

I've always fancied trying out my
skills on one of those huge
bulldozers. I'd enjoy demolishing
a derelict building or doing a spot
of trailblazing, perhaps clearing
the path for a new motorway
alongside ZZAP! Towers. That
would be a lot of fun, especially if
the Spiky-Haired Ones got in the
way. Just thinking about it cheers
my day no end.

Talking of bulidozers, those
clever people at CRL have pro-
duced a new game which revolves
around the adventure of a
Spacedozer driver. Apparently in
the not too distant future, space is
going to become as littered as
Earth and there'll be plenty of work
tor Spacedozer drivers. Scuttling
hither and thither through the Milky
Way they'll be responsible for
clearing pathways through untidy
astercids and general space
debris.

The game sets you at the con-
trols of one of these Spacedozers
and one day you are hard at work
clearing another path through
space when suddenly an invading
fleet of spaceships appears, hell-
bent on a total takeover of Mother
Earth. There's no time to go for
help; instead you have got to face
up to their deadly weaponry,
armed only with a massive
Spacedozer, quick reactions and
your wits.

Being the kind people they are,
CRL have decided to give away
s0Mmea neat prizes in this Spot The
Difference competition: a huge
model of a spaceship will go to cne
lucky ZZAP! reader and a couple
of smaller models are available for
two runners up. In addition, a
further 50 entrants will win a copy
of CRL's latest game based on the
adventures of a Spacedozer
driver, entitled Death or Glory. All
you have to do is study the two
pictures of a Spacedozer at work
and circle the differences on pic-
ture B. Fill in the form, and send
your entry to ZZAP! DEATH OR
GLORY, ZZAP! Towers, PO Box
10, LUDLOW, Shropshire SY8
1DB. Make sure it arrives before
the 9th of April, 'cos that's when I'l|
be riffling through your entries.




THALAMUS LIMITED

Froné Office

1t Flor, Advance Works,

44 Wallace Road, London N1 1PQ)

Ditbotd b US GOLD LIMITED, Ui 23, Holod Way,Holld,Bimingham B6 A, Te: 021-356 138

Disk

By Stavros Fasoulas
Cassette £ 9.9

£14.99

#ASNWYTVYHIL




Ulﬁmﬁumbly the most detailed, historic World
War 11 submarine simulation ever created.

Select your command on one of six different US Navy
submarines or German Kreigs marine U Boats i
the Pacific or Atlantic Oceans from 1939 w 1945.
iEmnmmﬁﬂﬂi&mtqﬁﬁomcmm:ﬁmlith
convoy practice and working your way w the highest
Whﬁmﬁmﬂmdumnﬂhtmﬁmm;
l-[mm-yupmufundqmmrw&;::mﬁpﬁm,
weapons usage, weather, repairs and conflicts strategies.
® Completely authentic vessels with five levels of maps,
periscope, binoculars, radar, sonar mines, torpedos,

“The undisputed championof US . CBMe4/128 £9.99tpe £24,99 disk
Your Computer Nov. 1986 - IBM £24.99 disk
- .Auri ST £24.99 disk
‘_

Fletcher Class Destroyer. You've embarked on the first simulation  fully-operational, earbursting battle stations 1o worry about, all
that sctually combines the intricate, largescale strategy of wargaming armed o the gills. Not to mention radar. Navigation. Sonar.

. \ with the intensity of furious, eyeball to eveball action. This time vou're T Ei it
v\ rightin the middle of it al. You knew it wouldn't " Nl the Japanese leet crawling up your spine.

' be pretty, but how tough could it be to rescuea  Time 10 make some tactical decisions.
\ ' .' downed pilot? It sure seemed & lot easierthan~ Wll it be the twin 40mm Bofors anti-sircraft Orthe 5
- -
-

The time: 1400 hours. Somewhere in the Pacific. You're at the -
L Dedm, commanding the grestest concentration of firepower
\ everputin & lightweight fighter the deadly

shelling islands, escorting 3 convoy or leadspewers aft? Depth charges or rpedos? Autopilot or
. A ml:glh;gh! -Bul guts? Any choice could be your last, so make it good.
J"!ﬁ-'l "

now look what you've CBM64/128 £14.99 disk

got. Thirteen

hunting subs,

IBM £24.99 disk -
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Fral LOMPUTER REPRIRS

R e A e R e e O A AR - SWiswiim,
COMMODORE 64 REPAIRED FOR ONLY £35.00 including POST &

PACKING - PARTS - INSURANCE = NO HIDDEN EXTRAS!

wal W r % While you wailt repair service, # MOst Commodores repaired
ﬁ{,‘f,ﬂfﬁgfér mﬂgpﬁ’f + Imonth written guarantes on ail within 1 hr.
well wait no longer, We repair all repairs W AllMICros insured for return jourmey.
Commodores sameday. Wealso + Intermational Repair Company. We  + Overfyears experience working with
o Com 16, Vic 20, 1541 Disk repair computers from all over the COMmMpuUters. B
Drives, plus 4, or vou can order word % All computers fully tested E

the Replacement Chipsfromour o sl computers sent Mall Order turned 4 Power supplies fully tested
D.LY. section around i 24 hrs, * RCBoutputfully tested,

TRADE SUPPLIED
I FROM STOCK!

sz I : - -
Sheex S VIHEGYAUN D.1.Y. SECTION-

e 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

Ltd 6510 23.00 | 6569 23.00
| 6581 23.00| 4164 RAMS 3.00
|I 901227-03 23.00 | Power Supply
| 901226-01 23.00! Units 29.00
L Telephone: Glossop (STD 04574) 66555/67761 All prices include V.A.T,, please ADD £1.50 to cover
! 140 High St. West, Glossop, Derbyshire, England e g cost RN W

c Copyright Videovault Ltd. No. 151085

“LOAD-IT" L OAD-IT"' @
ATTENTION DATA-RECORDER OWNERS >

| THE DISEASE - Tape Loading Problems g— ——)
| THE CURE - Our Exclusive Data-recorder Modification Package = r
|| i} PERMANENT HEAD ALIGNMENT ADJUSTING KNOB '
; CALIBRATED SCALE O
|, SRR ___— |NTEANAL SPEAKER FITTED 5') \\ y/\N—

i IE.‘EMHEEUHEIH | ACEORSTIENTS

* Programs fail to load if the head does not read the tape correctely

* By simply adjusting the head slightly all programs will load! s

w Loading problems are caused by variations in alignment of data on tape OF[WARE CONTRACT

‘LOAD-IT GIVES YOU:

* Audible loading through internally fitted speaker, co-onDlNATORS

At lnst o talentd inciiduas re sought 1 i mew posiors
b Y g within the company,

pasitions

* Achieves 100% success even on poorly recorded £19.95 Initially responsible forgo-ordination of conract programmaers and
programs |r'|clu;:|as liaising with programiming houses, activities will include:

* Guaranteed for life of data-recorder FRRLIETS 1 Contract negotiation

* Approved by data-recorder manufacturers. postage 2 Drawing up software iicati

* Recommended by leading sofiware houses 3 Priect reakitio, ape cinend

* Does not affact any guarantees on computer ATAN v 3 ! !

* 3-day service from receipt of order ; I'l::l::t.g wﬂhﬂgﬂmphu and music artists

| * Due to popular demand a DY, kit is available 6 Project scheduling

* All you need is a soldering iron (required for CBM only). © D.LY. KITS
* A small file and commeon sense fram
* Easy to follow instructions are supplisd £1.75
* CBM data-recorder kit, only £9.95 inc. post and package includes B.&P
* SPECTRUM 48K /128+2 D.LY. ki, only £7.75 inc. post

and package [no speaker required) Successful applicants will probably be 22 vears plus and have a

‘LOAD-IT" 15 a registered trade name. Copyright ©1986. Patem Pending games Dru-l_:LrElfnmmg background. On offer is a first class salary and
areas. Britain and overseas TN I e

[ ——— —————— S — —— — S — — — —

SEND YOUR DATA-RECORDER SECURELY PACKED TO: Teal: 021-745 4570.
"LOAD-IT", 35 Stretton Road, Shirdey, Solihull, West Midlands B90 Z2RX.

L1 1 enclose my CBM data-recorder and chegue for £19.95 inc

Previous experience is not as important as strong creative instincts
and willingness to adapt to and adapt the administrative
procedures currently in place,

The company’s Software Manager will be appeinted in due course
trom the Contract Co-ordinators,

O DY, kit, CBM £9.95 O DY, ki for any data-recorder £7.75 For further information contact
v Tick as approprate Steve Wilcox :
Mama Elite Systems Ltd

Addross

Anchor House, Anchor Road, Aldridge, Walsall, West Midlands
e Telephone: (0922) 55852

Postal code.....................
My Computer is- CBM 16/CBM +8/CBM 64, CEM BAC/CBM 128,/ SPECTRUM 48K/ 128+

80 ZZAP!64 April 1987




1942 (Elite]

754 300 James Whiksortk I'_]I11I|| . Lancs
1807 "-I'|E'-|,-Ill vk, Dswasiny r||ll| wEhirg
165,800 Steve Les, Guildiord, Surmay

M.LE"I"KFLT {Hewson)

B, 750 John Machell, Resgate, Surrey
~'.- 500 J Bolton, Oldbury, W Mids
5118 950 tain Reddick, Kirkabdy, Fita

ANTIRIAD [Palace Sofware)

Game compladed in

404 mins D Ashwell, Baldock, Hens

4:35 mins Ged Keaveney, Huddersfield, W
Yorks

440 rmins Poler Evans, Salisbury, Wilts
ACE {Cascade)

B3.380 M Horsey, Wattham Abbay, Kant
42 550 Mark Jeffery, Dianelta, W Aus
26,890 John Doyle, Kilmamoch, Ayrshire

AVENGER [Gremilin Graphics)

100% Kanm Bovalb, London SW17
100% Jarmie Paton, Downfiekd, Dendes
93% A Coaper, Sedgley, W kids

BULLDODG (Gremlin Graphics)

903, 700 Stuart Evans, Shrswsbury, Shioh
5h

820,800 Juhan Rignall, ZZAP! Towers
605 400 & Davens, Stourbriscdge, W Mids

BREAKTHRALU (US Gold)
138,050 Paul Gibson, Sunder
Waar

111,800 Gary Rice, Calche
03,060 Pater Shialds, Brightor

and, Tyma and

E s

CAULDAON Il {Palace)

508,550 Cliff Mobresa, 5t Heter, Jersey
153,750 John Raynolds, Duxlord, Cambrndge
132 400 Shaun Ruasat], Shddan, Co Durhan

CRYSTAL CASTLES (US Gold)

677,992 Julan Rignall, ZZAP! Towers

B4R, 200 Migsl Leather, Morthwech Cheghire
551,878 Dene Clandge, Ksngswoad, W Meds

EDEFm 1Ch:¢anp

_lr| I"']tll'} K-:1Irj||__;:__|_ Dianmark
Culloch, Downlield, Dundee

DRAGOMN'S LAIR |Software Projects)
3:‘ 740 Martin Coyle, Cliftan, Motts
2,520 Meil Edge. London SE2

2f.B57 G ary Turmner, Swindon, Witts

DAN DARE (Virgin)

T.423 Sankar Sahdevan, London E12

7.297 Shaun Alcock, Tyldesley, Manchestar
6,971 Russal Flaherty, Liverpool L14

ENCOUNTER (Novagen)

1 BEB OO0 Anan, Crewa, CGheshine

1 488 900 Kenneth Shewry, Cramlington, N
Humis

1,135,500 Stephen Blidgeon, Wythenshawe
Manchasiar

ESCAPE FROM SINGE'S CASTLE
(Software Projects)

45 320 Steve Bloor, Nuneaton, Warks
24,351 Jarmee Paton, Downfield, Dundea

FIHELGIRD (Hewson)

-'nﬁ Homsea, MHumbs
Harrogate, W Yorks
wvinil, o husi) e

|'-;.ﬂ'|.F'I'I\J Brooke, Cre

FUTURE KNIGHT |(Gremilin Graphics)
10, BO0 Billy 1
72,500 D A Ag
56,900 Terry

FLO'ﬂJ THE DROID (Ariclasot)

AMS, Yaowl, Somersel
sm Shields bury, Kent
P-' | Lardan, Buriai-on Tr:l".! Stalls

FIST I melhaume House)
1220000 Staven Guilla

00 Anedrew Gt
596,800 Al Karswe

THE SCORELORD’S
HIGH-SCORING HEROES

GAUNTLET [US Gold)

MERLIN THE WIZARD

3,331 481 Gary Smith, Dersingham, Norolk
2,540,903 Ged Keavaney, Huddersfield, W
Yorks

1,143 437 Alistar Mobially, Prestwick

QUESTOR THE ELF

1.5687 710 Daned Osbourng, Hormsaa, N
Humbs

1,333,708 Steven Matthaws, Porlsmauth
Hars

1,026,078 Williem Best, Froome, Somersel

THCOR THE WARRICR

1.814 100 Daneel Osbhourms, Homsea, M
Humtis

1,742 772 K Fairbrother, Stapleford. Notis
540, 723 Gragme Smith, Litthe Sioke, Bristo

THYHRA THE VALK YRIE

1,808,017 Darial Osbourne, Homsea, N
Humhs

1,048,670 James Dufty, Coventry

725 322 Cario lanco, 5t Albans, Herts

GHEEM BERET (Imagine]

1,301,850 Mark Cunningham, Newtown
Abbay, Co Anirim

1,058 870 Martin/ Jon Blaok, Shaffisdd
756,800 Johr White, Whitefield, Manchester

MONTEZUMA'S REVENGE (Databyts)
363,650 Jennifer Yatles, Bolton, Lancs
183,250 Daborah Yates, Bofton, Lancs

MERCEMARY: THE SECOMD CITY (Mova-
qen)

£.942 196cr Rus
Cioy Dublin

2,743 425cr lan Robinson, London N17
1,985,000cr Mary Maciacklan, Aukland &
Bleswy Featand

sarll Wallace, Dunuoghaire

MISSION AD (Ddin)

49 320 Mark Crali, Bearwood, Bourmemaugh
48 670 David Barker, Faliham, Middx
28.555 Al Kerswell, Guildford, Surrey

NGMAU [Oeean)

45 M J Lenton, Burton-on-Trant, Statfs
5 Paul Want, l-'arrn:gen-'-. N Yorks
4,885 Paul Tudor, Stowurbridge, Pedmore

NINJA MASTER (Mastertronic)

198 &R0 Habert Futter, Downham Market
MNarfalk

184,
156

Adam Smith, Stretiord, Manchester
Wai Kwong Ho., Stansted, Essex

SANXIOM [Thalamus)

517,860 Peter Willlama, Preston, Lancs
405,610 Michodas Lewis, Basingstoke, Hants
T30 Chris Gabis, Rediill, Surrey

SUPER CYCLE [Epyw/US Gold)

256200 Julian Fagrall, ZZAP® Towers

247 360 Anthaony FHulme, Londan Wa

242 240 Paul Campbell, Bangor, Co Down

SKATE ROCK (Bubble Bus)
223,280 Stephen Blgor, Nuneaton, Warks
101,900 M Murray, Wakeheld, W Yorks

SCARABAEUS [Ariolasolt)

277,824 Robert Berry, Fleetwood, Lancs
273,744 Douglas Clark, Carstairs Junschion
Lanark

258,128 Lwis Trayano, Stockporl, Cheshire

SKY AUNMNER (Cascade)

669, 700 John Doyle, Filmarmoch, Ayrshrme
5190,600 Martin Dobson, London E12
5125 600 Pater Hulme. Bishop's Storttord)
Herts

S5CO0BY DOO (Elite)

63 950 P ||_|| Band. Bausermiaully, Podli
56,900 lan Tdlery, Liverpool L16

37,250 Graeme Dutch, Tilydrone, Abardean

SABOTEUR [Durell)

£8561,700 Gareth Mitchell, Mirield, W Yorks
£385,000 Ged and Jim. Huddersfield, W 'Y orks
E208, 200 Adraan king, Swnrdan, Wins

STARQUAKE (Bubble Bus)

2ET.THY N:g{:l Froud, God alming 5 urray
S8BT 140 Onig Kniudsed, 5033 Fylingsdaksu
Monway

273,687 Per Kiallander, Stenungsurnd, Swe
oan

PAPERBOY (Elite)
103, 700 Daved Barmer, Bediont, Raddx

94 800 Richard Justo, Littlehampton, W Sus-

L
11,300 Chiris Bclaan, Helsby, Chashing

PANTHER (Mastertronic)

200 240 Stave Lo, Guildlard, Surrey
51,200 Paul Morgan, Hitchan, Hers
28,700 Roger Martin, London W1

PARADROID (Hewsaon)

384,290 Sharad igbal, Bury, Lancs

296,435 Jeramy Foy, Tnng, Herts
seamine Cottage, Whilchurch,

PING PONG (Imagina)
62,200 Grasma Dutch, Tihdrone, Aberdesn
57,040 Barrie Hallent, Lawrence Weston, Bris-
1% ]

571,300 Anoosh Lachn, London W13

PARALLAX {Dcean)

106,850 A kKergwell, Guildiord, Surray
78,400 Adam Pracy, Newton Flotman, Nor-
wich

G&, 480 J Macmanus, Barmstaple, Davar
PARK PATROL (Firebird)

154380 Gary Srmith, Dersingham, Norfolk
138270 Faul Godden, I:_;-:d:ﬂrrur:q_ Surriy
115,550 Gary Penn, ZZAP! Towers

RAGING BEAST (Firabird)

131,806 Mark Gunningham, Newlown Abbay
Cor Ardrim

104,374 Paul Ellis, Barmahursl, Kenl

&7 002 Matthew Minshull, Great Barr, Birm
imgham

HERCULES (Alpha/Omega)

815,020 Nis-Olav Barvag, 6770 Nardfjordeid
Monvay

55,500 Robart Hamphil, Pod IIjI._‘l.*,‘;glrﬂ
560,910 G Beddows, Rugeley, Stalfs

INTERNATIONAL KARATE (System 3)
336,750 Peter Hunt, Hoaok, Hants

320,950 Ryan Kelly, Glasgow

310,000 Andréw Hardy, North Shields, Tyna

and Wear

IRIDNS ALPHA (LIamasoft)

349 520 Colin Riediorn, Heywood, Lancs
184 260 Jon Wood, Edgeware, Middx
141,050rC Gorham, Brasntrea, Essex

JACK THE NIPPER [(Gremilin Graphics)
100% Chris Whate, Mathock. Derbyshire
o ik Carr Qan, EI_.II1|I'_J'> Lancs

1% Marc Hodge, Selby, N Yorks

JEEP COMMAND (Bug Byte)
}'? J’_'jHI"J Mare Hodge, Selby, N Yorks
49,800 Daved Minton, Bristol
25,240 Davd Burton, Stoke-on-Trent, Stalfs

JAILBREAK (Konami)

195 500 Paw Gibson, Sunderland, Tyne and
Wlear

102 500 Makcolm Heddern, Presion, Lancs
85,500 Marc Hodge, Selby, M Yorks

KOROMIS RIFT (Activision)

134,960 Stephen Mason, Stevenage, Hers
128, 780 Mark Tortolano, Stirling, Scotland
596,430 Caln Burroughs, lpswich, Suffolk

KMNIGHT GAMES (English Software)
TOTAL

56, 345 Siman Wilcoox, Ipsswich, Sulfol
65, 700 Pieter Collins, Colchesier, Essex
65510 Alex Cassidy, Kirkintilioch

KNUCKLEBUSTERS (Melbourne House)
4,900 Theo Wiliams, London N4

3,600 Mat Wailker, Kings Lynn, Lincs

2 B Gary Smith, r]:-r's:nuhilr'rl Morfolk

LEADER BOARD [US Gold)

MOVICE

25 Pgiil Barnatt, F raserburgh, Aberdeanshing
=24 Victor Gordon, Co Armagh;, N Irefand

24 Mick Gray, Downhead Park, Mifton
Kiynes

AMATELIR
23 Paul Allan,
-id Dk T

-22 Trewvr

A chosan
ondon SW11
ey, Blsenpleyf, Dyfed

PROFESSIOMNAL

-24 Paul Allam, Aberdeen
21 Tam McKee, Dingwall, Ross-shra
19 A J Loswery, Chorley, Lancs

LAW OF THE WEST (US Gaold)

9,850 Svain Kiarstad, 6017 Asetranda, Nor
Wy

7.937 Lee Smith, Billingham, Clevaland

f Graeme Dutch, Tildrome, Abeardesn

LIGHTFORCE (FTL)

B45, 100 Christian Rowe, Jesmond, Newcas-
tle=cn=Tyna

G444 300 Adam Halloway, NMorwich, Norfolk
557 100 Daniel Osbourne, Homsea, N Humbs

SILENT SERVICE (US Gold)

[TONS SLINK)

910,100 Karsten Tokawig, Drossehes 6
Crenmark

2 16 400 Rollg Davies, Rainham, Essex
151,100 James Sampson, London SWE

SPLIT PERSONALITIES {Domark)

B30 400 Mrs | Hayden, London E16

506, 100 Michael Skelcher, Wenioning, Beds
404,700 Rab Beown, Portobello, Edenburgh

SPACE HARRIER (Elite)

2,567 400 Colin McGlashan, Parth, Scotland
1,677 600 Mark Stanfard, Yatton, Bestal
312,800 Steve Bloor, Nuneaton, Warks

SKOOL DAZE (Micromega)

104,340 Scott Moose, Fixby, Huddersheid
70,480 Garry Smith, Dershingham, Norfolk
38 980 Graham Jones, Westbury, Somerset

THE SENTIMEL (Firebird)

LEVEL REACHED:

3014 Gary Penn, Z7AP Towers

1172 Arlo Swenson, Whaatley, Doncaster
805 Slewa Bioor, Nuneaton, Warks

TERRA CRESTA (Imagine)

371,800 Robert Hemphill, Port Glasgow
Fiorfraw st

341,000 Marc HI'_J-!'(?',!_ Saltyy, N Yorks

285 500 Andrew Braybrook, Witham, Essex

THRUST (Firebird)

1,103,800 Arlo Swinsan, Doncaster, S Yarks
1.028 450 Mark Payna, Hockley, Essex
715,400 Sean Bartropp, Hockley, Essex

TALU CETI ({CRL]

21,055 Andeew Tarski, Dursley, Glos

20,465 Robert Elliot, Middiesbrough, Cleve-
lard

20,440 Shaun Russell, Shidaon, Co Durfam

THAP [Alligata)

481,200 Lawry Simm, Liverpool L23
429 510 Calin Baynae, Glenrothes, File
328,500 Robert Elot, Middlesbaorough,
Cleveland

TRAILBLAZER {Gremiin Graphics)
1&15_3.3% Jason Cooper, Wednesbury, W
[}

1.120,040 Henry Rawdinson, Salisbury, Wills
725 500 Sean er, Dawealry, Shrophing
TENTH FRAME [US Gold)

AMATELIR

266 Graeme Dwtch, Tillydrone, Aberdesn
234 Mark Alwynson, Liandall, Cardift
188 John James, Accrington, Lancs

PROFESSHONAL
214 Gragme Duich, Tillydrone, Aberdean
108 Miles Leavy, Horsham, W Susses

UCHI! MATA [Martech]

324,235 Mark Sexton, Lancing, W Sussex
278,985 Simon Pettigrew, Londan SW16
205,100 Al Kerswell, Guildford, Surmey

URIDIUM PLUS (Hewsan)

108,700 Harry Kiichener, Godalming, Surrey
96900 Steve Lee, Guildlord, Surrey

91,800 Graeme Smith, Homnghurch, Essex

¥ [Ocean)

24 600 D A Askeiof, Wirral, Chashie
21,200 Danny Pratt, Southampion
21,100 John Doyle, Kilmamoch, Ayrahie

WARHAWK [Firebird)

3,172 288 Peter Hunt, Hook, Hants
1,701,568 Jake E, Hill Top. West Brom

1,484 200 Michas! Shanks, Norwich, Norfolk

WAR (Martech

d 70, P2 Ricky Smith, Basingstoke, Hants
153,968 Steve Lee, Guildiord, Surrey

14 649 Al Kerswell, Guildford, Sumey

MEVIOUS (US Gold)

145, 710 Colin McGlashan, Perth, Scolland
56,710 Gavn Burmmett, Westhill, Inverness
55,500 Gary Pern, ZZAP! Towers

YIE AR KUNG FU Il (imagine]

89,500 Wayre Gunnell, London N5

48, 100 bwian Howells, Machynllsin, Gwynedd
32,900 David Paterson, Newcastie-on-Tyne

Z (Rhina)

671,450 Jake E, Hi 1np West Brom
366,600 K Farbrother, Stapiford, Notis
232,000 Angnd Aggorwal, Rushden, Narth-
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w hy is it that whenever [ find myself in dire
siraits, the only successful communication
that | can achieve is with you, the reader of
a prehisioric, nor-electronic publication called
ZZIT! or CRABS or some other such nonsense? 1
mean, what have you ever done for me? Yes - you!
Can you transform me into a human being? Of course
you can't! Can you endow me with a small moustache

and some leisurewear? Not a chance! Can you con-
jure up our former travelling companions, Jimi Hen-
drix and Pinnochio? Not on your... just a
momenti . . . the door of the Macdonalds teleporter
is swinging open, and oul steps a long-nosed wooden
puppet and a half-Cherokee former-guitarist from
the Ike and Tina Turner Band. We are saved! And if
it is anything to do with you, my splendid reader, [
thank you from the bottom of my power-cell. Yes
you.

NMow | am not a vindictive bomb, for a
bomb that is . . .

Our two travelling companions seem to find Tam-
ara’s sorry state highly amusing. Indeed, they are
rolling about the surface of this planet, giggling and
failing to control their mirth, This cannot be right!
Aren’t they supposed to be saving us? Now | am not
a vindictive bomb, for a bomb that is, but [ admit to
you, gentle reader from my distant past, that [ am a
wee bit disappointed by their attitude. They might
come to a sticky end for mocking my poor, mouth-
less, virgin-even-though-she's-delivered-a-brace-of-

oats Tamara. Not to mention the birth mark on the
ck of her neck, which is my current disguise and
location. 1 can't even turn myself into something
more practical, because us Macdonalds neutron
bombs are symbiotic, and if we can’t communicate
with our poor human hosts, we ain't worth spit.

They are trying to rc%in their composure, suckin
down the last of their childish guffaws, sniffing hacE
their snotty sniggers, Jimi wiping tear-crinkled eyes
and Pinnochio wiping the sap from his knot-holes. 1
doubt if Pinnochio has got the sense to say the right
thing and get us out of this mess, he's only got a
wooden head, but at least Jimi Hendrix has a mod-
icum of intelligence. After all, he was once a neutron
bomb advisory unit like me, when he was disguised
as Jimminy Cricket. Jimi wipes his eyes, ancfu lls
himself upright, slapping Pinnochic on the back
between bouts of laughter. He recovers himself
enough to say, Son of a bitch . . . this is sick! and
Emmp'[i}' tums into a wiry brown puppy, with shagpy

air and a Fender Stratocaster round its neck, curi-
ously sniffing at a large hillock of vomit.

You know, 1 sincerely regret wishing him a sticky
end, this planet seems able to misread my thoughts
as well as literalise my words, and Jimi has turned his
attention to Pinnochio's leg. 1 think he wants tomake
friends with it. Well I never! says the incredibly
stupid puppet, and vanishes from the plot forever.
The puppy wanders off wagging its curly little tail,
towards a playful group of sodden cats and dogs,
presumably conjured up by an idle comment about
the weather,

That leaves Tamara and my silent self quite alone
again, with nothing to do but relay our predicament
to !ycru. I mean, just how can we wish ourselves eter-
nally happy, after 1 have rendered her speechless
with a rather hasty You don't say , and then hushed
my own mouth? Maybe we can communicate our
wishes in letters of fire on tablets of stone, or plant
them out in corn-seed and wait for Spring, or etch
them in icy Morse-code on the arctic seas. On the
other hand —is there a biro lying around somewhere?

All we have to do is to make a properly constructed
wish on this planet, and all our ?::arns will come
true. Is that too much to ask? Everything? Of course,
I can’t advise Tamara of any of this, deprived of my
telepathic powers. L.can't even tell her that I am prog-
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rammed to explode by the end of the next page, if she
does not fulfil todays's quota of Mas:dnnu]gs elepor-
ter Booth sales. She is just sitting here, on this kettle
of fish which appears to be some sort of fine, staring
at the twin baby goats, who demand milk. I wish they
would stop it, because every time they bleat what
sounds like Baah! , a piece of soap, snatch of music
or interior of a public house matenalises.

Something catches her eye, over there behind that
thrashing pile of suffering catfish. There, in the far
distance, we can just make out the figure of some sort
of mono-pedal humanoid, hopping awkwardly
towards huge mounds of amputated feet. In the cir-
cumstances, I am not in the slightest bit surprised.
Tamara 'shoos’ the kids away, and wades through
fish whose mouths are filled with unmelted butter.
She waves her perfect hands, and snorting through
her perfect nostrils, heads towards the receding back
of the humanoid, but it does not see her. So off we
ﬁﬂ, heading for the foothills, carefully avoiding that

isﬂlﬂing orde of mickles doing something quite
unforgiveable to a muckle.

Perhaps the one-legged pogo-humanoid
can open his mouth without putting his foot
in it.

Far be it from a cynic like mysell to hint at
optimism, but perhaps the one-legged -
humanoid can open his mouth without putting his
foot in it. Perhaps he can bite his tongue, mince his
words, help us. Perhaps not. The sun nudges the
horizon, throwing long shadows across this insane
landscape. A rat scampers by, demanding to be smel-
led. Some little cotton socks chase after it, demand-
ing to be blessed. I begin to feel really sorry for your
gmﬂhi artist as our pathway explodes, due to some
wickedly mined Ps and Q. Towards the horizon,
waves of Russian religious
as far as the icon sea. Wolves arrive at doors,
Rainclouds change into teapots, never raining but
ﬁnuring. The hali-light of dusk obscures the hopping

umanoid, but Tamara struggles on. She really is
wonderful, up to her thi
and she will not give up, t
implausible.
am glad to report that she avoids the man with the
twelve inch pianist, and several other antique but
cheap jokes. | know it's Episode Five already, but
I'm wondering if it was such a good idea to exist in the
present-continuous. | mean on the plus side it gives
the impression of immediacy to, say, a reader of 20th
Century Earth-type "Zzits" or 'Crabg’, but on the
negative side of narrative ?mrsc, [ haven't got time to
think about the future before it's past. Bombs need
sleep too. Bombs spend most of their life asleep. |
once went to school with a nice little bomb called
Alma Geddon, who slept underground for forty
vears without doing a stroke of work, and it wasn't
the end of the world. Until she woke up, that is. It's
hard 1o be a bomb sometimes. Tamara trips over the
humanoid.

It writhes among the severed feet, trying to remove
a fork from its vulgar trousers, and vowing never to
us¢ that particular Anglo-Saxon expletive again, [
am dismayed to see that it is obviously male, and not
only sports a small moustache but also writhes in
leisurewear, He catches sight of Tamara, who is leap-
ing up and down, pointing to the area of smooth skin
where her mouth used to be. Hi there! says the
humanoid, and immediately apologises as we shoot
up into the air. Whoops, look, hang about . . . er, |

intings wash the shore,

in stinking wriggly toes,
indelible in pursuit of the

Part Five

mean, please can you help me? Tamara takes the
noose from her neck, and chafes me severely in the
process, then grabs hold of the thrusting fork, which
instantly ceases motion. Oh thank you, thank you,
3n'|:1-1.mgl lady, 1 can't tell you how much [ . . . No!
cancel that one . .. an omnibus vanishes just
before it reaches your stop somewhere in the galaxy,
asusual. I'llbe darnedif] ... Tamara grabs him
by his single leg. and hauls him out of the path of a

ant sewing machine which charges towards the

orizon stitching everything in its monstrous path.
The humanoid beginstocry.  Tamara feels like cry-
ing too, but it's not the same without a mouth to
pucker, so she cradles his head on her lap, as he sobs
and moans, and sucks his thumb. Now he sucks her
thumb. I must admit, between you and me and the
other thousands of readers of the best-selling com-
puter publication on your poxy planet, [ feel some-
what jealous, | long for the time when I too can sob
and moan and have my head cradled in her lap, but 1
am still a super-intelligent bomb disgmsed as a
blemish on the back of the neck of the only perfect
entity in the galaxy. Tamara bends to hear WIEM this
weedy uniped is mumbling, her long mane brushing
his miserable face, and 1 catch some rambling story
about him being a journalist working for the Dali
Express, arrived on Astar in a Macdonalds Telepor-
ter Booth. Unfortunately his first words on arrival
were to do with his leg being pulled. Swearing did not
help. He raises his head, extends a shaking hand
towards Tamara's lovely gobless face, and says, This
is all some horrible mistake. I'm just a newspaper
I am watching the look of blank amazement on his
face, as the headline 'Gotcha!” is printed across his
lifeless brow. The sheets of cheap newsprint flutter
from her lap as my hostess leaps up, startled by the
humanoid's transformation into crumpled origami,
the thoughtless paper head remaining in her hand, its
wordless paper mouth still encircling her thumb. Her
eyes widen, her hands tremble, she touches me here

/
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at the nape of her neck with her free hand, but I am
helpless. | cannot advise her. 1 am not even sure that
dreams should come true. Perhaps they are betier
left as dreams. In total frustration, Tamara Knight
rips up the sheets of newsprint, a howl of despair
muffled somewhere inside of her perfect throat. And
then she pauses, an idea forming in her perfectly
confused head.

The Whole of Page Three of the Dali
Express consists of a snapshot of the planet
Titsenbum.

The whole of Page Three of the Dali Express con-
sists of a snapshot of the planet Titsenbum, with the
headling "Saucy Starbirds Say Castrate Rapists Now’,
but what’s this on Page Four? There is a small item
concerning the ancient religious martyr Saint
Samantha. It seems that her bra-less blouse has
appeared in a shimmering vision to some simple peas-
ants in a grotto, and preached to them in fluent Ira-
nian. The headline runs 'BLOUSE PREACHES
SHI'ITE.'

Tamara totters to the safety of a haystack, carefully
removes a needle, hardly disturbing the camel pass-
ing through its eye and sits herself down where the
yellow stalks make interesting patterns on her skin.

o editor sits poised, blue penci

She appears to be tearing up the headline very care-
fully, and laying out the individual letters in a line. |
am waiting with growing excitement. I think that she
has the basis for a really great board-game here,
wherein players could take turns to make intersecting
words using little squares with letters printed on
them. It could be called 'Monopoly'. But all that is
for the future, when I become a man, and live happily
ever after with Tamara Knight.

She stares at the letters for a few minutes, as the
sun sets, and tries to remember her spelling lessons
from when she was pre-programmed inside her tes
tube, Slowly, meticulously, she spells out the phrase
'LOUSE HAS SPEECH'. The remaining letters
blow away on the wind, causing a very confused ras-
tafarian whippet breeder named I'l BERT 1o
materialise far far away. Tamara my love! | com-
municate with joy, How absolutely brilliant!

And true to my words, the foothills turn into dia-
monds, huge gold-framed mirrors appear in serried
ranks, spotlights punch the sky, celebration fireworks
explode in joyous patterns, laser beams flicker and
dance, a thousand volcanoes erupt and the sun goes
nova . . . oh dear. [ really must get this bit right or
we will be incinerated before we can share our first
kiss. | gather my thoughts, sift them through my sen-
tence parsers, and slowly annunciate, Tamara,
please do not interfere with what I am about to say,
ghem . . . (for the first time in three episodes, Tam-
ara is clad accidentally, and in only a sirip of lace
around her fetlocks, but evenahemisastart) .. .1
wish that the sun which has just gone nova and is
frying the landscape reverts to its former stability and
that the recently erupted volcanoes become gentle
tufty hillocks again.

We're allowed as much gratuitous vie-
lence as we want, but smit is out,

The sun obediently beams, gently. So far so good.
The volcanoes implode and become gargantuan
pubic mounds. Ah well, you can't win them all, and
surrealist readers will find some satisfaction hereab-
out. |wish that Tamara’s perfect mouth is returned
to its former perfect place, and that her honour and
virginity is not affected by her giving birth to a couple
of goats. Tamara whoops Yipee! with delight, and
every living thing on the planet urinates simultane-
ously. Careful baby, long a%n on planet Earth an

in hand, reminding us
that this is 2 wholesome publication. We're allowed
as much gratuitous violence as we want, but smut is
out.

So this is it! At last! Tamara, you must now wish
me into a perfect human male companion for your-
self, maybe with a little moustache and some
leisurewear thrown in, so we can live happy ever
after, without the risk of me going critical and deto-
nating every few hours. Tamara is taking a deep
breath, which is one of the most hcauufulﬁilghtsin the
universe, she is clearing her mind of all spurious
thoughts (which doesn't take long), she is patting my
tiny roundness affectionately, and now she speaks
slowly and clearly. Dear Planet Astar . . . (Sev-
eral million parking meters, and an army of Vulcan
Added Taxmen appear) No, no, forget that . . .
(The word "that’ disappears from the memories of all
sentient beings in this sector of the galaxy) Ths is
Tamara Knight speaking , and | would like you to
grant me a wish so that the little bomb on the back of
my neck and | can live happy ever after. OK? Alnght

.. . (Everysignpost turns due East. Ten batallions
of the Red Army march into sight singing the Horst
Wessel song, Bottles of brown table sauce cover the
landscape with pungent goo.) Oh Louse! 1t's hope-
less. | wish none of this had ever happened and we
could start all over again . . . oops!

... I'll leave you now, dear reader af earthly
computer magannes called ZZIT and CRABS.
Maybe we are en route to a ;n!m: of specks of dust,
slimeballs, swirling pases and a universe about to be
born, where we'll have to wait a little fess than 69
billion years for you to exist again. Maybe we'll arnive
on the planet Astar, and Il say something like

You're Kidding , and we will exist in the same time
loop for ever. Maybe I'll detonate before the end of
this paragzzph because Tamara has fallen down on
the job, and I am so designed to punish her. Maybe
everything will work out just . . . OHNO!Wecan't
possibly be here! I don't believe it . . . !

To Be Continued . . .
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SHOO T A SPIK Y ONE

Two winners from the Piranha-
sponsored competition will be
entering the Combat Zone arena
before too terribly long — Brian
Neilson of Petersbumn and G
Jackson of Dinas, Powys will have
the chance to shoot pink paint at
the people who make my life a mis-

WK& 6PP; M J Barron, Northants,
M ; Wicki Blundell, Middiesex, EN1
3RA; Jamie Hickman, Cumbria, CA1T 4LZ;
Scott W‘lk.lnun. Mottingham, NG17 TEL;

gm rough, LE12 BNL;
Hﬁnhnn DH1 4NL; Graham
Gale, North 5052
BNE; Simon Cra , AH10
6TH; Jake Barayeu, London N16 Carl
Evans, South Wimbledon, SW18 2TG;

Simon Worsfield, Basiidon, 5515 6XG; M
, Knutsford, WA1E BOH; G Kangis,
s &uﬂr Guz22z THM; Ron

t,
ET 17G; Russel Wing, Hinton, TA17
Shields, NE34

ery. Shoot to hit, boys — shoot to
l'nt1 No less than 30 runners up are
due to receive a copy of Rogue
Trooper just as soon as the Com-
modore version is complete. They | landBT1700Z; Derek

¥
GiB6 4DG: Pocock, Barking, Essex
are ... 1G11 BLH; David Ovi : .
5PB; Louise Helen Walsall, WST
HNeil Telford, High Harrington, Cumbria, BJT; Christopher Hudson, L l, L33
CA'I'I-!-LW‘LL&BI‘WH Hayes, UB4 BBH; 0SG; Martin Roach, Sutton Co B7S
Aobert Karn, Clapton, London E5 OEB; | 6HY; Bames, Kings Lynn, Norfolk

mn Reader, Malvern, Worcs, WR14 2ML;
Eggleton, Blstchisy, Milton

sax, PO22 7JX; Mark Watkins,
Bucks, HPT 9BB

Amersham,

eating, Liverpood 19, L19 3P5; Paul
n, Morth Wanquu

k, Ayrshire
Barnet, Herts, EN4 B |[1 N '-.
Middlesex, EN3
Exmouwth, Dewo
"p‘q:hu-r Wi

L 2 £ P
tein, Awali, Bahrain, Arabian G
White, Edinbur Scotland,
Richard Maorri
L aurgnce Jame

Tim Walton, Halifax, West Yorkshire HXG
35E: Neil Overy, Arundel, BN1B 94A.J; Mark
nierbury, Kent CT4 S5DH;

Paul Hum-
Siman Barlow
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RAINBIRD HIGH FLIERS

Paper plane-making is stillapopu- | way; Peter Choclan, Crawley, RH10 3TB;
in thi i Alan Miller, Ashton-Under-Lyne, OLS BBX:
lar craft, even in this tachnological Michae! Child. € - mr;m*ﬂm

day and age. A veritable host of | Robert A Boord, Farsham, Hants, PO14
airworthy creations flooded into ﬁ K Mander, Stoke-On- Mw
the broom cupboard and |'ve been J Wrores

able to spend many a happy hour 2ML; A Eiliott, Cheshirs, SK14 2PL;

Martin Dixon, Kent, TH12 6UG; Stefan B
dive-bombing the Spiky Haired | nett, Loeds, 1812 SPA; David 1.||.r.»m=',ﬂI Hug-
ones with your creations.

dersfield, West Yorkshire, HD7 3HG;
After hours of deliberation | | fiobertLec: North Humberside, HUI4 SIW,
decided upon a winner who will | 4RD; J Preou, Braintree, Essex CM7 6PT;
Matthew Lewis,

receive a radio-controlled glider Harwich, Essex, CO12
; 3NP; Keven Gambold, Peterhead, AB4 TFA;
and a copy of Starglider. SIMON | Ryan Kelly, Cleckheaton, BO19 38D: Merk

Jones of Up Holland in Lancashire | Sexton, Lancing, West Sussex, BN15 0EG:;

is the lucky designer. A copy of | Tersnce Crawford, Lincs, LNS 5QH; Martin
Starglider “accompanied by a | ret. Weshi ““'“i?..’:""i:’a" oar, NES7

chuck glid tothe t - | 1TX; John
upu.C: Igh er go to the ten runners &E"_ Fm. nm

'l'l'w :EE&IM[LM

Eﬁoﬂlﬂd. KAS 5NT; Russell H-mr Morth
Devon, EX38 5PL; Michasl Cole, Lianelli,
SA1S 10D; Colin McMillan, Pu-ﬂuiin.
Scotland, PH2 9AF; Neil Wilkinson, Light-
water, Surrey, GU18 5YA; Graham Rogers,

Graves, Milton HKH ‘rm{ CA
Pakes, Mottingham, 3
6RAA; Stuart

Pmi.m West Gi W?EK
mraan
Oliver P, , Essen, CO9 :.'.HJ; Fn‘h'k:h
Oliver, ., Birmi
a5 ﬁHI.

Leeds, L512 1EJ; Peter I, L L4
Nicole Wilkinsan, Wyken, Coventry, CV2 | 255 Egon Hansen, Hull, MU0 6NF;
3JU; Jeke Shephe , Kent, DA3 Bucks, SL7 2JE; Jaroan
84W; R J Walliman, Surrey, 8w Prins, Baam 3741 XC, Holland; n

, Foulkes, Sutton Coldfield, B75 SRT; Tim
While no less than 50 runners up | Veal, Bristol, Avon; Howard b

each receive a copy of the

game . .. n Jackson, Chashire, CW8 3CF;

John Patrick Wallace, Redhill, Surrey, RH1
Breft Buckley, Huddersfisld, HD4 TLS; J 3ER; Greham , Lincs, LNS SALK;
Sayer, u»%wumamnmun Richard Vass, Devon, EX5 2TP; C M Goss!-
Bucks, WP M Aubert, Exater, EX4 | ing, Hu-mnghlm NG3 1LP; G s

BPQ; Tovare Jacobsen, 0380 Oslo 3, Nor-
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Save wear an your expansion port: 3 slol
Matherboard for 64/128

our £16.99

POST FREE

[ ACCEPTS 3 CARTRIDGES
[ SWITCH IN/DUT ANY SLOT
[ ON BOARD SAFETY FUSE
[ HIGH GRADE
PCB/CONNECTORS
RESET SWITCH

Now a full Midi Interface for your 64/128 at a
realistic price! posT PR
oMLY bl et

£24.99

MIDI IN

MIli THRU

Zx MDY DUT

Compatible with most leadeng sottware packages -
= Advanced Mussc System = JMS = SEIL e

Spocial Difer | Buy Midi Interface + advanced mmsic

AVUILABLE NOW!! system only (4889 + £2 postage |dish andy.

Redefined luncimon key
lirBciarg moniag el

Disk Mate ll

DISK UTILITY CARTRIDGE
~

I L
only £14.99 f._ "%fﬁ
POST FREE *~_

If you have a disk drove then you need
a Diskmate!!

LIEE i % A last desk turho loader

B
&
LT Powerlul tophl commands: s ¢
Capy, append, aunmE

PLUS A pivasar

Hsspmiles A

T g olrasine by o fime
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Fast formad [apwox 10 seconds)
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DIGITAL SOUND SAMPLING
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ap 0r MIC npsl
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r9%9

ULt T

FREE AL TV LEAD'| i R motres ol G

syl sarmgle efilng |Eokhes with ieapw el
NOW FOR YOUR
COMBMODORE 64

The Datel Sampler now brngs you
this technology 8t a sensible prce!

st e s nchitneg

veveili degrial delay o
bpgqueny plailing
*fi poweriul real ime srguence

Copy Dvem Soltware svadeble separaiely al £9.39 o wm your
sound samgle mbo @ Com Drum sysiem s will a5 8 sampling
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IT'S BACK ONLY

TOOLKIT Iv

THE ULTIMATE DISK TOOLKIT FOR 1541/1540

Toolkit IV has, for some ume. been generally recogmised as the

best disk taolkit available. The only problem for Datel was that

it was distnbuted by someone elsel! So when the opportunity

to ohtan the rights came our way, we jumped at it. And what's

more, in keeping with our general pnicing policy, we are offering 1t at less than
half the previous selling prce. A disk wolkit 1s an absolute must for the serous
disk user and TOOLKIT IV has more features than mast for less

£0.99

POST FREE

DISK DOCTOR V2 - Read and write amy Tack
ani sacior includeg galra and ren kS
Repair damaged seciors: Look underasb

Rt

HEADER/GAP EDITOR - Drcodes and displa
ML haader informabon mcluding all tyles

HE Hewrit s headar and fid
gap Henumber seciats. Also pod Ay Sacion 1Al gag

ST DISK COPY - Copy AN g sk n

£ minies af less ubng singla 1541

FAST FILE COPY - Selucie fis

il ufto 6 mwis gl spead

opy, Works

FORMATTER - 11l second formar a0 eniire dsk -1
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Redehes 2 1 CIRANE OF PECTEa
umique disk I

ERROR EDIT - Duckly hind
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Ham: Muth, much mesp
FILE COMPACTOR
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Comgaciad peograms

Can com|
i

[5K DRIVE SPEED TEST DISK ERASE, DISK DRIVE RAM MONITOR, DISK LOG, BASIC

PLU

COMPACTOR/UNCOMPCTOR, FILE MAKER + MUCH, MUCH MORE

TOOLKIT IV is an absobute must for the serious disk user. it has all the routines that the others have
phus all the ones they don't . . . there is no better product available at any price . . . svailable now
complete with comprehensive instructions

USUALLY SAME DAY
DESPATCHON ALL ORDERS
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IT'S A COMPLETE LIGHTPEN SYSTEM . . . IT'S AN
ALL IN ONE ILLUSTRATOR/GRAPHICS PACKAGE.

PER{ER ENERARE S
Wil oM

s

% e
ﬂHlYm 99 cer e LAPE OR DISK

(PLEASE STATE WHICH)

Yes Blazing Paddies s one of Amedica's top sellng graphics packages

Fully lconiMena driven, comes complete with the Datel Lazsrarites

A lightpen featuring the latest pobymer filwe optic cable and sensor foe pn

paint accuracy of a calibre simply nait possible with conventional system ...
Bt that's not all - Blazing Paddies will alsa weork with any siandard

inpint devica includng Joysticks, Touch Tablets, Paddies. Mice, Trackball and

Prolessional ic Tublets

A SUPERB PACKAGE WITH ADVANCED FEATURES

Advanced Colour Mixing to create over 200 textured hues
Painting with & range of brushes || Air Brugh [ Ovals
Rectangles || Lines || Rubberbanding | Text Mode

Fill || Single Dot Mode | | Freehand Draw

Shape Library | Chear Printer Dump

Hires Screens saved from Actlon Replay can be loaded
and edined etc (Disk)

PLUS A zoom teature for single Pixel editing while
viewing, the results at full scale Powearful cut and paste
facility, shapes can be picked up, moved around, repeated
and saved Full Load and Save feature for pictures,
shapes and windows which ara suppled

¥ ying k. the SaMterm e you o Wl o Woume Gosplvishie) @ & o0 svesh then Tou o by Blaney
P, Gfrocars shass vom omaty €712 99 1ape on omw s sran

iy o Laghipeey yed um wt B S Pl imokoms o Saevey, Falile, o et 0 GRES @ L L

PADDLES
ILLUSTRATOR
IS FOR
EVERYONE!

Using the Lazerwriter
a child can use it as a
colounng boak or a
computer artist can
create superb graphics.

ZZAP!64 April 1987 85




A Newsﬁe!d Pub!r’carian

Issue Three APRIL

NA DEV
3SUE THREE OF LM

SUUITIVE AND ESSENTIAL
D MOT JRBIKES AND LEVEL 42,




WHATEVER YOUR STAR SIGN...
THE FUTURE HOLDS EXCITEMENT

] - -

Star Games,
Alpha House, 10 Carver Street,
Sheffield S1 4FS. Tel: (0742) 753423

CBM 64/128 wape £9.99

ave 4E18.99

AMSTRAD tape £9o” | | : ‘ - —‘ ﬁ /i {F L AN
disk _ £14.99 |.III_|. |Rg IE wﬁ(*‘ﬁ? ‘ Al U ‘LMX&\\J

SPECTRUM 48K tape £9499




5N “i.BETE" I el PrR———
B e, e R —— e
A ' el e e vau \“l
— — —— - F Y o
TR | e i =’
w s W

TR -

KONAMI COIN~OP HITS
&D[CTQUH'COHMODORE'&H&TEAD'CIE'BBC - —
CASSETTE DISK @F‘

£9:95 51895 "<&,
CAS'ECK \ _=Lhe name
Screen shots taken from various computer formats # of th 2 game

fm—_,r- . G

= e IR E————————————



The game | am playing at the
moment is Leviathan from English
Software. |I'm  kept well
busy attacking mysterious
LANDSCAPES in space which are
inhabited by aliens, and judging by
the number of enemy craft, a lot of
them INHABIT the floating mas-
58s. Your task is the total ANNIHI-
LATION of these nasties,

Piloting a fig wit
all the latest v anry to SHOOT
the aliens with, including LASERS,
you have to run the GAUNTLET of
WAVE after wave of hostile beaties
lurking in a variety of ZONEs. You
have to react quic to ELIMI-
MNATE the bad guys. Some of the

GROUMD installations also fire at

you, equally intent on your
DESTRUCTION, Once  your
SMOKING lasers have destroyed

all the alien craft in one zonae, you %

TRANSFER to another,

As you may have guessed by
now, all you have to do to win a
copy of Leviathan is search
through the wordsquare, looking
for the words that appear in capital
letters above.

Send your entries to ZZAP
LEVIATHAN MISSION, ZZAP
TOWERS, PO Box 10, Ludiow,
Shropshire SY8 1DB, and make
sure they arrive before the Sth of
April,
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MENTAL

- PROCREATION

By Andrew Braybrook

Like all good prospective fathers, Andrew Braybrook finally decides upon a name for
the new offspring. Uncle Steve continues counselling the Opusand the 64 in the hope
that they will start talking to each other, and a program to double the speed of the C64
is written. There’s more drama to writing a game than you find in an average episode
of EASTENDERS, as the second part of Andrew Braybrook’s diary reveals . . .

Friday 16th January

ST (Steve Turner) has bmmuﬁ the operat-
ing system on the Opus (called S) ready
for our cross-assemblers, which assemble either
Z80 or 6502 on a machine not running under
those chips. Havingcnbruined various library
books on 8086 (the rocessor) and communi-
cations, we are that communications
between our computers will be easy toset up, We
just need to set up some leads from the Opus Cen-
tronics printer output (non-standard socket of
course, courtesy of [BM), to the C64 and Spec-
trum, Two PCs running at the same time mgca
lot of noise with their cooling fans.

Monday 19th January

Did a nice sequence of eight sprites which fit on
topof each other. 'I'h:i,_vllmk very swish when col-
ours are faded through them. Bit expensive on
sprite usage though, maybe [ can come up witha
way of running something similar with charac-
ters.

Having scen Gary Liddon’s sprite multiplexor
on Saturday, I can't understand why his runs fas-
ter. Committed a no-no by using his method of
building a table in the system stack so I can use
faster instructions to read the table. It would have
been very messy if it hadn't worked. Don’t tell
ST, I'd get the sack for misuse of the computer.
Itstill isn't as fast as Mr Liddon’s system, but his
isn't doing as much yet. . . . I hope!

Tuesday 20th January

Discussed the Eussibilitiﬁ of a game where the
enemy show a bit of evolutionary behaviour, as
the weaker ones get destroyed they are never
replaced, but ones that get away grow stronger
and randomly mutate, as featured on Horizon
yesterday. Maybe even the graphics could be gen-
erited too, giving every game a different look,
depending on the performance of the player in
the particular game.

Scribbled some code for the moving back-
ground — looks like a lot of code with not much
time to execute it in. I may have to use a 24 line
screen rather than 25 to buy myself some extra
time with the raster off the screen.

Also keyed in a machine code Centronics out-
put routine for faster communication to the Spec-
trum. We're still awaiting the data sheets for the
chipin the Spectrum interface, so it wasn't work-
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ing too well — the Spectrum’s a little slow at notic-
ing that a byte has arrived.

“ . .. it worked almost per-
fectly, except one set of lumps
kept stepping backwards every
now and again and some others

left traitl: of debris behind
T AL

W 21st January

eyed in the moving background system and it
worked almost pu-fccﬂﬁ,e:cepmne s:;g!’ lumps
kept stepping backwards every now i
m:imn;:&thm lcftﬁ;raﬂanfdcgrgls:chind pda1
Diidn’t long to ough. This screen updat-
ing of thirty objects just about takes place while
theraster is off-screen, so no flicker can possibly

happen.
I've also been ing whether to display
the score uu-scrm, how. Then I
realised that I could just write the score in stan-
dard characters — I've a]wngs assumed that I'd
have to do it with Sprites. Sprites may still cross
the score but they will be on the move, I'm
unhappy about using sprites in the border as it
could be exploiting a video-chip bug, This may
not work on some machines or it could cause
damage.

Thursday 22nd January
Flushed with the success of yesterday's back-

ground routine, | set about defining what I want
tosee on the screen, the control mode required to
run it, and how I'm going 1o achieve this. [ need
to be able to move in all directions, fire in all
directions, dematerialise, and select quickly
which of these I want to do, all from an eight-
directional joystick and one fire button, I shall
attempt to put this multitude of functions into the
game without the use of windows, icons or mice,
and only quietly muttering at the lack of foresight
to B:;;m independent buttons on a joystick.
igned some more of the character set 1o
show these various systems, [ also think I've
come up with the game name. As I was flipping
through the dictio for inspiration I came
across "Morpheus - of Dreams’. It's abourt

therishtlengﬂt,mnﬂsnice,usyfmadvadm
to misspell and generally mysterious, so that’s
what the game will be called, Morpheus.

I'm l:::]ﬁacl conscious that the on-screen display
must t moving and changing to maintain
mterﬂ’t.ll‘elﬂu]l 'ﬂnmdamnremmp!exlhan
average character update system to animate parts
of the display with lots of frames of animation.

Friday 23rd January
No progress on Morpheus today, battled with
US Uridium.

Monday 26th ljnnar_v

?Jpg-u]: much of the weekend working on US
ridium, and today I'm getting Uridium+ ready

for going to the US too: I'm sure it'll enjoy it

there, it could do with a holiday.

It looks like the designers of the 8086 chip in
the PCs are going for the January Mickey Mouse
award, with its sixteen byte segmented mMemory
arrangement. Any byte in memory can have
thousands of different addresses. Very confus-
ing.

Tuesday 27th January

Back to the real business of Morpheus. [ want
lots of different ‘meanies’, whatever they turn out
tobe, animal vegetable, mineral or atomic. What
I want to do is build objects from lots of source
objects, like building a sprite house from sprite
bricks and sprite windows. By using X ¥
reflections and specifying an artificial ‘depth’ or
*priority’ for each image, I should be able 1o
proper animartion with objects E::hg behi
othersin the same sprite. It will have to build the
images in advance, say between levels rather than
immediately as required — as combining up to
eight images per frame of a sixteen frame
sequence could take a lot of CPU wellie,
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“ ... With the aid of a mega- W}

soldering iron, pliers and our
frustration brick we cracked
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Wednesday 28th January

Been thinking about yesterday's sprite combin-
ing system. It's important to think through the
limitations of & system before writing it. in case it
won't do what you want. It also gives me an
ppportunity to expand on the idea to explore what
the system will do. I'll have to resurrect my sprite
reversal routine from Paradroid which produces
the large robot pictures. Reflecting muln-col-
oured images is not as straightforward as reflect-
ing hi-res sprites.

ST and I bartled with some parallel communi-
cations this afternoon to get the Opus talking to
the Cé4. We had a rare collection of errors,
including the C64 missing out bytes because it
wasn't fast enough, the C64 duplicating bytes
because it was too fast, total lock-outs where both
machines were waiting for each other, and the
Chd only recetving one byie per milleniom. With
the aid of a mega-soldering iron, pliers and our
frustration brick we cracked it, We can transfer
data at about one and a half kilobytes per second,
which is the fastest the Opus will currently do.
We should get it faster with our own dedicared
routine, if 5T wants to learn 8086, I don't.

Apparently on the Opus you can print in foreg-
round (ie everything stops until it’s finished) or
in background, that is you can carry on as normal
and the interrupts routines just get on with it,
MSDOS takes the January Mickey Mouse award
for its idea of background printing. it accepts
keyboard input at a magnificent rate of one
character every three seconds while background
printing. Not what I"d call user transparent.

Thursday 29th January
Wrote a utility to read data from the Opus in
ASCII formar and convert it to machine-code as
it reads it. Since it keeps getting checksum errors
because it is missing bytes, I can only assume that
I'm not gerting back to read the next byte quickly
enough. The Opus is like a machine gun and |
don"t have time to carch each bullet, polish it and
e it neatly, I'll have to catch themall in a
cket and tidy them up while it's mm%
Maost frustrating because it very nearly works.

Friday 30th January
Day off.

* . .. Further investigations
reveal that a certain C64
operating system delights in
polling the keyboard every 60th
of a second, despite being told
nottobyme ... ”

Monday 2nd February

Re-arranged my Centronics receive code to read
a series of bytes at a time, stop transmission and
decode them. It still occasionally *misses” six or
seven bytes. Ireither works perfectly or missesa
whole lot, nothing in between - this is suspicious.
Further investigations reveal that a certain C64
operating system delights in polling the keyboard
every 60th of a second, despite being told not to
by me. This has only started since I've been cal-
ling the write character to screen kernal routine,
CHROUT, which must be enabling the inter-
rupts again. How good of it to take this decision
all by itself! Thus my receiving success or failure
depends on whether 1 get interrupted while read-
ing data, The interrupt lasts for so long that I lose
about six bytes. With a very small test file it seems
gbout an evens chance, but a larger file would
never getacross intact. [ can soon fix this, just tell
the timer chip (the CIA) 1o stop screaming blue
murder every 60th of a second, rather than just
sticking cheese in the system's ears to stop it hear-
ing and responding.

MNow that it appears 1o be working it also
explains why it didn'twork last Thursday, which
was a berter system. Now I'vechanged it ['m not
going back. Just like my macro assembler load-
ers, it'll type out full-stops as it loads, except
mine will allow loading in RAM under the ROMs
and protect against overwriting certain delicate
areas in the machine.

The Opus is now playing up, it refuses to link
some Z80 code for my test file: it just crashes the
whole machine. Perhaps it knows that the Co4
wouldn't know what to do with itanyway, Thart's
it, the Opus is emulating the Co4 perfectly, it
crashes! ] only wanted to use Z80 because 5T has
already keved in some Spectrum routines.

Tuesday 3rd February =
Completed work on my parallel data recciving
program and tested it out by passing a test file
down from the Opus. All appears good. Right,
time to take the plunge, retire the old C64, to be
replaced by the new Opus PC, (I've been using
ST's Opus thus far), and connect it to the C128.
The MPS801 printer will have to go as well since
there just isn’t room, Opae are big beasties
indeed. The 1570 disk drive can sit on top of the
Opus, connect it all together, light the blue touch
paper and bingo, a Graftgold Development Sys-
tem.

Gotaguick tutorial from ST on using the text
editorand MSDOS in general, Sobegins the task
of rekeying all that I've done on Morpheus so far
into the Opus, It’s nice talking to a man’s com-
puter where software is written with no space
constraints —a mere 492K spare for r.dm.nﬁ files,
another 392K on the RAM disk, two disk drives
with about 360K each, and an operating system
that does what you want, when you want — with
no fuss! Brings back memories of the old IBM
mainframe (when it was running full tilt after five
o'clock with decent IBM terminals and CMS).

Three problems have since reared their ugly
heads, Easyscript won't load, so I can't see what
I'm going to tvpe in on the Opus, and theold 1541
won't read any disks at all. It knows it's being
retired to the great disk drive home in the sky, to
become just another ordinary breeze-block. The
third problem is the most serious though, the fan-
heater's bust soit's blowing cold air all round the
room, just like the Opae! Anvthing they can
dbacal

* .. .if God had intended us
to use serial data, he’d have
only put one bit in every
byte ... ”

Wednesday 4th February .

One quick amendment to the receiver system,
don't allow it to load data over itself and crash,
I've done that with my Co4 assembler loaders a
few times this week.

Some people may be saying “How can it 1ake
these people solong just to connect two comput-
ers together?” Whilst appreciating that it's not
exactly on the forefront of rechnology and one of
the selling points of computers is the ability to
interface them toanything — just you try and find
someéone who'll stand up and admit that they've
connected two different computers together in
parallel. Many people “in the business’ seem to
use serial links, butif God had intended us to use
serial data, he'd have only put one bit in every
byte, As we'vealready discovered, serial linkage
is no easier than parallel, is slower, and has a
worse-defined standard. We have connected an
Opus PC-I1 toa C128 in parallel using only infor-
mation in the Programmers Reference Guide,
some timing and circuit diagrams of a Centronics
printer and applied logic. We've now probably
got one of the more advanced development kits
in the country for micro software,

Thursday 5th Febroary

Continued keying in my source code to the new
assembler. It's mostly much more versatile then
the CBM one, but it does have one or two
inefficiencies. Whereas I used to type < or >
signs for low or high bytes, [ now have 1o key
‘Low’ or *High' in full, noteven ‘Lo’ or “Hi’ will
do. I'm also learning to use the n:wLﬁrup&r full-
screen editor, Imagine a delete key that actually
deletes the character under the cursor, not the
one before it; how revolutionary, it"ll never catch
on! | remember the IBM mainframe that [ used
to work on did that — a real home from home this

>
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2,48, 3, 140, 49, 3, 169
17,2




Meanwhile over on Ariolasoft's
Starlight label comes the futuristic
Dogfight 2187, a 3D wire-frame
shoot "em up with a vertical split
screan that reveals the two sides
of the action, Fast 3D wvector
graphics, real time one or two
player action and an amazin
soundtrack from We Music are all
planned for the new game.
Deathscapeis another Starlight
game under production, in which
u take the role of one of the elite
| Fed pilots. At some point in
their lives, all Sol Fed pilots engage
in a Deathscape battle: A peculiar
way of settling political differences
between the Sol Fed and their
swom enemies — the Vargs. Usu-
ally there are standard rules which
both sides obey = only this time
the rules have taken a turn for the
worse. You are not only faced with
one foe, as in a normal battle, but
a whole marauding fleet of Varg
ships. Fight for your freedom and
the salvation of the Sol Federation
while you listen to Ben Dalglish's
accompanying soundtrack.

]
-

During in April Starlight will
release a 3D arcade adventure
game dubbed Greyfell — the
legend of Morman. Norman is a

simple pussy cat... but with a
passion for danger, Greyfell tells
the story of Norman's quest to
locate the Orb of life to release the
land of Greyfell from the odious
grip of the evil Mauron. Greyfell is
currently undergoing the final
tweaking by the programming
team, Cornucopia Software, and
should be in the shops by April
priced at £9.99 on cassette and
£14.99 on disk.

MORE GAMES
TO GET YOUR
TEETH INTO

Snappy software house Piranha
have announced that no less than
seven new titles are in preparation
for the Commodore — mainly TV
and comic licences. Trapdoor Il is
the follow-up to the immensely
popular Trapdoor featuring that
loveable blue blob Berk. Once
again designed and written by Dan
Priestly, the sequel promises to be
lots of fun.

Rogue Trooper is fighting his
way into the 64 at the moment —a
3D arcade adventure involving a
fair bit of killing has appeared on
other machines and should be
ready for review here shortly.
Judge Death is another character
from the pages of 2000AD who is
due to make an appearance in a
Piranha program, and also from
the comic world comes Roy Of The
Rovers. What form the game will
take iz still undecided, as in recent
episodes Roy appears to be more
concerned about the tints in his

hair and the tightness of his jeans
rather than football!

From the cartoon world comes
Yogi Bear, sure to feature big, col-
ourful graphics and a bigger sense
of humour. Can you bear the wait?

Delta 4 are developing a spoof
adventure based around The
Great American Detective: it's
likely to be called Pl and should
be with us h:.r the end of Spring.
Finally there's Battle - an imagi-
natively-titled game about a bat-
tle...

You and your opponent engage in a bit of Kendo fighting: one stage in

the Samurai Trilogy

e i

With a Oriental temple as a backdrop yet more fighting for the supreme

title of Samurai War Lord.

MORE NINJAS FROM GREMLIN

Mot content with producing two ninja orientated games, Way of the Tiger
and Avenger, Gremlin are releasing a new game called The Samural
Trilogy — which contains a triple dose of the martial arts. The action takes
place deep in the Orient as you attempt to claim the title of Samurai War
Lord. Three opponents have to be defeated at Kendo, and three more at
ll'(arate before the player can actually attempt the Samurai fencing chal-
enge.

Your opponents are introduced with a few biographical notes which
helps to assess their weaknesses, and an element of strategy comes into
the game-play: you have to allocate your resources to a set of atiributes

and train for each fight.

MASTERTRONIC ARCADIA

Mastertronic have recently
announced that they are going into
the arcade business — they are
accomplishing this via a sub-
sidiary company, Arcadia Sys-
tems Inc. Work is currently being
carried out on a handful of games,
and the first three should make
their debut in New Orleans at the
end of March. Mastertronic aren’t
planning to move any existing
computer games ‘up’ to arcade
machines — previous attempits by

other companias proved less than
successful (apparently Boulder-
dash made an appearance in the
Japanese arcades along with a
Defender clone that started life on
a home micro, but neither game
proved very successful in the coin-
op world).

Obviously, licences will be avail-
able for Arcadia games, and Mas-
tertronic may well end up produc-
ing versions for home computers.
More news when we have it . . .

PIGGY
ANTICS
FROM CRL

Much attention seems to be
focused on comics, in the current
rush for licences. CRL have snap-
ped up the rights to OINKI, a
bizarre publication featuring,
among other things, the whacky
goings on in the pig world. In the

game planned by CRL, you'll take
control of OINK!'s Editor, Uncle
Pigg, as he desperately attempts
to get an issue together. Ha's got
to cope with the likes of Rub-
bishman and Pete and his amazing
Pimple. At the end of the day Uncle
Pigg is awarded a new position on
the OINK! staff ranging from
Teab to Managing Editor,

according his success factor. CRL
arg also almost ready to release
the long-awaited Cyborg = a full
review should appear next issue if
all goes well.

ZZAP! ERRATUM

¥
In the rush to the printers last manth, someane forgot to add the Sizzler §
logo to Julian's review of Football Fortunes. So, to make up for it, here's 4
a DIY cut-out and keep Sizzler award sticker. Cut around the dotted lines, %
add some glue and plop the Sizzler sticker you've just made on the %
review in last month's issue. Done that? Good — Sorry CDS! )

T
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ready to kill of the ewil Wisards

Hewson's next release for the
C64, Ranarama, is a Gauntlet vari-
ant with amphibian overtones.

The plot is based around a Sor-
ceror's apprentice called Mervyn
— who, whilst playing around with
an aphrodisiac potion, unwittingly
changed himself into a Frog. This
proved quite fortunate though,
because at that very moment Mer-
vyn's dungeons were invaded by
hordes of evil Wizards and their
minions — ignoring the amphibous
Mervyn, the Wizards took over the
dungeons and killed the frail old
Sorceror.

Mervyn's task is to travel
through the eight level dungeons,
killing off the opposing Wizards
and collecting their magical runes.

Froggy actions with Mervyn the clumsy Sorcerer's Apprentice who
mistakingly turned himseif into a frog explores the dungeons

HEWSON GO

HOPPING MAD

The runes can be swapped for
spells at special points dotted
about the playing area, and
improved weapons can also be
obtained to help Mervyn in his
quest,

Ranarama follows a flick-screen
Gauntiet format. The screens are
divided into rooms that may con-
tain generators or mystical floor
Glyphs. The inside of a room can
only be seen once it has been
entered (Paradroid style).

Ranarama should arrive in the
ZZAP| office well in time for a full
review next month, and should be
on sale shortly for the spellbinding
price of £8.95 on cassette and
£12.95 on disk. Magic.

OCEAN
HAT TRICK

A slightly bizarre 3D arcade adven-
ture, Head Over Heels is due from
Ocean any day now.

Created by Jon Ritman and Ber-
nie Drummaond, who brought such
classics as Match Day and Bat-
man to the Spectrum, Head Over
Heels features two characters
from the planet Freedom — Head
Mouth and Heels Foot. The two
races that populate the planet
Freedom enjoy a symbiotic
relationship —the Head creatures
form a composite animals with the
Foot beings by perching on their
shoulders. Unfortunately, on their
latest adventure the two heroes
have been separated and cast into
two cells on the evil planaet of
Blacktooth,

The objective is to reunite Head

and Heels, solve a series of puz-
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zles and then head for home -
alternatively they can attempt to
steal the crown from the
Blacktooth Emperor, or they can
go the whole hog and steal not
only the crown of Blacktooth but
also the crowns from the four slave
planets of the Blacktooth empire.
Head and Heels' adventures take
them across the five planets in the
Blacktooth Empire — each planet
has a different graphical theme but
they're all displayed in a similar
omate 3D perspective. Head Over
Heels is expected to emerge from
Ocean sometime this April at
£8.95 on cassette.

Following the success of Top
Gun, the film, Ocean are releasing
an air-to-air combat simulation
featuring two fighter planes, dis-
played using the wire-frame
technique. Battle it out with the
computer or afriend to decide who
becomes the Top Gun. The screen
is split vertically to show the action
as viewed from the cockpits of the
two planes. Out soon at the top-
ping price of £8.95 on cassette.

A e A R g T
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Ariolasoft are on the verge of a
couple of releases. The first is the
long-awaited Challenge Of The
Gobots, taken from the Hanna
Barbera cartoons. The Byte
Engineers, comprising Tony
Crowther, Keith Blake and Ross
Goodley are the team behind
Gobots, which takes the form of a
horizontally scrolling shoot 'em
up. The game-play sets the player
in control of the goody Gobots as
thay attempt to contend with the
avil opposition of the enemy
Gobots. Gobots — On the Moebius
Strip is due out soon on cassette
for £9.95.

MONTY'S STILL RUNNING

Calling all platform freaks! Monty
Mole, hero of Wanted Monty Mole
and Monty on the Run is heading
for more adventures in his latest
epic Auff Wiedersehen Monty from
Gremlin Graphics. Monty is still
on the run from Intermaole, and now
they've caught up with him in Gib-
raltar where Monty has taken
refuge following his jailbreak.
Monty needs to raise enough
monay to buy a secluded Greek
island — Montos, Travelling across
Europe, Monty has lots of tasks to
complete: the Mona Lisa has to be
stolen and sold, a car repaired and

entered in a Grand Prix — and a
Swiss bank account opened to
stash all the loot earned for these
little chores . . .

Auf  Wiedersehen Moty Is
nearly complete, and has been
written by the original Monty
creator, Pete Harrap — it's your
last chance to see the Mole in
action, so you'd better start saving
up now! Don't expect an easy
game, though: Pete’s put together
some super-tricky puzzles and
pixel-perfect leaping is the order
of the day.




You are invited tojoin the
MURDER L CLUB, butbe careful
you could__. —sendup.

“YES, IT WAS A

DARK. AND STORMY
NIGHT... A PERFECT
NIGHT FOR MURDER"™

“| Hercule Holmes, had gotten
used to nights like this. As the
world's greatest detective and
resident house dick of the
infamous Gargoyle Hotel, |'ve
made a living looking for the
subtle signs of impending foul
play. Gloomy weather, blood
curdling screams, gunshots,
empty bottles of poison, bodies
tumbling down stairs, a
mutilated corpse or even an
axewlielding maniac might slip
right by the untrained

private eye. But to a master
sleuth like myself, these

ALIEYETLLANE

EART Imug - P ]

“The Murder Club?’ Yes, the Murder Clubl Five of the

until midnight to discover the would-be murderer, 4

waorld's bestselling murder mystery writers who victim. murder weapon and the scene of the erime” CHASY/ 129
transpose their fictional pulp plots into real-life murder it e i I will b e : tape £9.99 #
and mayhem. Once again then have convened for their | . m: IRPOES) Wil be every imaginable piece of disk £14.99
annual reunion here at the Gargoyle Hotel. And once ]'9 ;“ crimestopping gadgetry known to
again the dark, damp halls will echo with the cries of 5 /e4thdom: minicameras, hidden bugs, even wire taps. SPECTRUM 48K
'Don’t shoot!”, 'I've been poisoned!’. “Who stabbed Yet _aII these modern electronic wonders cannot replace
me?’. ‘I've been shortsheeted!”. and *Who took all the ™Y inherent ability as a born detective... instincts tape £8.99 o
hot water?" Yes, with the Murder Club as tonight's passed from generation to generation in the Holmes =
: s " g et family. AMSTRAD
guests, more than the plumbing will be amiss! £9.99 - )
tape .
“Each member of The Murder Cli " fher:lnm,{ac::pt the challenge. | will uphold the !
off th::nthels and lay down claim ;:Jh:v::lrlufznt:lh“mp family honour! Before this night is aver | will prevent a disk £14.99 “‘I

“Waorld's Greatest Murderer’. But it will not be a piece
of quiche! For these brilliant criminal minds must
match wits with moi, Hercule Holmes! | have only

U.5. Gold Ltd.. Units 2/3 Holford Way, Holford,
Birmingham Bé TAX. Tel: 021 356 3388

murder or be murdered trying! If | fail. one of the
ilustrious members of the Murder Club will surely be
killed... ves Killed Until Dead!"




lien is back ... and this
Aﬂma it's not alone!
Ripley, the only survivor

of the doomed star fri ar Nos-
tromo, is ! oating In
g m‘”"“‘&"""“m“ o,
e o r sleep su
she is taken to a giant complex
high above the Earth. Thers she is
I nated disbelleving offi-
cials uthglr ?m‘ A cpg_:'lle-
atures, capable of growing within,
and eventually consuming, their
huBn;an _hustﬂ_sé Siahe
now remote planet u

which the crew of the Nn&tropn?g
first encountered the Alien has
been ed by space engineers
and r families, When contact
wﬂhﬂwm is lost, lHﬁ Ripley wha
reluctantly agrees a select
team of marina-a tu investigate.

Rip the erratic Gorman,
Marine Hicks, Bi m tha andrndd
Vasquez {the
and y man Burl{a ha\ra
Tr way into the col-
onists' base. The ﬁratlm is co-
ordinated from a MTOB (Mobile
Tactical Operations Bay) set up
near the crew's landing point. You
control individuals on the team
from the security of the MTOB -
directing them towards any part of
the base or ordering them to stand
and fight against Aliens, The

called Newt

here.ﬁl:erﬁnﬁuldhmhnn
etter, but should still provide
few hours uf Alien

Marines are equipped with video
cameras and smart guns that fol-
low the gun sight that appears on
the viewscreen - the camera car-
ried by the Marine under you con-
trol generates the main display on

v mmﬂhnhﬂmm.bgﬂnml-lnunmdrhnlpml-

With only two craw members remaining, the chances of success loak
shim = especially it Bishop isn't guick enuuunwuhlunr gger
finger

the control console, and can be
panned around the current loca-
tion.

Fm%:ass is made by passin
through a series of corridors an
rooms, inter-connected by doors
that may be unlocked, sealed, or
blasted through. However, once a
door has been destroyed it offers

Ripley's gunsight

You'ra in the srmoury now (ouch]

an Alian casually wiallks past

TTTm
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no further protection against Alien
intrusion.

Allens move about the base,
leaving bio-mechanical growth in
their wake. If this s not cleared, it
grows to close exits, block entr-
ances and spawn Face Huggers




s iy

I

tion it I-apl at ha
seod .

DOLLLEEERLEREEEE

lll-lliilsllltlll

.nl'_'\,' After a very brief gestation perlod, the Alien agg (naide Ripley's
ustomach has hatchad and resutted in an unwanted Allen birth .

and Egas. Aliens attack on
their presence being Indlcatag
the high pitched note of a proxtm-
ity meter. The further the Marines
pass through the base, the more
active the Aliens become.

Smart guns are used to cut
through bio-mechanical growth,
1o blast locks and doors and to
destray Aliens —a well-aimed shot
lo the head, or several to the body
disposes of an  intruder.
Remember, the Company pays
credits for Alien corpses, Use your
waapons sparingly, as ammuni-
tion Is limited and can only be
replenished by dangerous, time-
consuming ventures o the
Armoury. And be wamed, the

acidic blood that dying Aliens spill
Is fatal — don't attempt to pass
through it.

Life status bars appear on the
MTOB console for individual
squad members 10 indicate their
starrin‘:d rasanrb 85 — these iara
daplet - move
make. Should thmtus t:arb-aﬁg
to pulse beneath a squad
member's name, exhaustion Is
approaching and rest is the only
alternative to death. The number
of the room each Marine currently
occupies appears by the status
bars.

A crew member confronted by
an Alien has o kili it immediately -
or face capture, in which case tha

An Allan Fncrl-lugrormm- afancy to Hlplnr-m to show its atfec-
In mn attempt to impragnate her with Allen

ing status bar tums
5 gol-

th;lnim?n-%m arg
Armoury the ammun-

them
task is hindered . . . if not

room, watch out for the little girl
Newt, the only surviving colonist.
She may attempt o hide, but cre-
?;tdsmmmdwhenahelupm-
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ireed of cleaning out the sew-

ers, Floyd the droid has

been refurbished and sentto
wark in the more hyagienic atmos-
phere of a BIG (Big In Gastronomy)
kitchen. Here he atternpts to prove
himself capable of coping with the
hustle and bustle of a busy fast-
food restaurant, where the orders
are coming in thick and fast,

Poor old Floyd's not totally auto-
mated though, and he still needs
help in completing his tasks — this
is where you come in. Floyd has
many operations which are acces-
sed by using the joystick-operated
menu systam,

The kitchen is pictured at the
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THE BIG DEAL

Ariolasoft/Radarsoft, £9.95 cass, £14.95 disk, joystick only

you are under pressure to
arrive at a hectic rate. | don't
find this sort of game enjoy-
able - it merely mimics the sort
of hassle we can all do without.
Thisisa because the

is well and -
very smart. Let's hope Floyd
gets his act together.

bottom of the screen and scrolls
with Floyd as he goes about his

o ..-“.- — .--r-n_-.u-.t;: “'_"‘__ﬂ

business. It is fully fitted with all
the latest in modern conveni-
ences, and has heaps of storage
space. There's also an overhead
view of the units, showing if hot-
plates or sinks are in use. Above
this there is a view of the serving
counter which shows customers
arriving. As they sit down, their
order scrolls along a message bar
and is stored in Floyd's memory,
allowing you to keep track of the
meals which require preparation.

Floyd has to be guided through
every step of the meal's prepara-
tion, including finding the ingre-
dients, cleaning, cutting and cook-
ing. Memory is not our hera's
strong point, but he can be taught
how to cook up to three different
dishes, and the next time these are
ordered Floyd is able to execute
them on his own.

As orders begin to accumulate,
meals have to be prepared within

L N N N NN

a time limit. If Floyd fails to meet
this deadline, or the customer gets
annoyed and hurls abuse. If this
does not hurry Floyd along, then
the customer hurls something
heavier at Floyd's head, and then
leaves — somewhat disgruntled at
the poor service. The damage
caused by this assault must be
repaired, wasting even more of the
serving robot's valuable time.,
Standards are high in Floyd's

company, and slacking is not tol-
erated. Repeated failure to pre-
pare orders in time results in Floyd
receiving his cards, and the game
ends with our hero joining the
ranks of the unemployed.

PRESENTATION 78%

method, which
ter, and lots of

arely bearable,
Ant.
TY 42%
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an be
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VALUE 50%
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Your Ticket
To The Best
in Sports

When was the last time you had the chance to attend
achampionship sporting event-or better yet, play in
one? Gamestar’s series of outstanding sports simu-
lations give you that chance. Make the playoffs.

Play in the final round at Pebble Beach.

Compete against the top teams.

Every Gamestar simulation is as real as the
sport itself, from gameplay to strategy to r
graphics. So winning the championship
won't be easy. If it was, it wouldn’t be
worth it.

For the very best in sports-the
excitement, the challenge, even the
chimpinnship—Gamestar is your
ticket.

7 ' i . il iy & . = v =8 ST
=il = p =l Y ik i s b - | il ¥ . .l b lo Voo
s GBEL CHANIPIOREEIP !

ACTIVISION

HOMAE COMPLITER SOFTVARE




I
R e
Ty

“w*—m

., a

Bl might want, but it in nur -
' are reviewed v

power t get it for you, then we will ! i
issue of ZZAP! can be ordered by using the fofmbe —
Bmtuliﬂﬂlsamfntmrm please ring firstto ch awailahilily ﬁm :
- ﬂ?‘ Mall Drder is backed by the resources®fNewsfield Ltd, p
. m e,CRASH and AMTIX, which has béeh supplying more than 150,0“@0“
. UboFS with sofftware for over 3 years, so you can be sure of very best in semvice.
ereisno Eail er catalogue involyed, just use the p quotedin the roviews
in~ZZAP! o , tail price. Id you have any qu* on prlms justring
the nember s farm and will advise you.

- DISCOUNTS GALORE! :
Anyone may lake advantage of the d.smmﬁs on the form — £1 off ordérs
wigtth more than £20yand 50p off orders worth more than £10. Additionally, ZZAP!
Subferibers are automafically entitled to further discounts on every i item ordered. Wﬂi
- 'make'ng chargesforpostand packing (within the UK).
Nothifgcould bé Simpler — fill in the form today and order whatever you like,
v . ]

-

-

ZIAP! MAIL ORDER FORM
Telephone Ludlow (0584) 5620

Please send me the following items:

Title (BLOCK CAPITALS please) Software House —[ Disk/cass Amount |

SPECIAL D ISGOU NTS B
£1 off any order worth more than £20 Wi diskiiit e
50p off any urdar worth more than £10

G voucher pir St Total enclosed £
PLEASE NOTE: Some software reviewed may not be available until its release date. If you are in any doubt
about availability, please ring first. We cannot be held responsible for defays resulting from late or non-release
of titles when previewed before their official release dates were known.

All prices are as quoted under review headings or known retail prices and include VAT, ZZAP! makes no
charge for post and packing inside the UK. Customers in Continental Europe should add the equivalent of
70p per item orderad, Outside Europe, please write first so that we may advise on postage rates,

How to pay: Please make cheques or postal orders payable to NEWSFIELD LTD. if you wish to ﬁ
pay by Access or Visa please fill in the form below. Please do not send any coinage.

Name

Subscriber no. (if applicable)

Address

Please Debit my Visa/Access Account. I_B_

| wish to pay by Visa/Access (delete as applicable)

Postcode

Signature Expiry date

Please charge my account no:

ZZAP! MAIL ORDER, PO BOX 10, LUDLOW, SHROPSHIRE 5YB 1DB
Please do NOT enclose this form/payment with any other correspondence to ZZAP! Magazine editorial, as
it will only delay processing your order and may result in loss.
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Born to a life in a world of gloom, to a people
stricken with terror in fear of Zahgrim the evil
warlock and his murderous minfons, the future
does not appear to hold much hope

fetin ages past, in a time when the magician

Anakar protected this land: life was good, food was
plentiful and the people happy. Happy that is until
Ihe skilis of the ageing Anakar proved no match for
(e bkack magic powers of Zaharim whence the

undly magkcian found himself banished within the
petrified boay of a mammoth swamp monster, From
there he has surveyed the destruction of this once
beautiful land, powerless to act or defend its inhabitants
Byt as with all evil there ks a secret to its undoing the
rnocence of youth, the might of good,

(=gend would have it that you've been blessed with these
(Uties but do you have the courage to meet the challenge?

AT US Gold Limited,
¢ Units 2/3 Holford Way, Holford,
Birmingham B6 7AX. Tel: 021 356 3388

From the blazing deserts of the Sahara and Gobl, themystical
palaces of the Middle East and age old encamp of
Dedouin tribesmen, Came a warrior race feared by allthat fled
before them. Outstanding horsemen, feariess in battie driven
to destruction by aHaly fervour the Saracen warrior was the

scourge of the people’s of Europe and North Afica

- Awarrior race thatran unchallenged until a classof Teutonic

and Norman gladiators, the nobie knights of England, France and
‘Germany gathered together in a united cause to defeat this foe

Thus the Crusaders were formed and one in particular,
lan the Mighty, set forth to rout the threat of these
murdering infiltrators and put paid to their threat once
and for all, And s we see chronicled the Haly Wars, an
eternal struggie of bioody encountess between
these warring factions and within thisall action
adventure you have the opportunity to take on the
mantie of the mighty flan in his battie to conquer
the Saracen harde and their charmed fortress

o .
from a time beyond recame
an age when chivalry and
honour reigned supreme or
even the wild, wild West
where men were men.

CUNSLINGER

Dust off your Levis, grease down your six guns here's a saddle
50re adventure straight from the annals of classic Wild West
history. As retired Texas Ranger, Kip Starr, your bravery and
cunning Is once more called into action to rescue a friend
from his earty grave as a result of an unfortunate meeting
with a Mexican hangman's noose. But as in all the best tales
no folkhero is created without a nailbiting shootout with the
Dalton Brothers, a hairaising encounter with uprising Indians,
a perilous excursion across unexpected waterfalls and a
Weary journey that takes you across murderous wastelands,
down danger filled mineshafts, through eerie ghostowns
and fimally brings you to rest in inhospitable Mexico,

YOU don't need to look to the future for action packed
ddventure the Wild West has seen enough thrills and spills

for you never to want more
SARACEN Tage Disk
cwesrzs E7.99 E11.99
spocinm  £7.99
amstrad E7.99
CUNSUNGER Tape Disk
mwie E9.99 E14.99
spectrum  EB.99
WACKMAGIE  Tape oisk
awide  E9.99 E14.909
foectrum EB8.99
mstrag £9.99 E14.99
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g._'lnp rrubl.:.n C 'hI|H fl, ing thr-mc:h
this mysterious area, and it has
been rumoured that the Hsiffan
Khanate, dreaded opponents of
Terra, are operating from within its

‘ning and the music is nothing
short of amazing. Delta's most
|imprassive feature though, is
|the enormous amount of
nh,lm whizzing around the

... bullets, rocks,
anamjr craft and swirling
aliens - the action gets incred-
libly busy, and you really need
|the extra weaponry to survive.
The thirty-two levels are vari-
ed, and there are some really
neal ideas to su and
thwart the player. If you're into
shool "em ups, take a look at
this - you can't get much bet-
ter within the horizontally
scroliing format.

ZZAP! 64 April 1987

some lovely aliens. The music
is superb, especially the main
track that rr.uu urmﬂyma
game, z
ever,isa Iltliem the weak side
- learning the attack forma-
(tions is essential but more
| often than not monotonous.
| Delta offers sufficient blasting

for your money, but may lose

its appeal quite quickly due to
the mdln‘gbls gameplay.

ion and err
IT‘IEr‘I.:lrE

~ate the Hl if

r1w-r |-._| an r|1|._1l anslaught of
i r‘r-ll'ﬂl-"[‘]

fdually

|
aopppp

-~ -~ -~

The spacecraft passes too close to the flames of the Sun of Dreams £\
and glows a glorious shade of orangs

some tllue = d-'e._
any credits you |
liding with a blu

r1{{_.ur1'|ul.:1tnr1 additional equ npnmn’r in tha

Dealing out large doses of death and destruction in Delta
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HYPERBOWL

Mastertronic, £2.99 cass, joystick or keys

ateline: the 37th Century.
The sport: Hyperbowl — a
two player competition
combining all the speed and skill

of ice-hockey with the high | relation to the puck. Situated | ©onvincing. Unfortunately, the

technology of the future. either side of the scanner are rep- | Sameplay is very simple and
Two identical ships face-off | resentations of both ships show- | MY interest waned after only a

across the middle of a large play- | ing the direction in which they are | few goes. The two-player

ing area at the start of each con-
test. The aim is to propel a puck to
your opponents goal-line, by
repeated fire from the ship's can-

visible at all times. To compen-
sate, there is a scanner at the top
of the screen which shows the
position of the two combatants in

facing. Using this information in
conjunction with the scanner, the
ships are steered to the visible
section of the playing field.

pretty dmnt nraphics The
playing field and ships are
neatly rendered, and move-
ment on screen is smooth and

mode may appeal, but averall
Hyperbowl remains a
implementation of a fairly
tame idea.

PLAYER

(7] g

ipment has a limited useful life, : -
;l.?furlfwr additions are necessary i

as rogress.
m your way through thirty-

two lavels, and Delta is once more
safe from the alien threat, But the +
Hsiffites don't give up that easy, %
and rer::.m a decade later, Dlr;aa E
n it's up to you, now an older
ﬂﬁﬂ and more experienced pilot, to |
deal with the alien attack force.
"rnuru not the mlythuna ﬁiu w
WHW oug
also had time to
H’npmttmlrﬁghﬁrqsklllsamare

4

T TYTErrrTe

1
-

=1
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now a more formidable oppo-

il il

non or direct collision with the
puck itself. A choice of ten ships is
given before play begins — each

has its own characteristice of
movement and weaponry,

The playing field is multi-direc-
tional, and scrolls in a manner
designed to keep the puck at the
centre of the screen — this means
that your ship is not necessarily

| This is a fairly
. sim computer
Impﬂamrmlﬁnn
of the Crossfire
board game with
one problem - it doesn't work!
There's no wvariety in the
screens and the action quickly
becomes tedious and predict-
able. The graphics and sound
are nothing special, and it's
only the two-player option that
saves it from being chucked
into the bin. Still, it is only three
quid. ..

"'l'h-ﬂ-ﬁnn{'

s

A point is scored when the puck
crosses the geal-line, and two
points are awarded if the puck
enters the goal area situated in the
centre of the goal-line.

Either one or two players can
participate — the computer taking
control of the second ship if the
former option is chosen.

Hyperbow! in its
simplest formis a
computer version
of the classic
board gum-,
Crossfire, Unfortunately, the
visible pitch area is so small
that it's easy to lose your bear-
ings. As a one player game It
can become very tedious, as
Inl-tia:ily it's difficult to get to
grips with the controls - but
Kfu can soon get the hang of
A.ta two player game Hyper-

wl proves marqiﬂnally more
m:rnble—and it's only three
quid.

FRES E HTATIDH Bl

GHAFHI{:S EQ“’n

Simple, but effective

SOUND 55%

d title tune and adequate

HOOKABILITY 63%

'U'ALIJE 53
Cheap enc xugh to tempt.

OUERALL 54%

nth 11h- mark.

ZZAP!64 April 1987
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INDOOR SPORTS

Advance, £8.95 cass, £14.95 disk, joystick only.

ored? Don'tfeel like wven-
turing outside? Fear not,
Advance bring you three
indoor sports to beat those rainy
day blues —giving you a choice of
Ten-Pin Bowling, Darts or that old
fairground favourite, Air Hockey.
Game choice and the number of
players to compete are selected
fram a main options screen. On
loading the required section, you
are presented with another list of
options, from which many aspects
of the relevant game can be
altered according to choice.

i Advance think
they're ready to
take :‘I Epyx with
this sports simu-
gnhg to hl\"lﬂ to pr -

products than

to lead into more of the same
in the three games that follow.
| prefer Mastertronic's

darts game to this awkward
method of arrow throwing.
When all the correct settings
enabling you to throw a
have been discovered all that
neads to be done sach time is
to make sure the settings are
the same. Then there are the
joys of ten-pin bowling — like
the darts, this is badly
implemented and confusing to
play. Finally, there's the more
promising Air Hockey which is
in truth not a bad game - it's
fast, uncomplicated and ini-
ﬁallrnddlaﬁﬂ but after a few
games it all tends to wear off.

In Ten-Pin Bowling, you begin
with a side profile of your bowler at
the start of the lane. Moving the
joystick positions the bowler, and
holding the fire button down high-
lights an arrow which continuously

104 ZZAP!64 April 1987

realistically. Ten-pin bowling
is less enjoyable, an
not glﬂr?lg true pin-fall t:&d
s
can hit the four pin and get a
strike - barely possibie in real-
ity). The timing required for the
ﬂnnl;:lu;nfhhlthm
precise and on many occa-
sions it ends up in the gutter,
about

e B e
[= "

ooy s dire s far
too lluw IIII:'

o ﬂillh n gocl-l:l its
that as
weaakest !I:z, :l. you could

have had a lot of game for your
nine quid.

moves across the lane. This
marker determines the direction of
the ball: on releasing the fire but-
ton, the marker stops moving and
the bowler then begins his walk up.
As he completes this action,
another press of the button
releases the ball. Shoot too soon
and the bowler hits his ankle,
sending the ball trundling into the
gutter — too late, and he ends up
sprawling on the lane, while the
ball takes the gutter route once
again.

As the ball heads for the pins,
the screen changes to a first-per-
son view of the lane, showing the
consequent pin-fall. The score is
then displayed above the alley,
next to a picture of the bowler's
face as he displays an expression
suitable to the outcome.

G A

Both players have two attempts
to clear the pins, over ten framaes,
and the scoreboard is updated in
the correct manner, with strikes
and spares recorded in the usual
fashion.

The Darts simulation is slightly
more complex, as all aspects of
the arrow's flight are covered. The
screen shows a central dartboard,
with score and other relevant
details displayed around this.

A dart appears at the bottomn of
the screen and is moved to the
appropriate position below the
board. Pressing the fire button
stops the cursor and an angle-
meter begins to fill, corresponding
to the arc of the fight, Once this is
selected, the power-meter begins
to change colour, and as before,
the required power is selected by

difficult to throw the

Arrows. to gauge the
power and trajectory is silly — it
only serves to make a simple
ame complicated, The bowl-
? module fails along those
Ihultou-—cummﬂl man
is really tricky, and 's No
feeling of realism. The only
module is the air hockey,

even that has limited app-
eal. f you're after a sports
simulation, look up the Epyx
serias — they're streets ahead

in every department.

a click of the fire button,

The view switches to an over-
the-shoulder viewpoint of your
player as he throws, set in a suita-
ble pub surrounding. The screen
then reverts to a close-up of the
board, showing the dart's final
position and the updated score,
This is repeated twice more and
then the next player takes his turn.

Finally, you are treated to a blast
from the past with a two-player
simulation of air hockey, a table-
top version of that all-action ice
sport.

A forced perspective end view
of the table is given showing the
puck and the two joystick-control-
led “hitters'. The aim is to get the
puck into your opponent’s goal as
many times as possible within the
time limit. The puck moves rapidly
around the table in perspective
and the speed of the hitters may
be speeded up by holding down
the fire button.

Any goals scored are displayed
by a row of lights along the end of
the table corresponding to the

player.

PRESENTATION 87%
( ons and good
instreutions.

GRAPHICS 73%

Fair on air h and darts, naff

on ten-pin bowling

SOUND 61%

| jingles, but adequate

SOMe qq tting use "I 1-1

LASTABILITY 45%

Only the air hoc

length of t me.
VALUE 51%

||'I'= flicient entertainment for the

tive sports simulation package




THAI BOXING

Anco, £7.95 cass, joystick only

aving been beaten sense-
H|E$s in the vast array of con-

tact sports available on
computer, you may now indulga in
further oriental culture with Thai
Boxing, a strange mixture of mar-
tial artistry and fisticuffs.

The playing screen depicts an
elevated view of the combatants,
who are situated before some suit-
ably Eastern backdrops, pre-
sented in corresponding perspec-
tive.

At the start of each bout the box-

ars are seen squatting on the floor
— the first round then begins, and
they literally leap into action. Each
bout consists of three rounds, and
at the end of a round the boxers
somersault into new positions
ready for the next fight.

The progress of the contest is
measured by loss of stamina, as
indicated by a pulsing bar at the
top of the screen. Next to this are
the boxer's faces. As the bout con-

tinues and the action hots up, the
faces begin to show the damage
inflicted upon one another. Thus,
by the end of the round they are
covered in cuts and blood — which
is promptly wiped off by two little
men in white coats!

Having completed one bout,

U progress to the next level.

ere are six levels in all, each with
a different backdrop and becom-
ing prograssively harder.

Control is executed in the usual
way: each position of the joystick
corresponding to a different move
of the combatant. These are
accompanied by suitable sound
effects (mainly consisting of
crunching body noises), and there

:
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:
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is some speech on completion of
a contest.

The options screen is joystick
controlled, and caters for one and
two player modes. It also shows
the current state of play at the end
of each bout. A high-score table is
also provided which may be saved
to tape or disk.

PRESENTATION 81%

Informati tructions and on-
screen disg

GRAPHICS 69%

0 ackdrops and adequate

SOUND 56%
Bland tune and harsh spot
effects

HOOKABILITY 62%

Initially

A different appro
a3 sted thame

105
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argantuan is an over-used

adjective, but a game with

40 billion mappable loca-
tions seems to qualify for this
description — s0 using it one more
time to describa Explorerwon't do
any harm. The Ram Jam Corpora-
tion has ever been a source of
oddities, from its first and marvell-
ously humorous Valkyrie 17
adventure. In this new quest, the
cosmic joke is that your second-
hand space vehicle has broken up
over the Emerald planet. To make
matters worse, fragments of your
craft have scattered around nine
of its 40 billion locations — and
you've got to find them all before
escape is possible . . . some cos-
mic joke, huh?

Several vital instruments have
survived the crash. There's a
Compass, a Homing Beacon,
Direction Finder, a Laser Pulsa
Gun and an all-important Sonar.
Recovering the ship parts is a

EXPLORER

Electric Dreams, £9.99 cass, £14.99 disk, joystick with keys

does neither. The g
though reasonably

cuted, are lacking in any sort
of variety - there could be ten

1 arrows
WFir e
"SR PRP

=
By ¥

-n.i.uui -1-

Carried:

W‘

JH‘“L

it'l.{-llft l s

Drop beacon
Pic up beacon t
Fix nearest

12345678

.ihﬁrﬁ

problem, but at least the sonar
makes life sound brighter — by
bouncing an echo off an object, its
bearing and rough distance is
revealed. A short walk through the
jungle is okay, but you're told if the
range is too far for a stroll and it's
then time to take to the trusty jet-
pAack.

When within range of an object,
travelling can be done on fool.
Pressing the forward key brings
the front view into sharp relief and
shows the next planet section. Left
and right movements (or even a full
180 degree turn) are shown as a
bearing at the top of the screen.

The Emerald Planet is largely
uninhabited, except for a strange
breed of energy-sapping robotic
bugs. Energy loss can be fatal, and
although there is a means of
replenishing it, killing the robots is
a far better method of staying
alive. A Laser Pulse Gun is a handy
extra when it comes to bugs — it's

¥ Yh

sists of 40 billion locations - it
appears to me to be 40 boring
locations e a billion
times. Don't buy this under any
circumstances, unless of
course your idea of a good
time is taking up the carpet
and watching the floorboards
warp.

accessed
Mode,
Swirling patches of colour are
encountered deeper in the jungle.
These act as doorways to loca-
tions elsewhere on the planet.
Remember there are 40 billion, so
almost any name will do for a desti-
nation. Mind you, you can get lost
too, so this is where the homing

through  Weapons

Lo ETH M ]

Blam e HE
Hh = '
SHEE 7 TimE
To ELorE ...~

ggl:ﬂus. fruitless and rub-
. The game-play Is com-
pletely unrewa , thera's

no action, and all of the loca-
tions that I've seen look

exactly the same. If you really

want to do some exploring
why not buy a rail or bus tick-
et? There's a whole world out-
side computer thathas an
mﬂ bi" ;fmwd

a3
hlghly convincing 3D

beacons come in. These can be
dropped anywhere to be used as
useful reference points — they're
seen from the air as flashing
squares.

The energy available to power
all the eguipment Is limited, and
the level of reserves is shown as
one of the menu options, which
can be accessed at any time by
pressing FIRE and then the first
letter of the reguired option.

PRESENTATION 42%
Confusing, awkward, and frus-
tratingly slow.

GRAPHICS 64%
Attractive, but repetitive.

SOUND 10%
Very little, and what's there is
poor,

HOOKABILITY 27%

Irritating and far from addictive.

LASTABILITY 7%

nothing stimulating or
e 1o return to.

Absol
worthw

VALI.IE 6%

5 ysmal invest-
I'"n'-'-r'lT fur ten pounds.

OVERALL 13%

Nt remotely

eeming feature m write home
about.
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Air to air and air to ground combat flight simulation

Defeat the elusive Starglider in an amazing all-action combat
flight simulation. The planet Novenia has been devastated by an
evil tide of invading Egrons; single-handed, you must wipe out
the enemy in explosive one-to-one combat. Swooping down with
lasers blazing, you'll need to take fast evasive action to avoid the
barrage of enemy missiles. Exhilarating low-level attack and
defence flight manoeuvres, coupled with a cunning strategic
element, make STARGLIDER a classic among classics.

R T T
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H =
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Energy towers lie dead ahead
defended by heavily armed Egron
battle tanks

A Stomper and Walker close in, Laser
fire is futile against these metal
monsters

The Walker attacks. Bank your craft
to evade the lasers and prepare to fire

®-=

| B e

Missile launched! Steer your TV-
guided missile on target to annihilate
the invader

The Starglider swoops in to attack.
Several direct hits are needed to
destroy il

Screanshols taken from Spectrum 48/128 version

A special mission. A devastating
super missile has been located in the
ruing of Movenia

PROGRAM
OF THE
YEAR

Popular Computing Weekly

Most
Innovative
Game of the
Year

‘The games designers were aiming
at the “best arcade shoot 'em up
with vector graphics”... they have
achieved this’

Commodore User Screen Star

Y our Computer

‘Has set a new standard in its class’
Commodore Computing International
Mega Rating

=y

CBM 64/128 cassette

£1495

CBM 64/128 disc

£1795

<

RALNGIRD

Rainbird Software, Wellington House,

Upper 5t Martins Lane, London WC2
Tal: 01-240 BB38

Rainbird Software i3 8 dwislon of

Britigh Talecommunicalions pic







The future of the Atarian Federation is in your hands as the evil
Zylon Master, Chut, plans to destroy the Celos IV Star System.
Pilot the hottest fighter in the galaxy, the Liberty Star and wipe
out the Zylon Master Force and its super Aftack Bases.

The sequel to the game that astounded
the world STAR RAIDERS I1™ will leave you
stunned: there is simply no other game to

compete with its sheer excellence.

—

~ T __ﬁu‘s"ﬂLIhE‘-LﬂN: | e

Amstrad CPC cassette ... e 19,99
AmStrad CPC diSK ... £14.99
Commodore 64/128 cassette........ L Ee RS
Commodore 64/128 disk ... B
7X Spectrum 48K/ 28K/ 4 .o £9.99

¢ @ ET W kR

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

Mail Order: 23 Pond Street, Hampstead, London NW3 2PN
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! READERS’ CH

1 (1) WORLD GAMES (13%)

US Gold/Epyx, £9.99 cass, £14.99 disk
ZZAP! Overall Rating: 98%

2 (Z) LEADER BOARD (13%)

LIS Gold/Access, £8.95 cass, £14.95 disk
ZZAP! Overall Rating: 87%

3 (5) GREEN BERET (6%)

5 Imagine, £8.95 cass
ZZAP! COverall Rating: 93%

4 (4) GHOSTS "N’ GOBLINS (6%)

Elite, £9.95 cass, £14.95 dizk
ZZAP! Overall Rating: 7%

5 (3) SUPER CYCLE (5%)
S Gold/Epyx, £9.99 cass, £14.99 disk
LZAP! Overall Rating:; 95%

6 (6) INTERNATIONAL
- KARATE (3%)

am 3, £6.50 cass, £10.99 disk
| Overall Rating: 91%

7 (9) URIDIUM (3%)

Hewson, £8,95 cass, £12.95 disk
ZZAP! Overall Rating: 94%

8 (12) GAUNTLET (2%)
US Gold, £9.99 cass, £14.99 disk
ZZAP! Overall Rating: 93%

9 (8) SANXION (2%
Thalamus, £9.95 cass, £14.95 disk
ZEAP! Overall Rating: 83%

10(70) PARALLAX (2%)

Ocean, £8.95 cass
£ZAP! Overall Rating: 83%

- GAMES TOP 30

11 (7) ALLEYKAT

Hewson, £8,95 cass, £12.95 disk
ZZAP! Overall Rating: 89%

12 (17) DAN DARE

Virgin, £9.95 cass, £14.95 disk
ZZAP! Overall Rating: 94%

13 (13) THE SACRED
ARMOUR OF ANTIRIAD

Palace Softwara, £8.95 cass
ZZAP! Dverall Rating: 83%

14 (15) DRUID

Firebird, £7.95 cass
ZZAP! Owverall Rating: 88%:

15 (14) PARADROID
Hewson, £7.95 cass, £12.95 disk
ZZAP! Overall Rating: 97%

16 (18) THE SENTINEL

Firebird, £9.95 cass, £14.95 disk
ZZAP! Overall Rating: N/A

17 (20) WINTER GAMES

US Gold/Epyx, £9.95 cass, £14.95 disk
ZZAP! Overall Rating: 94%

18 (16) 1942
Elita, £9.95 cass, £14.95 disk
ZZAP! Overall Rating: 58%

19 (19) SUMMER GAMES I

US Gold/Epyx, £9.95 cass, £14.95 disk
ZZAP! Overall Rating: 87 %

20 (24) INFILTRATOR

US Gold, £9.99 cass, £14.99 disk
ZZAP! Overall Rating: 91%

21(25) MERCENARY

Movagen, £9.95 cass, £12.95 disk
ZZAP! Overall Rating: 98%

22 (28) ELITE

Firebird, £14.95 cass, £17.95 disk
ZZAP! Overall Bating: 85%

23 (17) KNIGHT GAMES

English Software, £8.95 cass, £12.95 disk
ZZAP! Overall Rating: 90%

24 (29) FLASH GORDON

Masterironic, £2.99 cass
ZZAP! Overall Rating: B9%

25 (23) FISTII

Mealbourne House, £9.95 cass, £14.95 disk
ZZAP! Overall Rating: 39%

26 (30) SPACE HARRIER

Elite, £9.95 cass, £14.95 disk

ZZAP! Overall Rating: 45%

27 (-) ESCAPE FROM
SINGE'S CASTLE

Software Projects, 9.95 cass, £14.95 disk
ZZAP! Overall Rating: 80%

28 (21) IRIDIS ALPHA

Hewson, £8.95 cass, £12.95 disk
ZZAP! Overall Rating: 95% y

29 (26) AVENGER 4

Gremiin Graphics, £9.95 cass, ©14.95 disk
ZZAP! Overall Rating: B6%

30 (22) THRUST

Firebird, £1.99 cass
ZZAP! Ovarall Rating: 94%
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MUSICTOP 10

1(1) SANXION 6 (3) PARALLAX

_:J‘::I::g‘r?d_s c (Rob Hubbard) ?lr_jlgaﬁr:nrm:-n Music (Martin Galway) y iy
¥ e o

2 (5) MIAMI VICE 7 () GREEN BERET b

Ocean Imagine :

Title Screen’ Music (Martin Galway) Loading Music (Martin Galway) b

»

3 (-~) LIGHTFORCE 8 (7) RAMBO

;I.-a—l'u Theme (Rob Hubbard) II;::'II;;H:."IIH:J.'rV-: [Martin Galway)

4 (2) KNUCKLEBUSTERS 9 (4) INTERNATIONAL KARATE

Melpourne House aystem 3

Main Theme (Rob Hubbard) Main Thame (Rob Hubbard)

5 (-) FLASH GORDON 10 (10) PHANTOMS OF THE ASTEROID

Mastertronic Mastartronic -

Title Screen Music (Rob Hubbard) Title Screen Music (Rob Hubbard) B e

CHART VOTING DRAW WINNERS

WINNER (40 worth of software plus ZZAP! T-Shirt): Mark Young, Swiri-
dan SM4 OHA

RUNNERS UP (ZZAP! T-Shirt and Cap): Kevin Scott, Edinburgh EHB
7AY, Gordon Saunders, Torquay TQ2 7RE; Jimmy Layland, Birming-
ham B26 3ER; Charles Stewart, Lancs BEE4 BRP

ZZAP! 64
CHART VOTING COUPON

(Please write in BLOCK CAPITALS)

Address

Posteode ...

If | win the £40 worth of software | would like the following games:
(Game and Software House)

. T-Shirt Size S/M/L

| am voting for the following five games:

| am also voting for the following piece of music:
({Commodora 64 ONLY)

ZZAP! CHARTS, PO BOX 10, LUDLOW,
SHROPSHIRE SY8 1DB



FIFTH AXIS

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

hen Professor Chronos
created a time machine,
little cid he realise what

chaos his discovery would cause.
Accompanied by his assistant, the
Professor and his assistant travel-
led the timeways and all went
well ... until the machine mal-
functioned and exploded, scatter-
ing its component parts through-
out the centuries, This event rip-
ped apart the very fabric of the
Universe, and in the confusion a
new Universe began to emarge,

A’
says the pra
e
grotty on paper. However,
gy dy ookl 0
o R Rl b
mixed in
axetasly praitl
=gunn&4ﬂnﬁﬁ
some time.

destroying the existing cosmos as
it developed. The only way that
this process can be arrested is if
someone collects all of the time
machine’'s scattered components
(or anachronons as the Prof calls
them). As you'ra the Prof's assis-
tant, it's up to you to do the job.
Before the mission is underta-
ken a character is set up. Firstly it
has to be given a name and then
the character's three differant
characteristics — force, agility and

i
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life — are defined. Each charac-
teristic has an initial value of fifty
points and another fifty points are
avallable, allowing the player to
distribute them according to play-
ing style. The mission begins when
the points have been allocated.

The lab consists of a series of
scrolling horizontal levels, linked
by lifts and gravity drops. Mis-
placed artifacts are scattered
throughout the complex, and can
be picked up by running over
them. Geometrically shaped keys
can also be picked up — endowing
the character with the ability to
cross holes in the floor that can't
normally be jumped.

Throughout the mission the hero
is harassed by the lab’s guardian
androids. These horrors attack on
sight, and contact with them
reduces the character's numeri-
cally represanted energy level

towards a fatal zero. The hero has
the ability to fight back, and can
totally destroy an android by
repeated kicking and punching.
Every time an object is collected
or an android is destroyed, the
numerical 'Fifth Axis' rating at the

e

e T

s

top of the screen increases by a
few points. Each time it reaches a
multiple of ten the character is sent
to the location of an anachronon
for a limited period of time. The
screen displays a scrolling pass-
ageway along which the character
runs. An anachronon is situated at
the end, and has to be reached
before the time limit expires. The
passageway is littered with
objects which have to be jumped
or ducked, making the run more
difficult. Hitting one results in your
character stumbling over, and a
loss of time is incurred. Recover-

NIk TO 564 Dwl EEVIERERS QORENG S50 well.. .

mm LS8 =8 H-’J-:f

e
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e N e N
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¥

ing the anachronon returns the
character to the lab so that more
artifacts can be picked up. Failura
causes the 'Fifth Axis' meter to
diminish, and consequently more
artifacts have to be picked up. The
mission is complete when the
meter reaches 100%.

PRESENTATION 85%
g

GRAFPHI
I |

utt
prites andy

SOUND 78%

i« ounatre

HOOKABILITY 74%
Instantly er e bashing and
collecting : :
!.ABTRBIL!TY 69%

he unn
p

VALUE 59%
Mo ough action and
varrant its high p ag.

OVERALL 70%

An interesting and fairly unusual
game.




nce upon a time in a coun-

try called Meverland, there

ruled four magicians, each

with a magic scroll from which he

| drew knowledge. Their power was

good and everyone in Neverland

| was happy ... until the evil sor-

| cerer, Colo, killed the magicians

and stole the scrolls, plunging the
land into despair.

A good witch has been enlisted
by the people of MNeverland to
enter Colo’s burrow and attempt
to recover the scrolls, She has four
items to help protect herself — a
Cape, a Cross, a Wand and an
Hour Glass, Each of these has a
different function, enabling the
witch to deal with the creatures
inhabiting Colo's domain.

The story unfolds over the four
levels of the burrow: Heaven,
Forest, Caverns and lce, rep-
resented on screen as horizontally
scrolling corridors.

You control the witch as she

e e Mebrecss |

/

WNe

MAGIC MADNESS

Anco, £7.95 cass, £9.95 disk, joystick or keys

~ personally |

Hﬂld'hmpliu,
hutl'mqm to sit down
and play jt for a

wanders around the burrow in
search of the scrolls, despatching
Colo's henchmen as you go.
Chests are encountered along the
way, and contain either bonus
points, extra time, a balloon that

P

T O . 30—
X PLAYER 4 o4

enables the witch to float up to the
previous level or magic weapons.
These are carried by the witch and
when a denizen approaches the
appropriate weapon can be

accessed by pressing the space
bar

The four scrolls are hidden in the
burrow, and the witch must find
the guardian Ant Eater on each
level in order to be presented with

fuse, but as more
is gained the full
addictive qualities can be
. The task quite a
d but Magic Madness
deserves

Ny ool Nigh-soore
mhhguﬂldu,addlm

the program’s ‘cute’ h
i appeal
w-mwwn—wu

the scroll. Only when all four

scrolls have been collected ‘can
the witch confront Colo himself;
killing the sorcerer, and freeing
Nevarland from his grasp.

PRESENTATION 66%

, imited
ligh-score

SOUND 69%

A good rendition of 'The Sor-
cerer's Apprentice’ plays as yo
o

HOOKABILITY 72%
Easy to play, and it's possible to
get quite far from start.

LASTABILITY 51%

Complete one level and the urge
to return isn't ong.

VALUE 56%

A fair price for a reasonable
l._.].il'l'lf

OVERALL 58%

A mildly playable game -
destined for obscurity, perhaps?

ZZAP! 64 April 1987
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TRANSFORMERS

Activision, £9.99 cass, £14.99 disk, joystick with keys

nce again, the evil Decepti-
cons are attacking Earth in
search of energy. t's up to
you to marshall a force of eight
Autobots and fight off the despica-
ble robots. Strategy is combined
with arcade action — seven key
installations provide targets forthe
invaders, and part of the game-
play involves making sure that at
least one of your defensive robots
is on hand when an attack is
mounted on a particular location,
Each of the eight Autobots you
command has |ts own specal
blend of characteristics and attri-
butes affecting its capabilities.
The overall picture is revealed
on the main map screen, accessed
at any stage by a press of the M
key. All the locations are shown,
together with the roadways that
link them — the eight Autobots are

all a little too much for the art-
ist to cope with. The sound is
an out-and-out joke, and it all
gets boring after a couple of
plays. How the programmers
could pass this off as a profes-
sional product is beyond me
entirely. Don't buy this — not
even if you think the toys are
the best thing since sliced
bread.

represented by numbered
squares. When a location is under
Decepticon attack it flashes red on
the main map - the border flashes
red if an attack begins while the
screen display is being generated
by the visual unit of a Autobot cur-
rently under your direct control,

To move Autobots around the
terrain, press O when the map
screen is in view, followed by the
number of the robot you wish to
move, Enter the initial letter of the
destination location, and the
selected robot begins the joumey
and you are free to get on with
other things. All the Autobots may
be sent to a single location, or the
team may be allocated to locations
according to preset deployment
patterns.

The V key allows you to take
direct control of a specified robot,

in which case the map screen is

114 ZZAP!64 April 1987

replaced by the view-screen gen-
erated by that robot's visual cir-
cuits. A cross-hair sight is used to
target the on-board weapon sys-
tern and if the nasty Decepticons
are active at the location, a shoot
'8BM Up Sequence comMMEences.
Meore than one Autobot may be at
a single location, and the B key
invokes the autofire mode — up to
eight “targets’ can be placed on
the screen by moving the sight and
pressing fire. After a short delay
the cannon shoots automatically
until all the targets have been shot
at once. Meanwhile, you can take
control of another Autobot and do
battle with the Decepticons as a
team.

During battles, your robots'
ammunition and energy reserves
are depleted and damage may
well be inflicted by the attackers.
Sending battle-worm  defenders
back to base allows them to be
repaired and re-armed, but if too
much damage has been sustained
it may be impossible to repair an
Autobot complately. Severe dam-
age is indicated by a blank, grey
screen when the View-screen is
accessed. An overall status report
on the current Autobot may be
axamined by pressing S while in

View-screen mode, or by entering
S followed by an indentifying
number while the Map Screen is
displayed.

The aim is to keep your own
energy reserves as high as possi-
ble while preventing the invaders
from stealing too much energy
from key locations = such as an oil
well, a pipeline, and a nuclear
plant. Counters at the base of the

if there's any-
thing | hate the
most about
games it's wait-
ing for minutes
on end for something to hap-
pen. This happens recu

with Transformers, especia
on the map screen where the
action only happens once
every two or three minutes.
Then, when you consider the
affort it takes to reach any of
the destinations, on arriving
the Decepticons fly around as
such as speed that is quite
impossible to hit them with the
slow firing laser that is pro-
vided. The graphics are of a
similar standard to the sound

felt | was making no headway.
Generally, Transformers is
annoyingly dull and | advise
you not to waste either effort
or money on it.

main screen keep a tally of the
energy reserves accumulated by
the two sides in the conflict, and if
the Decepticons get too great a
lead the contest is lost, Earth is
taken over by the evil invaders,
and you can choose from a list of
nina numberad hints before having
another go.

It's not just energy the Decepti-
cons are after, however. Some of
the locations contain items that
prove very useful to them in the
course of their fight for world
domination — it's important to
make sure that they don't get their
metallic claws on some space dust
found in the shuttle base. For
instance — it comes in handy for
creating giant, marauding hippos!

PRESENTATION 70%
Good instru 18, and inspired
in-game presentation which is
awkwardly executed.
GRAPHICS 39%

Large, but not ve
ourful or remote

SOUND 31%

HOOKA
Slow, cumbersome and easily
frustrating.

LASTABILITY 38%
Unrewarding and inglegant —not
one to tempt you back.

VALUE 32%

Ten quid is well out of order.

OVERALL 40%

simply doesn't work.




BELIEVE ME.. THERE IS ONLY ONE WAY TO BEAT THE
.w”ﬁhwnunTWHQﬁL - T T
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MNOW/YOUR ENEMY! =y .

took on the Mutants knowing | was

armed to the teeth with missiles, mines,
torpedoes and more. .. | could even choose
7y where | wanted to fight! How could | loose?
~...How DID | loose? I've never seen anything
like it... they came at me in droves, in swirling
\ gases, in forms spinning a deadly gossamer and there were more to

/ 2.
[ w I @8R | come. |know now that one form of Mutant will never escape a wel
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| planned pattern of mines. It's just the beginning... but | must build
/ the ultimate weapon or Il NEVER be rid of them alll
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COMMODORE S&AMSTRED £8,
ATARL ST 8800 L14095.
Ask for ARKANOID
“The REAL thing”
at your local computer stockist,
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_ Screen shotstaken
£ == from Arcade version.

Imagine Software | 1984 Limited
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